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Age of Primes is an episodic card game about different factions vying for influence on a distant planet 
called Skellium.  As a player, you take on the role of a Prime – a hero or leader – to fight for your House 
and gain prestige.

You can play Age of Primes in a head-to-head duel, or with a whole group of players. You can even play 
casually with your friends or competitively in tournaments.

This rule book will help you get started playing Age of Primes. The rules are very easy; the best way to 
learn is by playing the game. Like any other card game, Age of Primes is easy to learn, but difficult to 
master!

Playing the Game

• Setup
Look through your deck and find the Prime card that you’d 
like to use as your Persona, and set it face-down on the 
table. Shuffle the rest of your deck and allow your opponent 
to cut it. Then draw your opening hand of five cards. After you 
decide who is going first, each player reveals their Persona.

• Turn Structure
Players take turns as the active player, moving clockwise 
around the table. Each turn consists of several phases:

In the 17 years since Landing Day, Jackson and his 
Blackguard have forged Claypigeon into a brutal 

empire of crime, violence, power and prestige.

You may recruit a Follower card 
from your hand.10+

Select your Champion. That 
Character gains Glory this turn. (Each 
time that Character deals damage this turn, 
you gain that much       .)

For the rest of the turn, each 
time you recruit a Character, that 
Character gains Blitz. (When you recruit 
a Character this turn, refresh it.)

◈ROMAN JACKSON
WREN KINGPIN | BLACKGUARD LEADER PRIME

Illus. Joe Latham
Age of Primes, Season 1
Episode 1: Firstborn
© 2017 Primary Publishing LLC.

Glory of Wren Rare
Card #3 of 35
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• Start Phase
At the start of each turn, the player does the following 
steps in order:

• First, any abilities that say, “When you start your 
turn,” will trigger. 

• Next, the active player refreshes all Followers and 
Primes in their party.

• Finally, the active player draws a card from the top 
of their deck. (If you go first, don’t draw a card during 
your first turn.)

• Middle Phase
During the middle of the turn, the active player can do 
any of the following things in any order:

• Play a card (if that player hasn’t played a card yet this turn).
• Activate an ability of a Follower or Prime (if that Follower 

or Prime is refreshed).
• Initiate a duel (if the players’ Champion is refreshed and the 

player hasn’t dueled yet this turn).
When you start your turn, if you have more       than 
each other player, you may return Steady Progress from 
your trash to your hand.

10+

You draw two cards and gain 2          .

Every morning, Lain Cochrane receives a daily earnings report for all 
departments and subsidiaries of Clarity, Inc. After years of unfettered

growth, he no longer bothers to read it.

STEADY PROGRESS
DISCOVERY
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Untouchable Rogue gains 2     .10+

Enemy players can’t select Untouchable Rogue.

In Wren’s criminal underworld, cheating death is a most valuable skill.

3UNTOUCHABLE ROGUE
ROGUE
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• End Phase
Once a player decides that they are finished with their turn, perform the following steps in order:

• Any abilities that say, “When you end your turn,” will trigger.
• The active player discards down to their maximum hand size, if necessary. (By default, a player’s 

maximum hand size is seven cards.)
• All damage is removed from Followers in play.

Then the turn ends and the next turn begins.

• Winning the Game
The game ends when any player reaches 25 Prestige. If one player has more Prestige 
than anyone else, that player wins the game. If there is a tie for the highest Prestige, 
the game continues until the tie is broken.

4

25

Splice: Draw a card. (When you select this, you may splice her.)

“Wanted: Experienced technician for assistance in xeno-botany lab.

Negotiable salary, excellent benefits. Insurance not provided.”

LABORATORY ASSISTANT
YOUNG SCIENTIST

2
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Reveal any number of cards in your hand. You gain that

much      .

Years ago, Clarity, Inc. acquired Solerium Enterprises, a solar

energy consortium. Today they are the largest provider of

solar power in all of Macedon.

SOLAR FLARE
TECHNOLOGY
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When you perform an Action, Gatekeeper gains 1        this turn and she may duel this turn as though she didn’thave Guardian.

