PLANETARIUM

DRIMORDIAL

Rules

=
.
a
."'. -
iy, 1
x
s
e
oK
-




SUMMARY

Planetarium: Primasdial expands your Planetanium
axperance by adding two optional modules to the
game. The modulss can be added separately or
combined. Unless athenaize nofed, the niiez of the
game remain thoss of the base game.

The Epochs module extends the length of the
game by adding & profoplanst singe fo the be-
ginning, and the Late Heavy Bombardmant o the
~zecond half of the game.

Tha Frost Line moainle adds frost ine markars o
the board and & new set of cards thar require pian-
gfz be playad inzide or outzide the froaf line to add
valuabie heat or cold fokanz to cands

Az slwayz in Planetanum, the playar with the most
paoints at the end of the game is the winnard



SET-UP
EPOQCHS

Zet up Planstarium in the regular way, with these
altersticns-

& Replace the four Planst tokens with randam
Matter tokens drawn from the supply of extra
M atter tokans

& Flzce the comet iokens in & stack near
the ek mark on the Evolution frack, and the
Protoplanst, RockyGaseous tokens, and
Flanets within reach.

Ceal playsms 1 Low Evolution 1 High Evoluton
€ a Rocky Proto Ewolution, @ a Gaseous Proto
Evolution, and 2 Final Evclution cards [players
keep 1 Final Evolution card and discand the otherd.

FROST LIME

Set up Planstanum in the regular way, with these
altsrations:

& Fiace the four Frost Line markers betaeen
orbits 1l and I

& Replace all the High, Low. and Final Evclfution
cands with those provided in this expansion
imarked with the 3€ symbal)

8 Place the Heat and Cold tokens within easy
reach

Se= page T for setups and gams play using
altemate stars.

COMBINED SETUP

The Epachs and Frost Line expansicns can be
Flayed togsther To set up the game to play with
both modules, simaly follow the instructions for
koth setups




EPOCHS
CREATING A PROTOPL

The solar systemn begins with no Planets. Cn their
turn, instesd of moving a Mater token ar Planet, 5
player can create 2 Protoplanst.

& To create a Protoolanet tshe a Matter token
from anywhens on the board and place itin

a secton of your player board that curmenthy

no Planst exizis for Flace the coresponding
Protaplanst token in the empty spacs created on
the hoard.

& Protoplansiz move in the same way Plansts
do. Matter tokens that collide with Protoplansis
are placed on player boards hesids the

matching letter

PROTO EVOLUTION
Oinby Proto Evclution cards can be played to Proto-
plamsts. Low. High, and Final Svcfution cards cannot
be played o Protoplansts,

& Play the Proto Bvolution card beside the
boand to the metching Planet with one of your
playsr markers on it

& Move the Mather tokens from yowr playsr
boand to the Evalution track

8 Score the listed points for the Proto Evaluton
card and perform the Grawty action i the oard fsts
that effect [zee page B of the Planetarium ruiss).

& Sat the HabitabdityHostility of the new Planet

@ Replace the Protoplanst wken with the
coresonding Planet token of a Racky ar
Gaseous type hased on the symbal appearing
under the card’s scone.

G Flzce a token on the Board o mark if the
new Planst is Rocky or Gassous.




STORING TOKENS

Batier tokens gathered by colbding them with
protoplansts are stored on a player's mat and may
be spent o play a Prote Ewolution cand or any legal
Ewolution card, once the Protoplanst becomes a
Flanet. For instance i two players have been adding
Mafier to protoplanet B, and ane player plays a Probo
Ewvolution card to create Flanet B, then the other player
will b= able to uss the Mater they have acoued to
-play cther Baclution cands to the new Planst

*$ UPGRADING CARDS

Cnce Al four planets e cested. playens can upgrade
thesr Proto Bvclution cands to Low Bvolition cards. To
cio this, instead of playing a casd, a pleyer discards

a Profo Evclution card and draws a Low Bvolution card,

LATE HEAVY BOMBARDMENT

‘i The first time a Mater ioken = placed on the
k- space on the Evolution, Track, the “Late Heavy
Bombardment” is tngosred.

