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BEFoRE YoU GET STARTED...

That Time You Killed Me is a narrative game that
introduces new scenarios with-unique rules and
components as you play. As with any game about
mucking about across time, you must play through
this content in a strict, unalterable order. Uo not
~open anything unless you are explicitly instructed to!

Whenever you reach @ new Chapter in the story, open the appropriate box
‘Then (and only then) read the rulehook section dedicated to that Chapter.~

Each L‘ﬁaptﬂr has its own rules and compenents. || ynﬁ are not specifically
told to'use components-and rules from & previous Chapter, you should assume
they arén’t used and put them back in the box (for now...)

When youreach the end of the standard rules, you will be ready to
‘begin Chapter 1! |

OkAY, ARE Yol READY For THis? | SHOULD WARN Yol. THIS MAY BRING BACK
SOME TRAUMATIC MEMoRIES. TIME'S TRICkY LIEE THAT - iT'S NoT ALL CAUSE AND
. EFFECT. IT 'S MoRE...CAUSE AND BUTTERFLY EFFECT. JUST BECAUSE SoMEONE i$
DEAD YESTERDAY DOESN'T MEAN THEY'RE DEAD ToMogRow. OR YESTERDAY.
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HowtoWin.. ...,
HowtoTakeaTurn ........covviiiiiiiniinnnn.
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Spoiler Warning! Do not skip ahead to the
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STANDARDSETUP

CSTANDARD SETUP
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Before playing That Time You Killed Me, first complete the following standard setup,
then follow any extra setup for the Chapter you are playing.

1. Arrange the past < era, present > era, and future €3> era boards in a row 3. Choose a first player. (If this is not your first game of the day, the loser of the
between the players. Make sure all boards are oriented the same way (so the “1”is in previous game goes first.)
the same corner on all boards).

2. Each player chooses either white or black and takes the 7 player pieces and focus * Thefirst player places their focus token on their side of the past < board.

token in their color. * The second player places their focus token on their side of the future €3> board. <
* The white player places a player piece on the “1" space on each of the 3 boards. IF THIS i$ Yollr FiRST TIME PLAYING, AND Yolr oPPoNENT DoESN'T FEEL THE NEED To

_ o EEAD THE REST oF THE RULES BEFoRE CoNTINUWING. THIS CAN BE A RED FLAG THAT ITS A
e The black player places a player piece o the *16” space on each of the 3b0ATS.  copy o THEm FroM THE FUTUEE Who KNoWS How THE SAME ENDED AND CAME BACK i

TIME Te CHANGE HiSToRY

* Each player places their remaining 4 pieces in front of themselves to create
their supply. O THEY'RE JUST REALLY, REALLY GooD AT PIiCkiNG UP RULES oN THE FLY. EITHER WAY
Yol SHollD ProBABLY MURDER THEM BEFoRE THEY MURDER Yol

Note: In this setup, white is the first player

2228

ADJUSTING FOR SKILL GAPS Advanced Remove xi
Competitors who have different levels of experience in abstract strategy games and/or murdering 3 (A
people can consider giving one player a starting disadvantage o even the playing field Expert Remove aifhal
Before starting the game, the more skilled player removes pieces from their supply and returns 1 A (A (3
them to the box. The number of pieces they remove depends on their skill Level Grandmaster Remove < X x4

a
I

IF Yoll BECoME MogE THAN A GRANDMASTER AT MURDERING PEOPLE, INSTEAD oF REMoviNG MoRE PIECES, Yoll SHollD ProBABLY TURN YolRSELF IN To THE PoliCE




HOWTO PLAY

You are rival time travel&rs trying to erase eah otherfrom htstnry
To prove you are the one true inventor of time travel, you must use your invention

to find your enemy in time and murder them - before they get you!

Unfortunately, since your enemy has strewn many copies.of themself across the
timeline, you may have to do the terrible deed many, many times before it stu:ks.
- Just make sure you don't get erased first! |
// ¥ . Ill‘_. |'|I

=

The three era boards together make up the timeline. Each board represents the same When you take an action in an era that is earlier on the timeline, it may have an impact on
physical area at a different point in time. That means that two spaces on different era boards eras that are later on the timeline. For example, if you were to place an object of some kind
that have the same number are actually the same space at earlier and later times. in the , you would expect it to appear in the same place in the

(assuming something unfortunate doesn't happen to it sometime in between)

the same physical location

Your VArioUs SELVES

Iraveling through time results in there being multiple versions of yourself at
different points on the timeline. Even before you start the game, there’s one version
of you in the past <&, another in the .and a third in the

These are all you at different times in your life.

tach “copy” of you acts independently, and can even travel to ditferent eras in
lime, potentially creating new copies in the process. Your opponent will of course
be doing the same thing, so to truly destroy them, you'll have to chase down and
murder as many copies of them as you can (before they murder yours).