Guardian (This Follower can’t initiate duels.)

“Consul Mason himself ordered me to guard this door. You may not pass!”

4
GATEKEEPER
GUARD
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Stop that Action and all other face-up Actions. Then end the turn. 

(Trash those cards. They have no effect.)

Hidden: When an enemy player performs an Action, you may 

reveal Final Word in your hideout and perform it. (Cards with 

Hidden are played face-down in your hideout.)

“No.” — Julia Spence, Highcourt Chief Justice

FINAL WORD
POLITICS

Illus. Joe Latham
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Splice: You may recruit a 1       Plant Follower token. (When 
you select this, you may splice him.)

After you recruit a Plant, you may gain 1          .

“Progress continues at an astounding rate. By year’s end, test subjects

will outnumber our staff within the Tower.” — Gerry Remer, lab notes

2

SUNREACH BOTANISTSCIENTIST
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Select a Character that’s not a Persona and defeat it. If that 

Character is defeated, its controller gains 3          .

In life, he sat on committees, embezzled money, and mostly wasted time. 

In death, he was responsible for six new tariffs and a more restrictive gun law.

PARADE FOR THE FALLENPOLITICS

Illus. Joe LathamAge of Primes, Season 1© 2017 Primary Publishing LLC.
Episode 1: Firstborn
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After Hired Killer damages an enemy Follower, defeat both 

of them.

For high-profile targets, Jackson favors “torpedoes”: 

disposable assassins with no names, no future, and nothing 

connecting them back to his organization.

2
HIRED KILLER
ROGUE
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When an enemy Champion initiates a duel, you may return 
Bitter Reprisal from your trash to your hand.

Select an enemy Prime. Deal 5 damage to that Character.

“Your smart mouth is gonna look pretty stupid without any teeth.”
— Roman Jackson, to Sly

BITTER REPRISALCOMBAT
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Glory (Each time this deals damage during your turn, you gain 

that much      .)15+

Raid (If this deals lethal damage to an enemy Follower during 

your turn, he deals any remaining damage to the next Character 

in that party.)10+

Blitz (When you recruit this Character, refresh him.)

5+

When Roman Jackson wants to talk, he goes in person.

When he wants blood, he sends the GrinJack.

6◈JACQUES LeVANCHE
THE GRINJACK | BLACKGUARD FIGHTER

Illus. Joe Latham
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Choosing Your Persona
When you start a game of Age of Primes, you select a Prime from your deck to represent you as your 
Persona. Your Persona can’t be defeated, so it will stay in play for the whole game (and you can’t switch 
Personas). 

In this episode, there are three different Houses and each offers three different Primes. 

Your Persona will determine a lot about your strategy and your path to victory. Every Prime is different!

Your House
In Age of Primes, you play as the leader of a House – a mighty organization pursuing glory, influence 
and control over the colony. There are three Houses in Episode 1: the criminal underworld of the House 
of Wren, the bureaucratic leadership of the Macedon Central Council, and the ambitious scientists of 
Clarity, Inc.

5
The house of Wren

Once a member of Jackson’s Blackguard, Sly forged 
his own path through Claypigeon’s underworld. 

The Wren’s Claw Tavern in Grime Alley is the front 
for his many plots and shady dealings.

Select an enemy player and 
name a card. That player reveals 
their hand and discards all cards with 
that name.

15+

Discard a card from your hand,  
then draw a card.

After another card or token is trashed 
from anywhere, you may gain 1          
(if this card is still in your party).

◈SYLVESTER McCORMICK
PRINCE OF GRIME ALLEY | ROGUE LEADER PRIME
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Age of Primes, Season 1
Episode 1: Firstborn
© 2017 Primary Publishing LLC.

Glory of Wren Rare
Card #2 of 35

In the 17 years since Landing Day, Jackson and his 
Blackguard have forged Claypigeon into a brutal 

empire of crime, violence, power and prestige.

