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Seven suns,

The Time Masters are great wizards dedicating e 1o study the mystenes of Time
and 10 their will. They master the Ka) 10 do this; these a0
small parts of days needed for concentration, in %0 modify ime accoeding to thelr

:
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on e upper rght side of the spell cards,
While In the upper leht side of the cards you
have the Sphere level also representing the
viciory points you score. There are 39
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*«Timers: Simiar 10 Concantrations, Timers 00 not have any acivalion cosl
Their main feature is that they have one or two siots on their base, where you will be
able to play your spells. By placing spells on Timers you put them temmporarly on hold
ths round Bt can use them the nexd round to bulld powerful combos.
Note: Only Spelis can be placed on Timers, no Concantrations or Timers ace aliowed there.

Tokens

* Recurrent Ké: These are portions of a day (more or less

’ '(l‘.\ 15 minutes) with which the player will have 0 juggle. A Ké
| ’w has two sides: 8 gokd side meaning 1 is Bctive {avadable) 8nd
8 goray side maaning that it has Deen spant. You will start the
game with four of them on the gold side
R wil be possitie 1o acquire some more # you find the right spelis (The wizard SALOHCIN
and his spell sincreases for example). Those Ké's are known as recurring because they
can return reguisly from the inactive 1o the active side.

" » » Ephemeral Ké&: You can get some of those biue Ké with the efoct of
s0me spels or tmers cards. You can keop them unused as NG a8 you

A next 10 your Permanent Ka's We cal them Ephemeral because
used they fade away and QO back 10 the central pile.
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. * Reminder Tokens: These are tokens

helping you not 1o forget 9 apply @ dscount,
2n Increase of even & miafion in Be wage
of your of your opponants K&
Reminder Tokens are used while playing
Cards cuning the game.

?& It is perfoctly aliowed 10 gve tokens 10 a player who s passing his tum. When a player has both

g

wma “1" and “+1" they sirmply reutralize each other.

.mmmwmumsssmcs.rmmmmsu-omu
making Usage of Reminder Tokens as folowed.
« T Heavieoss. The red soof of Al your opponents wil cost | mome Kb 0 cast Thempion
YOu gve sach opponent a + 1 Reminder Token for Hhowr next tum.
* Slow Down: Al your cpponents can spend 2 maomum of ) Ké during Der next fum
Therefore you give the opponent of your cholco 8 “3* Reminder token for tes nead lum.

Setup

« Selection of the 1st player: The frst player
Is the person who recently talked with a wizard. | Your deck Is the stack of cards,

» Starting deck: Each player starts with 8 | face down on the table, in which
Gack of 10 identical cards. Those cards all have il o cifds 88 renlt
A 10 value In the upper Bl comer, meaning they oo ol <
- @0 not have any wiciory ponts., of & spell you play or 1o Sl your
hand and e end of your tum.
Note: The wpper left comer values have 2 Usages. | Once this deck is empty and you
Il indhcates the viclory points and also the Sphere
valkue of sach card (Bustration on previous page) | 000 10 0w ddaonal cards; shuffle
your discard pde and place the

Shuffie your 10 starting cards and draw 5 cards | cards face down This becomes
in your hand. The 5 remaining cards are put face
down on the table; this will be your driw deck %
refill your hand &t $he end of your tum. Each player
wil have the following cards 10 start with

your new ceck.




« Starting Ké: Each player is starting with 4 Permanent Ké on the gold ;ldl.‘!