HOWTOPLAY

TEMPoRrAL Focus How To TAKE A TURN

Coordinating your copies across time is no trivial task. Though having many copies lets you Ihe game is made up of turns. Beginning with whoever was named first player, you and your
altect difterent parts of the timeline, you can only activate one copy each game turn. opponent alternate turns until one of you wins.
This is where your temporal focus comes into play. Your focus token marks the era that On your turn, you must take the following steps in order:

you're paying attention to on any given turn, and you'll have to take actions with a copy in
that era. (Likewise, your opponent’s focus token marks where they will act on their turn.)
At the end of your turn, you'll shift your focus to a different era, so you can execute the

next step of your timeline-spanning strategy. : ; J Chﬂ 0Se CDpy

Choose an active copy of yourself in the era where your focus token is.

Take Actions

Take any 2 actions with your active copy.

How To WIN

Your goal each game Is to eliminate your opponent from at least two eras on the timeline.
(They don't have to be specific eras; any two will do.) If your opponent has copies in only
one era (or no eras) at the end of your turn, you immediately win'

2: Shift Focus

Maove your focus token to a different era of your choice

Once you've completed step 3, your opponent's turn begins.

ifer white murders DLack's tast copy in the pasl {

HMM... WAIT... UM...

During your turn, you may feel free to “redo” your actions (and even choose a different active copy in the era with your focus) until you are satisfied.

However, once you've moved your focus to a new era and stopped touching it, your turn is officially over and you may not change anything else!




HOWTOPLAY

ACTING THROUGH TIME

The first step of each turnis to
choose a single copy of yourself to
take actions. The copy you choose
must be in the era where your focus
token currently is.

Even if your active copy time travels to a different era, it is still your active copy! You must
continue taking any remaining actions with your active copy in the new era (even though
your focus isn't there). See "Time Travel" on pg. 10

0 NO COPIES IN FOCUS ERA
LoN T WoRRY: DUE To THE
INHERENT DANGERS iNVoLVED

iN TIME TRAVEL, iT S NoT
RECOMMENDED For MARRIED Folk,

I you start your turn with your focus token in an era where you have no copies, you lose
your actions for that turn. Immediately shift your focus to a new era, then end your turn.

S0 ALL Yolr CoPiES ARE SINGLE

Since black has no copies in
fhe Future '-.-':} 18 fﬂ'ﬂ? [dKE

You must take all actions on your turn with your active copy (including any bonus actions
you might get - but don'’t worry about that just yet). You may never “split” your actions up
between different copies in your focus era (or any other era).

WP Ty | B |
SCIUIORS IS [Urn

sTEP-2: Take Actions

Unce you've selected an active copy, take any 2 actions with it. You may take the same
action muttiple imes. You must take both actions if you are legally able to.

T
.......

Standard actions (detailed on pg. 8) are always available. Other actions will become
available as you reach new Chapters.

NO LEGAL ACTIONS

You must choose a copy of yourself that is able to take 2 actions if you have a choice. In the rare event that none of your copies in the era with your focus can take any actions,
immediately shift your focus to a new era and end your turn.

sTEP 2: Shift Focus

Once you have completed your actions, move your focus token to a different era of your
choice. This is where you will choose an active copy on your next turn.

You may choose any other era to move your focus to. (You may even move your focus to
the era where your opponent’s focus currently is.) However, you may not keep your focus
In the same era for multiple turns in a row.

Tip: Shifting your focus gives your opponent information about your plans,

so think carefully about this choice!




STANDARDACTIONS

You can use your actions to move around your current era and push your opponent.
When you push your opponent into a wall or another copy of themself, they die.

Move Action Pushing your Opponent

Use move actions to travel around your current era. Moving into a space your opponent occupies will push them into the next space.

EFFECT: P“‘.;H

AcTioN: MoVE

When a player moves (or is pushed) into
an opponent’s space, thal opponent is
pushed 1 space in the same direction.

ArkT

If you push an opponent into a wall, you squish them - a messy but effective way to

Move 1 space in any orthogonal
direction within your current era.

MoviNG i$ VERY DIFFERENT IN THE FUTWRE. WE HAVE JETPACES, oF

CollgSE. RoCEET BooTS, TELEPoRTERS, ELEPHANTS (I'LL 6ET Te THoSE murder someone!

