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AN ABSTRACT GAME
oF  TiME AND MURDER BY
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' COMPONENTS
* Jeraboards

(past <¢, present ‘, and future .'}

* 2 player focus tokens (7 per player)
* 14 player pieces (7 per player)

* 4 Chapter boxes
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BEFORE You bET STARTED

_That Time You Killed Me is a narratwe 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 thruugh
this contentm astrict, unalterable order. Do no
~-open anythmgt less you-are exphcr ly inst ruct od

- Whenever you reach a new Ehapter in lhe story, open.the appropriate box. |
' Then (and nnly rhen} CEDRGE rulehnnk sectlnn dedmated to that Chapter.~

i Fach Chapter has ts own rules and cnmpanents I ysnu are not spemhcally
told-to‘use components-and rules.fram a previous Chapter, you should assume
they arbn't used and put them back in the box (for now. )

" Whenyou reach the end of the standard rules you will be ready to -
"t}egrn Bhapter 1"

 OKAY. ARE Yol READY For THiS7 | SHoULD WARN Yoli, THiS MAY BRiNG BACK
SOME TRAUMATIC MEMORIES. TIME'S TRICkY LIkE THAT - iT'S NoT ALL CAUSE AND

. EFFECT. IT 'S MoRE...CAUSE AND BUTTERFLY EFFECT. Jusr BECAUSE SoMEONE is |

BEHD YESTERDAY DoESN'T MEAI'J THEY RE DEAD TOMDF-P-GW OR YESTERDAY.

---------------------------------------------------------------
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STANDARD SETUP.

-

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”isin previous game goes first.)

the same corner on all boards). S
2. Each player chooses either white or black and takes the 7 player pieces and focus > Theifirst player places their focus token gn their side of the: past & hoard.

token in their color. e The second player places their focus token on their side of the future <> board. ¢

* The white player places a player piece on the “1" space on each of the 3 boards. IF THIS i$ YoURr FiRST TiME PLAYING, AND YoUr oPPoNENT DoESN'T FEEL THE NEED To
READ THE REST oF THE RULES BEFoRE CONTINUING, THiS CAN BE A RED FLAG THAT iT'S A

CoPY oF THEM FroM THE FUTURE wHo kNowsS How THE GAME ENDED AND CAME BACK iN
TIME To CHANGE HiSToRY.

* The black player places a player piece on the “16" space on each of the 3 boards.

* Each player places their remaining 4 pieces in front of themselves to create

their supply. Og THEY'RE JUST REALLY, REALLY 6ooD AT PiCkiNG UP RULES oN THE FLY. EiTHER wAY,
Yol SHolULD ProBABLY MURDER THEM BEForE THEY MURDER Yol.

Note: In this setup, white is the first player.

ADJUSTING FOR SKILL GAPS Advanced Renioys R
Competitors who have different levels of experience in abstract strategy games and/or murdering 33
people can consider giving one player a starting disadvantage to even the playing field. Expert Remove é:%
Before starting the game, the more skilled player removes pieces from their supply and returns A (A (7
them to the box. The number of pieces they remove depends on their skill level. Grandmaster Remove gg g

IF Yol BECOME MoRE THAN A GRANDMASTER AT MURDERING PEOPLE, iNSTEAD oF REMoViNG MoRrE PIECES, Yol SHoULD ProBABLY TURN YoURSELF iN To THE PoliCE
\
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HOWTOPLAY

You are rival time travelws trylng tu erase eaﬁh nther from history.
o pruve you are the one true inventor of time travel, you must use your invention

to find your enemy In tlme and murder them before they get ynu‘

\ Unfurtunately, smce your enemy has. strewn many copies.of themself across the
\;ﬁ tlmellne ,you may have to do the terrible deed many, many times before it stu:ks.
iy < Just make Sure yuu don’ t get erased flrst' '

\
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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).