+ Consciousness Spheres: Al o cards of Time Masters are having @ number in
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the upper loft comer. This number ropresents at the same time the victory points and the

Sphere from leved 1 to lovet §

For each Sphare level from 1 10 5. shafMe the 20 cards and drarw 10 a1 random, Place

the 10 remaining cards back In the box. Those will not be used for this game.,
The 10 random cards will form the 5 stacks of Spheres for each comesgonding level for
this game. Align the § Spheres in the middie of the table, cards face down. Then, reveal
the first card on top of each Sphere

Note: A variation to the random selection of 10 cands is 10 do the setup yoursell and
choose 10 cards for each Sphere. This can be usefid iIf you want 10 setup the game
a particular way; % Include more or less interaction with your opponents for example,
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Game Progression

Turn overview
On a player's turn you will have 4 distinct phases summarized below,

1. Timer Phase

2. Main Phase
= You can pass 10 recover all your Ké's

B. Activate one or more Timer(s)
C. Discard 2 cards % recover 1 Ké

3. Access Spheres Phase
4. End of Turn Phase

Detailed Game Phases

On the first game turn each player starts at phase 2,

1. Timer Phase

This is @ mandatory action at the beginning of each turn. If you have one or
more full Timer(s) which are fulll, meaning no free siol, you

have 10 choose between:
*Timer Activation:

* Place the Timer(s) which are full
In your discard ple.

= The spelis placed on a Timer are
already paid: they need 10 be played
Suring your lum in your Spell 2008,
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= e * Thmer Delay: 2

* You can choose o delay the activa-
tion of your Timer. This cost 1 card (any
type can Do used: Spall Concentration,
Tinar) hat you place face down under-
neath the Timer you which 10 delay. This
acton can be repeated for any number of
rounds.

*The penalty of delaying your
Timer with this manipulation is that at the
end of your tum, in place of taking 5 cards
10 refill your hand, you will only draw up 10
complete your hand minus the
,deﬂsuﬂumm
. i you have 1 card under 8 Timer, you
L S S ' refil your hand with 4 cards; 2 cards

under a Timer, you refill your hand
with 3 cards and so on,
Note: If at the beginning of your tum you have a full Timer $hat you discard, you need also
dscard any card used as a Timer Delay action.

In s phase you wil have 1o choose whether 10 pass or to plary cards from your hand.

—

PASS

» When you pass, you recover all your Permanent Ké's that were inactive.

Be careful: If you have at least one full Timer when you pass, you still have
1o place a card from your hand undermneath each and every full Timer(s).

i you don't want to, your Timer will go directly to your discard pile along
“with the spells on &, Do not complete your hand (cf. «Timer Phases).
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Play one or more card(s) from your hand

(@) e

= A Timer s always played in the Timer zone.

* A Timer can stay in the time-out zone forever, with the exception if a spell obliges you
10 discard or activate the Timer. As long as there is a1 least one free siot on it you
don't have 10 pay the Timer Delays.

* Playing & Timer does not cost any Ké. Timer cards dont hawve any costs,

(@2) sou:

* You can now play &s mary spelis as you wanl, one a1 8 Iime, &3 long as you can pay
#is cost to cast the cards. The cost is represented by the Ké written in the upper
night comer of cards.

= Whan you play 8 spel, fip the needed Ka's 1o thelr gray side 1o indicale f was used,
Spell zone

* If you play a spell in your Spell zone, pay s cost with your Ké's, then immediately
apply the effect(s).
Example: If you play «Cerebral Cloanings from TORREIP, you must immediatoly
banish permanently 2 cards in your hand from the game.

Timer zone

* You can play 2 spedl on a Timer in the Timer 2000, The spell cards placed on Timers
have Bwir affacts appled only once the Timer will be activated. Nevertheloss, you pay
direcly the cost of the spel duing ths tum 10 place hal spel on & Timer,

Note: Some Timers have effects that are actvaled when you play spells on them.
this case, immediately apply e Timers oflect completely f possitie.

(33) concotaons:

* A concentration has no cost and will be placed in the discard pile directly
after applying its effect. When you recover a Ké, flip it back 1o its gold side.
* There is no limit on the number of Concentrations you can play during
your turn, You can use and re-use the same Concentration in combination
with some spelis that allows you fo recover cards




+ A Timer can be activaled at any time Guring your turn to benefit from the spells
placed on it

+ A Timer can even be activated the turn It aerives in your Timer zone.
» When you activate a Timer, place it directly in your dscard pile, while leaving the
speils placed on & In the Timer zone. Remember, & is mandalory 1o use the spell
caeds from the Timer on s lum,

+ Some Timers have a power that obliges you %o discard them. If you do this, send &t to
yOour discard pie with all the cards atached 10 &

@Mmmaommﬂ

* Al any Sme during your tum, you may discard two cards to recover one Ké. This
acion & repeatable during your tumn, as long as you have enough cards fo discard.