LATER], LASER-SEATES — THoSE ARE A BIT TRICKY To WSE, BUT Yol

OUICELY wokE oliT WHETHER ok NoT Yoll HAVE AN APTITUDE Fok IT -

IT°6 LikE RiDiNG A DiNoSAUR, IN THAT RESPECT EFFECT: SQ“[SH

OH YEAH. WE USED YoUR TIME MACHINE To BRING BACK DINoSAURS When a player is pushed into a wall (or
DoN T workY, WE RE BEING REALLY SMART ABoUT IT. WE PUT THEM ALL an object fha!can'tbepushed,},theydiu_

oN AN 1SLAND Fok SAFEEEEFING

White moves from / o 8. Black’s copy in
8 15 pushed into the wall and squished!

You can use multiple move
actions to travel multiple

spaces in a single turn.
WHAT HAPPENS TO COPIES THAT DIE?

Whenever a copy of your opponent dies, remove that copy from the timeline and
place it on your side of the board. (If you like, you can think of this like claiming a
chess piece. It's not like that, but it might make you feel better about it.)

Note that when a copy of your opponent dies, their copies in later eras aren't

Fach era board is surrounded affected. You'll have to murder them all the old-fashioned way.

on all sides by walls. You may

not move through walls. (/f you
would like to travel to a different
era, see “Time Travel" on pg. 10)

Make sure you do not return dead copies of your opponent to their supply. Any
copies that die are permanently out of the game, and can't be placed back on the
timeline by any means. (See “Your Supply of Self"on pg. 12.)

¥hen you are in a corner, there are LIy

z legal directions you can move




STANDARDACTIONS

Causing a Paradox

If you push an opponent into another opponent, this causes a paradox. This is an even more effective way to murder them, as it removes both copies of your opponent!

If you push a copy of your opponent into another copy of yourself, this does not cause
FEFECT: P-" gADox a paradox. Instead, your opponent pushes your other copy, as if they had moved into that
..................... @ space normally, in a sort of "chain” of pushing. If you're not careful with this, you.can

When a player moves or is pushed into Q—’g accidentally squish yourself!
“ [ & .4

one of their own copies, they both die. (W

Black moves from / to 11, pushing white from 11 1o 15
lhis causes while fo push the copy of black in 15 into a wall, squishing them!

Black moves from 3 to 7, pushing white from 7 to 11. Since there
js anather copy of white at 11, this causes a paradox! However, you can never directly push another copy of yourself, because moving
into a space with another copy of yourself immediately causes a paradox.
(This is not recommended!)

VARADOXES CAN BE A HorRIBLE THING To WITNESS - Yoll REMEMBER THAT
SCENE iN RBolky XVII WHEN HE HAS To SEw ALL HiS LiMas BACE oN, BUT
GETS Two oF THEM wioNE&7 ITS EVEN MogE GROTESQUE THAN THAT

Black moves from 7 ta 11, where there is another black cop

L4 m T EREOE = . |
[ f1l 1) f:'.'li.-:'r.‘.'; insianiiy oe!

Yoll CAN T RUN PAST YollrsSELF AND HoPE For THE BEST. PARADoXES WAIT Fok No oNE
NOT EVEN Yoll, THE INVENToR oF TIME TRAVEL. OR Yoll, THE PERSON WHo MURDERED
THEM. VARADoxXES SiMPLY DoN'T DiSCRIMINATE

Yol MURDERER




STANDARDACTIONS

You can use time travel actions to move to different eras and make new copies of yourself.
Time traveling forward and time traveling backward follow slightly different rules, so they are
treated as separate actions.

Traveling Forward

Time traveling forward is pretty straightforward (sorry).

If you want to travel forward, but the same space in the next era is occupied by another

AcTioN: [iME TRAVEL ForwARD copy or an object, you simply can't. It causes some awkward problems with intertwined
"""""""""""""""""""" ) matter that you really don't want to get mixed up in.

Move to the same space in the next era. \ »

You may not travel to a space occupied by a player J

or object. aksach

OBJECTS

As you progress through the story, you will discover different kinds of objects. In
general, objects occupy spaces on the timeline like players do, and you usually
can't time travel into spaces that have objects in them.

THERE ARE EXCEPTioNS, BUT Yol HAVE To BE EXCEPTIioNAL To QUALIFY. AND | HATE To

BREAK IT To yoll, BUT Yol RE JUST NoT. YET

X e
'\-‘\‘. A
. ' 7
-\-‘l\--
— e T x\ L




Traveling Backward

STANDARDACTIONS

Time traveling backward is a bit trickier, since the you that travels backward to become “past you" will grow older and eventually turn into a new “present you." (For example, if you went back
in time one week, then waited a week, you'd be right back where you started!] This temporally logical phenomenon is how copies are made.

AcTioN: TIiME TRAVEL BACKWARD

Move to the same space in Lhe previous era, then placea
new copy of yourself in the space that you left.

You may not travel to a space occupied by a player
or object.