. “ f ..,

; =M ol « =T ADC el =il - i s LXEY A L2 a4 I 1 AT T
WALKED INTo THE oVEN MoUTH oF A HIFFoPoTAMUS AT TH

YoUur VArioUs SELVES

Traveling 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 different eras in
time, 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).
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TEMPoRAL Focus - How To TAKE A TUgrN

Coordinating your copies across time is no trivial task. Though having many copies lets you The game is made up of turns. Beginning with whoever was named first player, you and your
affect different 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 oppenent'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 strateqy. ' ChDOSE Copy

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!

- Shift Focus

Move your focus token to a different era of your choice.

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

After white murders black’s [ast copy in the past @
black only has copies in the . White wins!

HMM... WAIL... 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!

ITS SORT oF LikE CHESS. IF |'M REMEMBERING MY HisToRY CoRRECTLY, Yollr GENERATION PLAYED CHESS. WHEN Yol WEREN T DoDo-HUNTIN
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> - Choose Copy A

The first step of each turn is 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.

ACTING THROUGH TIME

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.

NO COPIES IN FOCUS ERA
DoN'T worrY: DUE To THE

INHERENT DANGERS iNVoLVED If you start your turn with your focus token in an era where you have no copies, you lose

iN TIME TRAVEL, iT'S NoT ' VN ' - your actions for that turn. Inmediately shift your focus to a new era, then end your turn.
RECOMMENDED For MARRIED Folk, White's focus is in the present <, so she must
So ALL Yolr CoPiES ARE SINGLE. choose one of her two copies there to take actions.

Since black has no copies in
the future €, he can't take
actions this turn

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).

sTEP-2: Take Actions

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

White moves from 7 to 6. Even if white wanls
to remain on 6, she must lake another aclion,
and may not end her turn until she does.
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.

1=

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 facus 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 infarmation about your plans, X
After white ends her turn in the present <§, she may move her focus to the past @ or future '"“>

so think carefully about this choice!




S IANDARDACTIONS

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: PUSH

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

L’ - White moves fromé to /,
a pushing black from / to 8

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.

MoviNé is VERY DIFFERENT iN THE FUTURE. WE HAVE JETPACES, oF

CoURSE. RoCKET BooTS, TELEPoRTERS, ELEPHANTS (I'LL 6ET To THoSE murder someone!

LATER), LASER-SKATES — THoSE ARE A BiT TRiCkY To WUSE, BUT Yol

QUICKLY work oUT WHETHER or NoT Yol HAVE AN APTITUDE For iT. .

IT'S LiKE RIDING A DiNoSAUR, IN THAT RESPECT. EFFECT: SQ(,“SH

VRN WL MSED YOl TINE SACIINE TV BEING BACK DINGSAUES. When a player is pushed into a wall (or
DON'T WoRRY, WERE BEING REALLY SMART ABOUT iT. WE PUT THEM ALL an object .'hafcan'tbepush&d), they die.

oN AN iSLAND For SAFEKEEPING.

White moves from / to 6. Black's copy in
8 is pushed into the wall and squished!

You can use multiple move
actions to travel multiple

spaces inasingle 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. (/f 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.)

When you are in a corner, there are only
2 legal directions you can move.
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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!

EFFEcT: PARADOX

When a player moves or is pushed into ﬂ—’(g
=

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

D\
|

' >

m " "

-
A .

Black moves from 3 to 7, pushing white from / to 11. Since there
is another copy of white at 11, this causes a paradox!

PARADOXES CAN BE A HorriBLE THING To WITNESS - Yoll REMEMBER THAT
SCENE iN Rocky XVI| WHEN HE HAS To SEw ALL HiS LimpS BACK oN. BUT
GETS TWo oF THEM WroNG? IT'S EVEN MoRE GROTESQUE THAN THAT.

If you push a copy of your opponent into another copy of yourself, this does not cause
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
accidentally squish yourself!

Black moves from 7 to 17, pushing white from 17 to 15.
Ihis causes white to push the copy of black in 15 into a wall, squishing them!

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!)

Black moves from / ta 11, where there is another black copy.
Both copies instantly die!