You may recruit a Follower card 
from your hand.10+

Select your Champion. That 
Character gains Glory this turn. (Each 
time that Character deals damage this turn, 
you gain that much       .)

For the rest of the turn, each 
time you recruit a Character, that 
Character gains Blitz. (When you recruit 
a Character this turn, refresh it.)

◈ROMAN JACKSON
WREN KINGPIN | BLACKGUARD LEADER PRIME
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Born on Landing Day, Taren’s was the first human 
birth on the new world. Called the Firstborn, she 

awaits a destiny as grand as her title.

Look through your hand and/or 
deck and reveal a Follower card named 
Ginger Hind. You may recruit that 
Character. (Then shuffle your deck.)

10+

Reveal any number of Follower 
cards from your hand. Recruit that 
many 1            Fighter Follower tokens.

After you recruit a Follower, you may 
gain 1           .

◈TAREN BLAINE
THE FIRSTBORN | YOUNG LEADER PRIME

Illus. Joe Latham
Age of Primes, Season 1
Episode 1: Firstborn
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Macedon cenTral 
council

Mason, the Dorchester’s final Captain, oversaw 
Landing Day and the colony’s founding. Afterwards 

he became President Tromburg’s firm right hand, 
keeping the Council’s peace for all its citizens.

Your Followers with Guardian gain 
Kickback. (After you recruit them, you 
may play an additional Action or card 
with Hidden this turn. Each instance of 
Kickback on a card works separately.)

10+

Select your Champion. If it has 
Guardian, it may duel this turn as 
though it didn’t have Guardian.

If an enemy Champion initiated 
a duel since your last turn, you gain     
1          . Otherwise, you gain 4           .

PRIME◈SHAUN MASON
KEEPER OF THE PEACE | LEADER PRIME

Illus. Joe Latham
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Card #3 of 35

Tromburg assumed office after the Landing, full of 
optimism and boundless potential. Two decades of 

scandals and intrigue have left him a withered husk, 
bent and exhausted.

If you have more       than each 
other player, you win the game.20+

Select an enemy player. They 
lose 1          and you gain 1          .

Each player gains 3         .

PRIME◈JOSEPH TROMBURG
PRESIDENT OF THE COUNCIL | LEADER PRIME

Illus. Joe Latham
Age of Primes, Season 1
Episode 1: Firstborn
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Council Authority Rare
Card #1 of 35

The youngest Consul won his seat in a sudden upset, 
emerging overnight as one of the Council’s

most powerful players.

You gain 1          . If you have 
three or more face-down cards in your 
hideout, you gain 5       instead.

10+

You gain 1      . You may put a 
card with Hidden from your hand into 
your hideout face-down.

You gain 1          . Look at the top 
three cards of your deck, then put 
them back in any order.

PRIME◈BEN GENTRY
SPEAKER FOR THE COUNCIL | LEADER PRIME

Illus. Joe Latham
Age of Primes, Season 1
Episode 1: Firstborn
© 2017 Primary Publishing LLC.

Council Authority Rare
Card #2 of 35

clariTy, inc.

Director Cochrane handpicked expert surgeons to 
oversee Clarity’s military enhancement program.

Select any number of friendly 
Followers. This turn, those Characters 
gain 1           and Raid. (If they deal lethal 
damage to an enemy Follower this turn, 
they deal any remaining damage to the next 
Character in that party.)

15+

Select a Follower. That 
Character gains 1        this turn. 

After you select any Character, you 
may gain 1          .

PRIME◈SELINA VARGAS
HEAD SURGEON | SCIENTIST LEADER PRIME

Illus. Joe Latham
Age of Primes, Season 1
Episode 1: Firstborn
© 2017 Primary Publishing LLC.
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Card #2 of 35

Clarity paid a small fortune for the purchase of Ms. Gold’s 
company, Solerium Enterprises. To this day, she jokes that 

she once sold a man the sun — and he bought it.

Select another Character in your 
party and refresh it. (Refreshed Characters 
may exhaust to duel or use abilities. You 
can’t duel more than once each turn.)