It you have no copies left in your supply, you may not take
this action

.'-.":-". IEE 2 New Eﬂp}r frim N

Just like traveling forward, you can't travel backward to a space that's occupied by
another copy or object. Also, keep in mind that even though you leave behind a new copy,
your active copy is the one that traveled backward. As always, you must take any
remaining actions with your active copy, not the new one you placed.

fter traveling backward, black uses his second action to move from 7 1
naves his focus to the past &, so hell be setup |

b




STANDARD ACTIONS /SOMEFINALTH [ll.llllﬁmﬁ

o

YOUR SUPPLY OF SELF

Whenever you place a new copy of yoursell on the timeline, it comes from your supply
Your supply is the collection of extra copies thal are not on the timeline at the start of the
game. [hese represent the number of new "yous” you can make before you've stretched the
timeline too thin.

Note that when a copy of you dies, it does not return your supply. This means that your
supply can run out during the game.

It at any point there are no copies left in
your supply, you can no longer time travel
backwards, or take any other action thal
would produce a new copy of yourself.
You're out of ime!

IRAVELING MURE THAN 1 ERA

Whenever you travel forward or backward, you travel one era with each action. You can't
o

use a single action to travel from the past <& to the future €3, or from the future &)
to the past { However, you can use two actions to travel two eras, one era at a time

Note: The space you travel to must be empty in both other eras - you can't “skip
over” the present € just because someone is inconveniently standing there.

CoME FiNAL THOUGHTS

Just a couple more caveats before you get murdering.

CONTENT OVERRULES THE RULEBOOK

some unlockable game content may contradict rules given in this rulebook. In that case, "2
the content has priority, and the rulebook is chopped liver.

CONCEDING

tither player can concede the game at any time if they feel they have lost.

CALLING A DRAW

If neither player thinks they have a chance of winning, and all signs point to a stalemate,
players can agree to a draw. In the event of a draw, whoever went second this game
becomes the first player for the next game.

CHECKING FOR VICTORY

An important detail you may have overlooked in that bit about "How to Win” (pg. 6) is that
each player only checks for victory at the end of their own turn.

Ihis means that no matter what you do, you can't lose on your own turn. It's still usually
a bad idea to put yourself in a losing position on your turn - unless doing so wins you the
game. Keep an eye out for these tricky wins, as they're very satisfying!

15 pies in one era, white immedialely w
he bEfﬂrE fila [ CAan ek fng etory on s next turn
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CoMPoONENTS
® hHseeds e S trees /
e §5shrubs e 7 rules cards
- =

“Extra Setup

1_- Place all seéds , shrubs, and treesina gE'I'!_E_J:'_ﬂ'L__..-'r"
i supply that both players canreach. — - |

o
|'

2. Place the Basics rules card and the Growth rules card
near thetimeline, where both players can see them.




This Chapter introduces a variety of new objects that you can interact with:

innocuous seeds (), prickly shrubs @), and impressive but unstable trees @.

----------------

Players may share spaces with seeds 0

When moving, pushing, or time traveling,
treat spaces with seeds as if they are empty.

ORJECT: SHRUB

with shrubs

Players and ugcts can't move into spaces

When a player is pushed into a shrub, they die.

|T'S A REALLY, REALLY ToUEH SHRUB. (IT'S ProBABLY AUSTRALIAN. |

orJEcT: | REE

-----------------

@uan be pushed by players or
other objects.

When a tree is pushed, it topples into the
next space (see “Effect: Topple”on pg. 17).

CHAPTER1-GROWTH

<

White pushes

g @lfr{"’




CHAPTERT-GROWIH

- r-‘---‘-“-

Planting Seeds Removing Seeds

How do you get trees? Well, you start by planting seeds. Just as you create life, you can un-create it.

..................................................

Remove a seedo IN your space or a
space beside you and return it to the supply.

Place a seed om your space or an
empty space beside you.

It there are no seeds in the supply, you
may not take this action.

20|/ 2 [0

o i black planted

EFFECT: GROW EFFEcT: UN-GRoOW

When you place a seed 0 if the same space in the next era is empty, place 3 When you remove a seed O also remove any shrub ein the same space
5hruh0there. in the next era.

When you place a shrub O, If the same space in the next era is empty, place a When you remove a shrub 0, also remove any tres @jﬂ the same space

red @lhere. in the next era, or any fallen tree o with its trunk pointing to that space. Return all

removed pieces to the supply.

e Qlack s past Qg Q)
i in the nri i <O "l'ir'o.'.":_'f. grows int @ h the fiiture r}‘-}

{\1 Seeds ) can only share spaces with players. When placing other new objects
8 iy (like shrubs and trees), spaces with seeds count as occupied.