Yol CAN'T RUN PAST YoURSELF AND HoPE For THE BEST. PARADoXES WAIT For Ne oNE.
NoT EVEN Yoll, THE INVENToR oF TIiME TRAVEL. Ok Yoll, THE PERSON WHo MURDERED
THEM. PARADOXES SiMPLY DoN'T DiSCRiMINATE.

Yo MURDERER.




STANDARDACTIONS
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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).

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

AcTioN: TiME TRAVEL ForWARD copy or an object, you simply can't. It causes some awkward problems with intertwined
""""""""""""""""""" ' 7 ch 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 f "’a‘

or object. Srmatl

White time travels from 10 in the present & to 10 in the future ;;?}

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 EXCEPTioNAL To QUALIFY. AND | HATE To
BREAK iT To Yol, BUT Yol RE JUST NoT. YET.




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 ane week, then waited a week, you'd be right back where you started!) This temporally logical phenomenon is how copies are made.

AcTioN: TiME TRAVEL BACKWARD

!!!!!!!!!!! R ® R F @ F R R @ R @ R @ @ R R R @R RO R R @

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

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

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

Ihen places a new copy from his supply on 7 in the

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.

[hen he moves his focus to the past @ so he'll be set up to squish white next turn!




STANDARDACTIONS /SOME FINALTHOUGHIS
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YOUR SUPPLY OF SELF

Whenever you place a new copy of yourself on the timeline, it comes from your supply.
Your supply is the collection of extra copies that are not on the timeline at the start of the
game. These 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.

|f at any point there are no copies leftin
your supply, you can no longer time travel
backwards, or take any other action that
would produce a new copy of yourself.
You're out of time!

TRAVELING MORE THAN 1 ERA

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

White wants to get from the past @ {o the future €
To do this, she must use both her actions, then end her turn

Black has no copies in the O> but wants to make one there. He uses his
first action to travel forward from the past @ to the pres

action to travel back to the past, leaving behind a new copy in the

' then uses his second

SoME 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,
the content has priority, and the rulebook is chopped liver.

CONCEDING

Either 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.

This 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!

White time travels forward from the past @ fo the

nt, which would lose her the game - except that it's still her turn, so she doesn't lose just yel

She now only has capies in the 4

White uses her second action to squish black’s last copy in the White then ends her
turn and checks for victory - and since black only has copies in one era, white imnmediately wins

The game Is over befare black can check for victory on his next turn!
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| COMPONENTS
e ) seeds e 5trees

e 5shrubs e 7 rules cards ;
_ | __ e

 BdraSetup _

}.;Place all saie_d's shrubs, and trees in 3 gEn/e’rgL./"
~“g+ < supply that both players canreach. — - f.

e o i
o neart

ethe Basu:s rules card and the Brnwfh-rules'tard
timeline, where both players can see them.
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This Chapter introduces a variety of new objects that you can interact with:
innocuous seeds (D), prickly shrubs @), and impressive but unstable trees G

orJect: SEED

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

: White moves into a
Players may share spaces with seeds 0

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

OBJECT: QH ?.uB

: . : Black squishes

Players and objects can't move into spaces s @

with shrubs é o |

When a player is pushed into a shrub, they die.
IT'S A REALLY, REALLY ToUGH SHRUB. (IT'S ProBABLY AUSTRALIAN.)

oBJEcT: TREE
2es &) can be pushed by players or White pushes
a Qg over

{s.

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

llllllllllllllllllllllllllllllllllllllllllllllllll

Remove a seed o IN your Space or a
space beside you and return it to the supply.

Black plants 2 () %ﬁ’ ’

Place a seed () in your space oran
empty space beside you.

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

20/ 20

White removes the 0

in an adjacent space. plack planted.
EFFECT: OROW EFFECT: UN-GRoW
When you place a seed 0 if the same space in the next era is empty, place a When you remove a seed O also remove any shrub O in the same space
shrub O there. in the next era.
When you place a shrub Q, If the same space in the next era is empty, place a When you remove a shrub @, also remove any tree &) in the same space

tree G there. inthe next era, or any fallen tree OWilh Its trunk pointing to that space. Return all
removed pieces to the supply.