3. Access the Spheres M '

Recover one or more cards from the Spheres depending

on how many spell cards were played during your tum.

Depending on how masy spells you have now in your Spsll zone, you wil b able
1 access Be Spheres at the comer of the table. With one spell you can access the Sphere
lovel 1; with two spells you can access the Sphere leved 2 and 50 on. The cards that you
et while accessing e Spheres go direclly in your hand and not in the discand plle.

Note: It is not the points of the cands but B tolal number of cards n your Spell 2one that
Mlows yu % select the Spheres 10 Dk up  Maw  Cands,

# you &0 not Ske a card visbie on top of a Sphere, you can under the condition you spend
1 card extra for this action - pick the 2nd card beneath the card on lop of a Sphere.

Example 1: With & total of 4 casds in your Spall zone and decde 10 pick up 1 cand from
B Sphare level 4 - alematively - you can pick a card from P Sphere level 1 and a card
#om Sphese lovel 3.

wzm-wmu-uhwsumywmpunmmm
level 2 (his cost 3 ponts) and the lop card of Sphere level 1.
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4. End of turn Phase

Discard the spelts in your Spell zone and complete your hand back 10 five cards
minus the number of cards placed face down under the Timer(s), d any.

Example: You have one card under an active Timer, you then complete your
hand up o 4 cards and not the defaull 5 cards. If you already have 5 or more
cards in your hand, no problem just do not draw any cards.

Sulo ()=

WARNING: YOU DO NOT RECOVER YOUR

FROM ONE TURN TO ANOTHER!

End of the game

The game immediately ends when a player takes the last card of & second
stack of Spheres, which means now 2 Spheres are completely empty.

Each player wil now count the victory points accumulated during the game. Count the
points of each card in the upper right comer (also used for the level of the Spheres)

M here i3 8 Craw, the winner is the one who has 1o mos! Ké (including Ephemeral Ké)
N pravicus count is stll 8 draw, count the 101 number of cards Sphare 5 in the hands
of players. The player with the highest total s declared the winner.

Fredquently Asked Questions

Mow can | recover some Ké's?

. 8 Concantration card and apply its effect You recover immedialely e number
Fawmnm
* Discard two cards from your hand, at any time during your tum, 10 recover one Ké.

* Pass tum and recover all Ka&'s. Don't forget stil have 10 perform the

May | play a Concentration or Timer card on & Timer? -~
= No, only spells can be played on a Timer. !




Are we allowed to a on a Timer and activate that N

. uvhfv spell spell
* Sure, nwlmmmmmmoommmm some Timers
have an effect when you activate them

What does exactly mean: « discard or recover half (rounded up) » ?
* Each time you have 1o recover or discard half of something, always round that up.

* If you have 5 cards and you need 10 discard hall (rounded up) of them, this would
dmam.wdam ¥ you have 3 Ko's and you recover half (roundied
them means you recover 2 Ké's.

lcons

Here under you will find the explanations about the game icons.

The Ké are small portons of time | Add 1 Permansnt K&
I e e wear z+]_/ TiA T
bend tme 10 use ther powers | on the gold side

(m)mcmbewodmm

oL Tum & Permanent Ké m&‘,b‘ b

1 from the gray side + 4 pool of Ké. This
m:c("'l' hc; the goid Ephcmoral Ké is

active and can be used mmedately,

.................................................. i.............................-----.---.-.

- Bansh a card
» from hand
out of the game.
Draw & card from your
deck 10 your hand, then, |
tum a Permanent Ké from the |

gray side (inactive) to the gold |
sido (active). !