,- [ ]
X L 4
__ / L ..--""'1:1
Lae * Ay s S T §



Pushing Trees

When you push a tree, it topples into the next space. It then becomes a
fallen tree @), which can no longer be pushed. Toppling trees onto your
opponent is yet another great way to murder them!

rrrrrrrrrrrrrrrrr

When a player or object moves or is
pushed intoa tree §gd, the tree topples
into the next space.

Place the toppled tree on its side, with its
trunk pointing to the space it was pushed

from, to show itis now a fallen tree @

Players and objects can't move into
spaces with fallen trees @

When a player is pushed into a fallen tree,
they die.

(3
=

Black squishes

white into s @

AFTEE DECADES oF SELECTIVE BREEDING. BUT ol ToP SCIENTISTS FiNALLY

CHAPTER1-GROWTH

EFFEI:FT': CE-“SH

...................

When a @tuppleanntnaplayer,
they die.

Whena @tupples onto a seed o
remove the seed.

White crushes black with 3 @

Trees can't be pushed into walls or into other objects that can't be pushed (like shrubs
or fallen trees). When a player is pushed into a tree that can't be pushed, they die.

L]

I
¥ " 1 ] ’ L

>

- - L "

Black pushes white into a sef ol @ are against a wall

g they can 'l fall anywhere. while 15 squished

If a tree topples into a space with an object that can be pushed (like another tree), that
object is also pushed. This is similar to how you can push players in “chains” (see pg. 9).

MANAGED To CREATE

{5

A TREE THAT wWolllDN T roll AwAy

AFTEER IT WAS ENOLEED

oVER. LUMBER]ACES EVERYWHERE

CELEBRATED WITH A HEARTY

OH YEAH | GUESS

THAT

B

L '

COULD

ORT

Bt USEFUL, SoMt of

THOUGH

-
ilE

FIMEY DokSN T REALLY SEEM WORTH THI




CHAPTER 2.

g INFLUENCE

rCoMPOMEMTS

| = | ®3orangestatues * 3 black statues

e 3 white statues  * 1 rules card
H..._ - ¥ - = J

SUERE s s
1. Place an orange statue on the "T" spa ce on each
of the 3 era boards.

2. The white player places the 3 white statues in :
their supply, and the black ptayer places the 3 - \
black statues in their supply. T

J. Flér.e The Basics rules card and Influence % '

- 'rules card near the timeline, where huﬂ] plﬂm/;_/ |
- canseethem, |
Note: You can return the Growth rules card and

components to the Chapter 1 box. This is an entirely
new time travel challenge!

~\

S




This Chapter introduces =4 1ucs () that persist through time.
Building or moving a statue not only affects your era, but all later eras.

--------------------

() can be pushed
and pulled by players.

Each player can build a new
statue once per game.

Pushing and Pulling Statues

You can manipulate statues by pushing them (as you would your opponent) or pulling them. Whenever you move a statue in an earlier era, you alter its position in each era further
along the timeline.

FrrEcT: PROPAGATE MavE

-------------------------------

Whena

--------------------------

When a player or object moves or is
pushed into a @, the statue s
pushed 1 space in the same direction.

(%) moves (by being pushed, pulled, or propagated), its copy in the

next era moves the same distance and direction.

When white maves the @ from / to 8 in the past @ it also moves in the
present <. Because it moves in the present, it also moves in the future *:@}

+++++++++++++++++++++++++

When a player moves directly away
froma statue @), they may pull the
statue into the space they lelt.

5)
[ Lol
AR

e

L

Black pulls the (55




Since moving a statue doesn't affect earlier eras, statues can become out of alignment

across the imeline. Even if a statue’s copies are out of alignment, when an earlier copy of
It moves, its copy in the next era will move the same distance and direction.

Statues can't be pushed into walls or objects that can't be pushed.
If a player is pushed into a statue that can't be pushed, they die.

Note that if you move a statue in the past <>, but the copy of the statue in the present <
can't move, the move doesn't propagate to the future .

Black pushes the @} from 7 fo 3 in the past { I th | <O, the @

TiME TRAVELERS REFER To THiS AS THE STATUE oF LiMiTATIioNS

Building Statues

Ihe three statues in your supply are all copies of a single statue. You can build your
statue once per game, In any era.

You can only build your statue in an empty space (with no player or object there), but
unlike shrubs and trees, your new statue always appears in every later era, even if the

space where it appears is occupied.

Place a s! :.--.-n__i_i_i-!@’rrnmyum
supply in an empty space beside you.

You may do this only once per game.

<8




When a propagating statue pushes a player into a wall or anwobject that can't be pushed, they die.

When you place a new copy of your &)/ @, place another copy of that statue
in the same space in the next era

When you place a stalue in a space with a player or object that can be pushed, push
them 1 space in the same direction you placed the stalue

After propagating a newly built statue, remove all of its unplaced copies from the game

Black hlack is squished in!