8 Take all Matter on the Evolution Track shuffie it, and
place it randomily on every empty dofted space an the
board Place a Comet token on aach empty lethersd
space, if them ae any
I theee are not enocwgh Matter tokens on the Bl
tian track to mefill the board, use tokens randomly se-
lected from the extras supplied with this expansson.
The nest time the Evolution Track reaches the ke
space, the mgulsr Acceleration event occura See
page 10 of the Planstarium ulebook:

COMETS

Mater when playing an Evo



THE FROST LINE
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Some cards in Planstarem: Pimordia! have a Frost
Line icon in the requiremant colurmn. Thens ze b
types of Fost Line icons:

AR

& Thoze that requirs the card be played an a
Manet inside the Frost Line (whan on 2n orbit
petween the Frost Line and the stansun),

e

@ Those that reguirs the card be played on a2
Manet outside the Frost Line fwhen on an orb
[nebareen the Frost Line and the edge of the board].

When a card with a Frost Line requirement is
oleryed to a Planet, place the cand besids the
Planst’s side of the board scome the points. and
adjust the habdable/hostile status of the Flanst
i relevant Then, @ place on the cand a numbss
of Heat ar Cold tokens as indicated in the
aymbol under the scom

THAWING AND COOLING
Withen a card with Heat ar Cold toleens on it is added
o & Planet check to see if there are any cpposite
tokens on cards akeady cn that Planst Forinstance,
it playing a card with Ciobd tokens, check for any Heat
wolkens on cards aleady on that Flanet ¥ there anme
amy opposng tokens, remove ane from each card
that has ane or mare opposing tokens.

n &, a player has played the Ammaonia lce cand to
Planet O Thiz removes a single Heat token from
any cand that has a Heat token

°B|:ril'|ng oceans

Amimonia ice

HIGH SV LTI

HIGH EVOLUTICH
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NG HEAT AND COLD
Some Anal Evolution cards require that the Planet
yau play the card 1o has a majority of Heat or Caold

toksns, a5 shown by thess symbols:
Heat Majonty

Cotd Majority
Requiremant Raguiramant

At the end of the gamee, after a9 playsmn have
completed their final turm and scoring, each Heat

or Ciodd token on cards players control awards themn
2 additonal points.
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When playing with the Frost Line module, you may
opticnally play with a Red Dwart A-Typs, or Variable
star To do =0, maks the following changss:

Red Dwarf Star

Place the Red Dwarf tocken in the
middle of the board, and the Frost
_ine hetwesn crbais || and L

A-Type Star

ANace the &Typs token in the middle
of the board. and the Frost Line
netween orbits [V and W

©

Variable Star
Flace the Frost Lime betaesn orbits & and IV

While playing with the Varahds star, the brightneszs
of the star and the position of the Frost Line will
change over the courss of the game. Them ane
three levels of brighiness:

Low: Flacs the small Variable Star
token an the boand, and the Frost
_ine between oz |l and L

Medium: Have no star woken
on the board, and the Frost Line
betwesn crbds Il and IV

High: Place the large Vanable Star
token on the board, and the Frost
Lime betwesn orbits IV and .

Oin a players tum, they may reduce their scors by
2 points to decrease of n:mﬂta brightness of
the star by one degres
medium). ¥ reduc
their score below .
brightnezs of the star of
change the brightness

degree on a single fum

NOTES AND EXTRAS

EXTRA PLAYER MARKERS

— i i _

Primordiz’ includes 24 swina player maiers, B markers
per player Simply 2dd these to each player's supply
of markers at the start of the game.

ATTER TOKENS

When playing with the Epoch module, use 2
randiam selection of thess tokens to fill in the leter
spaces on the board. & &= not moommended that
wvou mix this exira Matier in with the pool of tokens
from the Planetarium base game. a5 it may resultin
& solar system that has an fmbalanced distribution
of Matter, making some cards harder to play. But if
vourd like to get adventurows, then by all means fry
mixing them inta the general pocd of Matter tokens!
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L 1= EHOTUIR
To play with the exira dual Matter tolens,
simphy mie them into the pool of Mather
tokens from the base game and placs
them randomy on the board during

EST-Up.

OSTILE/HABITABLE
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These optonal tokens can be usad
with the Epoch module. Instead
@ of placing Matker on the four lefer
T spaces on the boand, placs a random
selection of these tokens number side
down) on the ketter spaces. When one
@. of these tokens crashes into & Planst,
g i#p the token face up, and place it on
the Planet'= im=age on the camer of the
boand The revealed number on the toksn adds to
the Planet'z hostile or habitahle total for the rest of
the gams.
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