10+

Select a player and look at their 
hand. You may choose a card there and 
put it on the bottom of that player’s 
deck. If you do, that player draws a card.

After Alana Gold or one of your other 
Characters becomes refreshed, you may 
gain 1         .

PRIME◈ALANA GOLD
SOLERIUM MOGUL | MERCHANT LEADER PRIME

Illus. Joe Latham
Age of Primes, Season 1
Episode 1: Firstborn
© 2017 Primary Publishing LLC.

Clarity Experiments Rare
Card #3 of 35

Within Clarity’s Sunreach Tower, Lain assembled 
the greatest minds that Macedon had ever seen. 

He gave them one mission: to make the world better.

Draw three cards. Then put 
three cards from your hand back on 
top of your deck in any order.

15+

Each player draws a card.

After you draw a card, you may 
gain 1             .

PRIME◈LAIN COCHRANE
CEO OF CLARITY, INC. | SCIENTIST LEADER PRIME

Illus. Joe Latham
Age of Primes, Season 1
Episode 1: Firstborn
© 2017 Primary Publishing LLC.

Clarity Experiments Rare
Card #1 of 35



Every Prime has several abilities listed on their card. (See Taren Blaine’s Abilities.)

• Passive Abilities
Some of the Prime abilities are passive abilities, which 
means that they are always active. They do not require 
activation in order to function. These abilities are always 
watching the game for a given condition in which it can 
trigger. These ablities can trigger several times a turn. 
(See Taren’s first ability.)

• Activated Abilities
Some Prime abilities can be activated for immediate 
effects. These abilities are indicated by the ‘Exhaust’ 
symbol:  
Activating these abilities requires you to exhaust the 
Prime. (Cards can be turned sideways to show that they 
are exhausted.) You can’t activate these abilities if the 
Prime is already exhausted.  These abilities can only be 
activated during your turn.

• Prestige Thresholds
Some Prime abilities require the game to have progressed to a minimum threshold of Prestige before 
they can be used.  If a passive ability has a Prestige Threshold, it will not trigger until after that threshold 
has been passed.

6

10+
Taren Blaine’s Abilities

Look through your hand and/or deck 
and reveal a Follower card named Ginger 
Hind. You may recruit that Character. (Then 
shuffle your deck.)

10+

Reveal any number of Follower cards 
from your hand. Recruit that many 1            
Fighter Follower tokens.

After you recruit a Follower, you may 
gain 1           .



(Continued on next page)

It is important to note that Prestige Threshold considers all player’s prestige 
score -- even an enemy player’s score -- to determine if the necessary 
amount of Prestige has been accumulated. If any player has earned the 
required amount of prestige, or more, then your ability is enabled.

Prestige
Prestige is a measure of how much power or influence your House has 
accumulated throughout the game. Prestige can be gained from many different 
sources, but the most consistent method is going to be using your Prime’s 
abilities. The first player to reach 25 Prestige wins the game.

About Your Party
Your party is a group of Characters (Primes and Followers) that you have recruited to join your House. 
These Characters are then placed in play on the field. (See the illustration below to better understand your 
party’s layout.)

• Primes
Your party begins with your Persona. 
As you recruit additional Primes, they 
will join your Persona in the rear of your 
party. You can have any number of Primes 
in your party, but you will always have a 
Persona. (Personas can’t be defeated or 
changed.)

7
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Ability 1

Ability 2

Ultimate Ability

Follower
(Champion) Follower Follower Follower Follower

Original Prime
(Persona)

Additional 
Prime

Additional 
Prime



• Followers
As you play the game, you will recruit Followers to join your party. You can have a maximum of five 
Followers and they will reside at the front of your party. Follower will have abilities similar to Primes (as 
described before).

• Unique Characters
Some Primes and Followers represent Unique Characters from 
the Age of Primes story. You can’t have more than one Unique 
Character with the same name in your party at once. If you 
recruit a new Unique Character with the same name as one that’s 
already in your party, the new Unique Character will replace (see 
Replace on next page) the old one. Put the old Unique Character 
into your Trash. Unique Characters have the diamond symbol 
before their name (see example to right).