When a statue you build propagates forward into a space with an object that can't be pushed
(such as another statue thal's against a wall), instead of pushing that object, the new copy of
your statue is pushed in the opposite direction into the first space it can legally occupy
This extra movement also propagates forward to the next era (if there is one)

es white oul of If

ne is pushed from 101

\ -.;- | \
S ] . O [ ‘ Don’t turn'the page until you've played at least 3 games of Chapter 2!
.'II E F



“CHAPTER 3

- MEMORY

( ¥
CoMPONENTS
e Jdarkelephants 3 black hats
* 3 light elephants ~ * 1 rules card
* 3 white hats S
\ _ &

- Extra Setup

1. Place a dark elephant on "4" on each of the 3
boards, and a light elephant on "13" ori each of
the 3 boards.

2. The white player places the 3 white hats in their
supply, and the black player places the 3 black hats
In their supply.

3. Pldce The Basics rules card and Memory rules card
. -near the timeline, where both players can se&th_ent’f

. : Note: You can return the Influence rules card and
' components to the Chapter 2 box. This is an entirely
new time travel challenge!




CHAPTER3 - MEMORY

=T

ELEPHANTS = .+ °

This Chapter introduces elephants € that can be trained to follow your commands. Since g
elephants are long-lived, elephant pieces of the same color are the same elephant at
different points in time. Trained elephants wear a hat of your color, just like in real life.

ELEPHANT FACT: PUsSHIiNG
SoMEONE INTo AN ELEPHANT
Will SoMETIMES CoMBINE THE
TWo iNTo A HUMAN-ELEPHANT
HYBRID, WiTH ALL THE PowERrs
oF BoTH SPECIES... BUT THAT S
VERY RARE, AND PRroBABLY NoT
WORTH WORRYING ABOUT

-----------------------

Slephants () can be trained, and a player can
command their trained elephants.

Players and objects can't move into spaces
with elephants.

When a player is pushed into an elephant, they die.

V' &
Training Elephants

In order to command an elephant, you must first train it to follow your orders. Since elephants have such a good memory, each time you train an elephant, it will
remember your training in later eras.

--------------------------------------

While in a space adjacent to an elephant ) that
Is not wearing one of your hats, use an action to
place a hat from your supply on it.

When you train an elephant (), if the same
elephant in the next era is not wearing one of your .
hals, also train that elephant.

It your opponent had a hat on that elephant,
return it to their supply.

|t your opponent had a hat on that elephant,
return it to their supply.

If you had a hat on the other elephant in your era,
move it to the newly trained elephant instead.

I you had a hat on the other elephant in thal era,
move it to the newly trained elephant instead.

By training the dark @ in the past @ white also .

White frains the dark @ Irains the dark @ in the present <Q> and future -}2}

ELEPHANT FACT: THE AMoUNT oF TIME iT TAKES To FULLY TRAIN AN ELEPHANT
To oBEY. YoUr EVERY CoMMAND Fop THE REST oF TS LIFE i EXACTLY oNE ACTieN

-

il




Unly one player can control each elephant at a time. However, you can train an elephant Since training only propagates forward to later eras, it is possible to control different
that is controlled by your opponent just as easily as you can train an elephant that isn't elephants in different eras.

following anyone. o

Black trains the li -@m the future 9>
bul keeps his hal on the dar j.;@ nthe p nf ¢

If an elephant is currently wearing your hat, you can't use the train action on it (even if
it's not following you in later eras).

Note that training only propagates to the next era when you place a new hat. This means that
if you train an elephant in the past <> that is already wearing your hat in the present ©

L
I

| .n:' you don't place a hat on it in the future €.

Black then also feaces white's hal in the future :b

It takes effort to maintain an elephant’s training regimen, so you can only have a hat on
one elephant in each era at any time.

If an elephant is following you in your era, and you train the other elephant in your era, the
first elephant stops following you (and remains neutral until someone places a new hat on it).
Furthermore, if you train an earlier copy of an elephant, you must also train its copy in the
next era (if you are able fo), even if this forces you to lose control of the other elephant there.

ELEPHANT FACT: Do&s ARE MAN'S BEST FRIEND. BUT ELEPHANTS ARE maAN'S BFF

—— e e——

she (pses her hal on the gark @ there. The dar i’@ hecomes neulral

FLEPHANT FACT: ELEPHANTS ARE FolUND iN MANY DIFFERENT LANDS: ForESTS. SWAMPS

ISLANDS. MoUNTAINS. PLAINGS. AND THE € ARTIFACT LANDS oF MirreDin



- CHAPTER3 ~MEMORY .,

commandi ng Ele pha nts since you can command a trained elephant from anywhere in the same era (why do you

think they have such big ears?), you can choose any active copy in that era to command your
elephant. However, if you can't choose an active copy (because you don't have any copies in

i i e b your focus era), there's no one to give the order, so you can't take the command action.

in your current era. Elephants are pretty big, so try not to get trampled.