• Recruiting
All Followers and Primes (except your Persona) enter the field 
exhausted. (This prevents them from using abilities that require 
them to exhaust, such as activating Prime abilities or initiating 
duels.)
The order of Followers in your party is very important.  When 
you recruit a Follower, you can add them to either the front 
or back of the party.  Once you recruit a Follower, you can’t 
move it to a different place in your party, so make sure you choose where to recruit your Followers wisely!

8

Follower
(Champion) Follower Follower Follower

<--- Front          or         Back --->
of the party?

Follower



• Replacing
Once you have five Followers in your party, in order to recruit another, you first need to chose a Follower in 
your party to replace. When you recruit your new Follower, put it into your party in the same place as the 
Follower it’s replacing. Simultaneously, put the old Follower into your Trash.

Dueling
The Follower at the front of your party is called your Champion. Your Champion’s job is to fight enemy 
Champions and protect the rest of your party.

On your turn, your Champion can initiate a duel with an enemy 
Champion. Each Champion in the duel will deal damage equal to 
its Might to the other Champion. If either Follower takes damage 
equal to or greater than its own Might, that Follower is defeated 
(put into the Trash). A Follower’s Might score can be found in the 
upper right corner of its card. (see example to right)

If there are no Followers in an enemy’s party, your Champion can duel the enemy Persona. Your Champion 
will deal damage to that Prime equal to its Might.

• Damaging a Prime 
Any time that a Prime is dealt damage, that player instead loses that much prestige. (Your prestige can’t 
be reduced below 0.)

(Continued on next page)
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As long as an enemy player has initiated a duel or played a 
card this turn, that player can’t initiate duels or play cards.

Those who cannot afford an Advocate must throw themselves upon the 
mercy of the court. But mercy was never the Chief Justice’s strong suit.

2◈JULIA SPENCE
HIGHCOURT CHIEF JUSTICE | BUREAUCRAT LEADER
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Actions
In addition to Primes and Followers, you also can play Action cards, which represent one-time events and 
secret agendas to interfere with your opponents and advance your cause.

• Performing
Action cards are performed when they are played. To perform 
an Action means to do all of the effects written on that card. 
After you perform an Action card, put it in the trash.

Hidden
Some cards in Age of Primes have the Hidden mechanic (See 
Overrule to right). Cards with Hidden are played face-down in a 
special zone called your hideout.

Hidden cards will stay face-down in your hideout until some condition is met. Once you’ve met the 
condition, you can turn the card face-up to perform its effects. Turning a Hidden card face-up is always 
optional, and you’ll often want to wait for the right moment to reveal it.

Building Your First Deck
In Age of Primes, it’s up to you to prepare your deck before you sit down to play.  If this is your first time 
playing, we recommend using one of the pre-constructed theme decks included in your standard game 
carton, but you can also build your own deck out of the cards you own.

There are a few important rules for building your deck:

10

Stop that Action. That player loses 2         .  (Trash that Action. It 
has no effect.)

Hidden: When an enemy player performs an Action, you may 
reveal Overrule in your hideout and perform it. (Cards with 
Hidden are played face-down in your hideout.)

In theory, the Council is a living testament to democracy and free debate. 
In practice, it is an exercise in obedience to executive seniority.

OVERRULE
POLITICS
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Stop that Action. That player loses 2         .  (Trash that Action. It 
has no effect.)

Hidden: When an enemy player performs an Action, you may 
reveal Overrule in your hideout and perform it. (Cards with 
Hidden are played face-down in your hideout.)

In theory, the Council is a living testament to democracy and free debate. 
In practice, it is an exercise in obedience to executive seniority.

OVERRULE
POLITICS
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Recruit any number of 1       Plant Follower tokens. (You may 

only have five Followers in your party.)

Remer’s experiments always bear fruit.

BLOOM
TECHNOLOGY

Illus. Joe Latham
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© 2017 Primary Publishing LLC.
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Card #8 of 35Clarity Experiments Rare
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Recruit any number of 1       Plant Follower tokens. (You may only have five Followers in your party.)

Remer’s experiments always bear fruit.

BLOOM
TECHNOLOGY
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Recruit any number of 1       Plant Follower tokens. (You may 

only have five Followers in your party.)

Remer’s experiments always bear fruit.

BLOOM
TECHNOLOGY

Illus. Joe LathamAge of Primes, Season 1© 2017 Primary Publishing LLC. Episode 1: Firstborn
Card #8 of 35

Clarity Experiments Rare

AC
TIO

N

• House
When you chose your Persona at the beginning of the game, 
you also chose your House. You may not include any cards 
from other Houses. However, many cards are Neutral and 
can be used in any deck. Neutral cards have a gray banner 
and do not have a House icon (see Neutral example to right).

• Size
Your deck must be at least 40 cards (including your Persona).  
There is no maximum deck size.

• Card Quantities
You may include a maximum of 3 copies of any particular card. 
(Name of card counts, in the future, different cards will have the same 
name!)

• Primes
Your deck must contain at least one Prime, but you can play more 
if you’d like.
If you have more than one Prime in your deck, you’ll get to choose 
which one to play as your Persona at the start of the game.

11

Select another Follower. That Character gains 1
this turn.

“Stolen Eco-Grafts? Yes, I can get them.
Very expensive... and dangerous. Cash in advance.”

1BLACK MARKETEER
MERCHANT ROGUE

Illus. Joe Latham
Age of Primes, Season 1
© 2017 Primary Publishing LLC.

Episode 1: Firstborn

Card #29 of 35
Clarity Experiments Common

FO
LLO

WE
R



Building Your Collection
Decks and booster packs in Age of Primes aren’t randomized--when you open a pack, you know exactly 
what you’re getting. Each episode contains a number of theme decks, rare boosters and premium packs. 

• Theme Decks
Theme Decks are pre-constructed decks that contain one copy of each rare and three copies of each 
common. The decks are designed to provide all of the cards required for casual game play. You can see 
if a card is rare or common by looking at the text in the lower right corner . Rare cards will also have an 
outline around the text box the same color as its house!

• Rare Boosters
A Rare Booster is a pack that will contain two copies of each 
rare from a given deck. This allows competitive players to 
acquire a complete set of their best cards. A Rare Booster is 
available for each Theme Deck.

• Premium Packs
For the competitive collector who can’t get enough Age of 
Primes, our Premium Packs includes powerful cards that can’t 
be found anywhere else. Premium Packs also include special 
collector’s items, such as alternate arts or even foil versions of 
your favorite cards.

12

Starting with you, each player may select a Character in play. 

Then you choose one:
- Defeat the selected Characters.

- Defeat all other Characters.

(Primes that are Personas can’t be defeated.)

“Enough talk. Burn it down.” — Roman Jackson, to the GrinJack

FIREBOMBSABOTAGE
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You gain 1       for each Action you’ve performed this turn 

(including this one).

After a long day of obstructing progress, curtailing freedoms

and handing down sentences, the Council loves a good party.

HIGHCOURT GALAPOLITICS

Illus. Joe LathamAge of Primes, Season 1© 2017 Primary Publishing LLC.
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After you recruit Sunreach Purgator, you must select a 
Character in each player’s party that isn’t a Persona. Defeat 
those Characters.

When an experiment overruns its bounds, Purgators are sent to contain 
the breach and secure the test chamber.

6SUNREACH PURGATOR
SOLDIER
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Untouchable Rogue gains 2     .

10+

Enemy players can’t select Untouchable Rogue.

In Wren’s criminal underworld, cheating death is a most valuable skill.
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UNTOUCHABLE ROGUE
ROGUE
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If that player has drawn two or more cards this turn, you 

draw two cards.

Hidden: After an enemy player draws a card, you may reveal 

Corporate Espionage in your hideout and perform it. (Cards 

with Hidden are played face-down in your hideout.)

“No secret is priceless — but some are very expensive.”