CoMMAND
Black’s focus is in the past <> al the
Move an (g in your era .afl.__s FJ .. hg@
that is wearing your hat 1 space in any cuf no conies of himesif to command i
orthogonal direction. R 5 ST PR
Elephants can't move through walls or objects that can't be pushed
ELEPHANT FACT: SCIENTISTS NAVE CONCLUDED THAT MosT (like other elephants). They also can't ever be pushed, even by another elephant.

ELEPHANTS ARE CATHoLICS (FROM oBSERVING THEIR IVIASS)

i CDW sl - T i — " ol L i e e L e
FLEPHANT FACT: THolléH oF TEN THoWGHT Te BE PEACEFUL
CREATURES, ELEPHANTS REALLY LovE TRAMPLING PEOPLE To
UEATH, |HEY CAN T 6cT ENoUEH oF IT

You can only command a trained elephant that is in the same era as ittt i it -
your active copy. However, if your active copy travels to a new era, you can backward and squish her against her own () /
then command an elephant in that era.




CHAPTER 4

CONVERGENCE

FCOMPOMEMTS Y

e 7 Alternate Timeline cards

* 9 achievement envelopes

N

Eéfure starting a gama follow t"hra steps for standard - -
- setup, then randomly select 2 Chapter rulesets to
. combine, using the following methad: -

1. Shuffle tugether the 3 I:hapter rules l:ar:ls
(Growth, Influence; and Hemﬂ.'}#}

2. Draw 2 of them at random. These are the 2 Chapter
~[ulesets you will play with this game.

3. follow the extra setup steps for both Ehaﬁfeﬁs you -
drew. Return all components from the Chapter that
was not drawn to the appropriate box.

IF Yol'RE CoNCERNED THAT SHUFFLING THE CARDS
WoN'T BE RANDOM ENoUGH, SIMPLY MEASURE THE

QUADRATURE FLUCTUATIONS oF A SINGLE-MoDE THERMAL
. STATE USING AN oPTICAL H#HHB'I‘HE DETECToR. OR, FLIP
Two EoiNS. s

|

Note: Pay no attention to the Alternate Timeline
cards or Achievement envelopes! They're none of
your business for now.




CHAPTER4-CONVERGENCE

B When playing the game, follow all rules for the 2 Chapters you have combined. The following
sections detail any interactions you might run into between objects from different Chapters.

We recommend you start playing, and only look up the rules for the combination you're playing
with if you run into a dilemma.

GROWTH + INFLUENCE

Whenever a @) moves into a space with a seed (), remove the seed. You can't build a statue (%) /@ in a space with a seed {0)), since the space isn't empty.

However, if a statue you build propagates forward to a space with a seed in a later era,
the seed is removed.

I there is ever a conflict due to multiple propagating effects happening at the same
time, they are resolved in the following order:

1. Remove objects (e.g. Crush, Trample, Un-grow)
2. Place new objects (e.g. Grow, Propagate Build, Train)

E; o e & 3. Move objects (e.g. Propagate Move)

Black pushes the @ onio a 0 in the present &

-

o
I-"'.-..."-.
Al 0y Of o 5 gl ad an 7 in the preseni
first removes the 0 on /




CHAPTER&-CONVERGENCE

THERE ARE Two TYPES oF FALLEN TREES: oNCE-GREAT TREES WHo TURNED To VICE,
LoSING THEIE FAMILY AND FRIENDS To THEIR SELF-DESTRUCTIVE HARITS, BEFoRE ENDING
UF oN THE STREETS. AloNE AND UNLOVED, DYING IN A GUTTER WHILE THE worlD BARELY

NoTICES... AND TREES THAT HAVE BEEN PUSHED oVER

|HIS 6AME REFERS EXCLUSIVELY To THE LATTER

@ can be pushed into lrees @, causing them to topple.
Conversely, if a tree topples into a statue, the statue is pushed.

CTATUES AND TREES HAVE A LoT IN CoMMon. MoST NoTABRL)

How WSEFUL THEY ARE WHEN Yol RE TRYING To MURDER soMmEoNE
GROWTH + MEMoRryY

s €2 can move into spaces with seeds (), shrubs ), or fallen trees @
Whenever an elephant moves into a space with one of these objects, the object
is trampled and removed.

---p 3 : L - T bl K | ) ™ P .‘“" 1 =N arn ol YOy
[he new (B8 ) would appear at 7 in the future 2 Oul there 15 .-:@"h:-
r;u;l",'-e cani De |I':!.'.':.'." Z.:I {18 NEW | -ﬁ S DG hadd in e EFPESHE

direction to space 11 (see “Effect: Propagate Build™ on pg. 21)




CHAPTER&-CONVERGENCE

When an > moves into a space with a tree &) that has not fallen yet, the tree You can't build a statue (%) /@ in a space with an an €, since the space
topples. However, trees can't be toppled into spaces with elephants, since elephants isn't empty.
can't be pushed.

Yoll CAN TRY, BUT THE ELEFHANT WiILL &IVE Yold A REAL FUNNY Look

e . =N
- )

S

y @ can't be pushed into spaces with (5, since elephants
: can't be pushed.

L
1
L
!
-
L]
agh
-

DUCE FACT: DUCKS HAVE FLAT FEET So THEY CAN STAMP olUT RBURNING FIRES

FLEPHANT FACT: ELEPHANTS HAVE FLAT FEET S0 THEY CAN STAMP oUT BURNING DUCES

INFLUENCE + MEMoRry

When an () moves into a space with a (), the statue is pushed.

When an (> moves directly away from a (), the elephant may pull the inge there is an €53 there in the future €, and the €S can't be pushed

statue with it the (M) that would appear there is pushed in the opposite direction lo the next

spafe-'.' in legally occupy. This is space 2, which black occupies, so .'.f':r"-i_i'i'

e N I-\.l.-l..r-\. it r_|-'| i~ ."l'rlll
1 hrd . = b




ALTERNATE TiMELINES

To finally discover who Is fated to invent time travel, you must play your way through several
alternate timelines, where the laws of time travel work a little differently.

Each alternate timeline card provided with Chapter 4 describes the rules and setup instructions necessary to
play an advanced variant of hat [ime You Killed Me. tach alternate timeline follows all setup and rules of the
standard game, except for the additions and changes listed on the card

While exploring alternate timelines, you'll be able to complete achievements and unlock new temporal powers.

Setting Up an Alternate Timeline

lo play an alternate timelineg, first choose one of the available Alternate Timeline cards
and follow its setup instructions.

Each Alternate Timeline requires you to select 2 Chapter rules cards during setup to determine which Chapter
components and rules you'll use in the game. In general, these should be selected by randomly drawing 2 Chapter
rules cards, as you did in "Convergence” (see pg. 26).

However, when playing an Alternate Timeline, you should also shuffle in the Basics rules card before drawing 2
cards. If you draw the Basics alongside a Chapter rules card, then only the Chapter you drew is used for your game.

Note: Some temporal powers have requirement icons that override the random draw and
force you to use specific Chapters. These are explained on the next page.




ACHIEVEMENTS

While exploring Alternate Timelines, players can complete feats of temporal genius to
unlock secrets from across the spacetime multiverse.

Whenever someone completes an achievement printed on one of the 9 envelopes,
they sign their name on the envelope and open it. (Only the first player to complete an
achievement gets to sign it.)

Once you've opened an envelope, use its contents in the next game you play, with the player
who signed it taking the role of first player (even if they didn't win the previous game).

Temporal Powers

As you open envelopes, you will encounter power cards that dramatically aller
the nature of time travel and the many temporal objects you've discovered.

Players select a power they want to use during setup, and then may use their selected
power throughout the game. The method for selecting powers depends on which
alternate timeline card you're using.

DRAFT POWERS ; POWER SHARE

\ SETuP | SETUP

"k T N, = il g 1 # B [ g CEESENTE R = i) Ji o

& L g i e i i B 0 R e i P g il
el ok e o
ol e e gl PN
4 0 1w el ey s cwiieniveil b  F ek @ ' ==y e L e il
i oy a1 e sy Disgier i e oy L ol O oo kil e
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Chapter Requirements

some powers have Chapter requirements icons printed next to their name.

A requirement icon means a power interacts with rules and components from a
specific Chapter (such as trees or statues ), so it won't work if that Chapter isn't
used in your game.

In any alternate timeline where players select power cards, you must first reveal the

powers that are available, before drawing Chapter rules cards to use. If any of the powers -
you reveal have requirement icons, you must choose the Chapter rules cards that satisfy,

the requirements on all available powers (instead of drawjng them randomly). In some

cases, you may even be required to play with all 3 Chapter rules cards.

POISONER CHRONOJERE

I the 4 available powers have only 1 icon between them, also draw a 2nd Chapter rules
card at random, as you would normally.

Note: If you draw the Basics, you will only use the Chapler thal was required.

WHO IS "YOU™?

In written effects on power cards, the word “you" refers to your active copy. ror
example, if a power says “"You may take an extra action this turn,” you must take the
aclion with your active copy.

IF A CARD EVER SAYS 1T 1S YoUR BIRTHDAY ToDAY 1T MEANS Yoll THE FERSON

READING THIS. HAPPY BIRTHDAY
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