 — Alana Gold, Solerium Mogul

CORPORATE ESPIONAGE
DISCOVERY
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You draw a card.10+

Kickback, Kickback (After you perform this Action during your turn, you may play up to two additional Actions and/or cards with Hidden this turn.)

“... And let me remind you all of the importance - nay, the necessity of our- oh, is it time for a recess already?” — Ben Gentry

FILIBUSTER
POLITICS

Illus. Joe Latham
Age of Primes, Season 1
© 2017 Primary Publishing LLC.

Episode 1: Firstborn

Card #12 of 35
Council Authority Rare

AC
TIO

N

Raid (If this deals lethal damage to an enemy Follower during 

your turn, it deals any remaining damage to the next Character 

in that party.)15+

Select an enemy Champion. Deal 5 damage to

that Character.

“The darker the night, the brighter the glow.” — Pennebreaker

MIDNIGHT RAID
COMBAT
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Guardian (This Follower can’t initiate duels.)

The highest honor a guardsman can earn is to stand behind  someone 
important and look pretty.
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HONOR GUARDGUARD
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If you have three or more face-down cards in your hideout, 

you may draw three cards.

Select an enemy player. They lose 5         .

Tromburg’s administration endured the Wren uprising, the Pierce

Rebellion, and the Lark secession and exile. Every setback undermined

his faith and left him more despondent and withdrawn.

WEIGHT OF SCANDALPOLITICS
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You gain        equal to that Follower’s       .

10+

Recruit a face-up Follower card from your trash.
Under Clarity’s beneficent guidance, a slew of medical breakthroughs have 

extended Macedon’s average life expectancy by over 7 years.

MIRACULOUS CURE
TECHNOLOGY
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Glory (Each time this deals damage during your turn, you gain that 
much       .)

While Claypigeon’s gangsters battled for dominance, Taren quietly

gathered the young, hungry and orphaned under a single directive: survive.
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GLORY SEEKERYOUNG FIGHTER
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Select a Character that’s not a Persona and defeat it. If that 

Character is defeated, its controller draws two cards.

“Lab 401 was subject to accidental venting of radiation control tubes. 

New assistant needed for radiation studies.” — Gerry Remer, lab notes

IRRADIATE
TECHNOLOGY
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Age of Primes is a story-driven episodic card game with a unique sci-fi setting. Players take on different 
Personas, recruit Followers, and compete to accumulate the most Prestige for their House.

After many years in space, a group of humans crash-land on a remote alien world. Splitting into different 
factions, the colonists found a new civilization dominated by powerful heroes, leaders, and figures of 
influence.

Pick your House. Choose your Persona. The Age of Primes has begun!

An Ongoing Story
Age of Primes is a first-of-its-kind episodic card game built around an ever-advancing epic storyline. 
The Houses and characters you choose will evolve and change as new episodes are released, with new 
Primes and factions emerging all the time to shift the landscape of the game.

Instead of being locked into the same handful of choices set after set, each new episode will add new 
Houses, or factions, and characters, opening up entire new avenues for deckbuilding. You’ll also see your 
favorite Primes return in future stories — but they might not be the same as you remember them…

Choose Your Destiny
Each time you sit down to play Age of Primes, you’ll choose a Prime and a faction in which to play. The 
Persona you select will start the game in play and can’t ever be removed — shaping your strategy in 
fundamental ways as the game goes on.

You can play Age of Primes right out of the box with any of our pre-constructed theme decks: Glory of 
Wren, Council Authority, or Clarity Experiments. Then, when you’re ready for an additional challenge, you 
can build your own deck with whichever House and Persona you choose. The decision is yours!
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THE NEXT
CHAPTER BEGINS

An ambitious Council member sets in motion a hidden agenda to consolidate his power. A trio of 
Clarity scientists unleash a wave of horrifying mutations. And tensions between Wren’s rival gangs 
threaten to spill into open war.

New Primes. New decks. New twists. Which House will you choose?

SEASON I: EPISODE II
Coming Soon...
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