The bfack planted in the past @ grows into a e

® in the present <. The 0 then grows into a Qi@ in the future Q} When white removes the |3 in the past @ the o disappears
in the present <, and the msappears in the future €.

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

\_ It you plant a 0 on 10 in the past @ and there is another @
on 10in the present <© ,enm-*.-Odnﬁs not appear in the present
(This also means a does not appear in the future +§§Z‘~.J
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PUShmg Trees EFFECcT: CRUSH f
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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!

Whena' topples onto a player,
they die.

Whena | tnpples onto a seed 0,

remove the seed.

EFFECT: TQPPLE

aaaaaaaaaaaaaaaaaaa

When a player or uhwct MOoVes or is
pushed intoa the tree topples
Into the nextspace.

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

from, to show itisnow a fallen tree &.

White crushes black wit

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.

e

=

!Q
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Players and objects can't move into
spaces with fallen trees 0

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

Black pushes white into a set of Ggg) that are against a wall.
Black squ “5 Since they can't fall anywhere, white is squished!
white info 2 @

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).
AFTER DECADES oF SELECTIVE BREEDING, BUT olUr ToP SCIENTISTS FiNALLY
MANAGED To CREATE A TREE THAT WolllDN T RollL AWAY AFTER IT WAS ENoCEKED
oVER. LUMBER)ACKS EVERYWHERE CELEBRATED WiTH A HEARTY, OH YEAH, | GUESS
THAT CoULD BE USEFUL, SoME oF THE TiME? DoESN T REALLY SEEM woRTH THE
EFFORT THoUGH.
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rCoMPOMEMTS

= | ®3orangestatues 3 black statues

| *3whitestatues 1 rulescard

- Extra Sotop . =" i i

1. Placean urange statue dn the “7". space oneach
- ofthe 3era bnards |

2. The white player places the 3 white statues in
their supply, and the black ptayer places the 3
black statues In thmr supply.

3 ' Pl’&ne The’ Basn:s rules card a‘nd Influence

= *rules card near the timeline, wherel;,thpla '
oo 7n canseethem. o e /
a0 ~

Note: You can return the Growth rules card and
components to the Chapter 1 box. This is an entirely
new time travel challenge!
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This Chapter introduces « = (& that persist through time.

i

Building or moving a statue not only affects your era, but all later eras.

. e
o

OBJECT: STATUE

rrrrrrrrrrrrrrrrrrrr

@ 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.

Whena s moves (by being pushed, pulled, or propagated), its copy in the
next era moves the same distance and direction.

When a player or object moves or is
pushed intoa (8#1), the statue is
pushed 1 space in the same direction.

When white moves the @ from 7 to 8 in the past @ it also moves in the
present f’Q Because it moves in the present, it also moves in the future *}>>

When a player moves directly away p
fromas (31), they may pull the
statue into the space they left. : s 4 &

iy

5

Black pulls the (&).




Since moving a statue doesn’t affect earlier eras, statues can become out of alignment
across the timeline. 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.

Black pushes !.‘Je@f.rumﬂmé in the present <. This moves
the @ to 4 in the future €%, but it remains on 8 in the past @

When white pulls the @ from 8 to 7 in the past @
it moves from 4 to 3 in the pi [ <@ and future *@

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.

Black squishes white into a @ against a wall.

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 €.
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Black pushes H?e@:’rwn / to 3 in the past @ In the present . Eha:*@fs

against a wall, so it doesn’t move. This means it doesn’t move in the future € either

TiME TRAVELERS REFER To THiS AS THE 'STATWUE oF LiMiTATioNS."

Building Statues

The 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 astatue @I / @fmm your
supply in an empty space beside you.

You may do this only once per game.

&
: White builds a (i)

in an adjacent space

Y e




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

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

Black occupies 2 in the futi . N .'-t.'!r'f:”ﬁ appears there, black is squished into the wall!

When a statue you build propagates forward into a space with an object that can't be pushed
(such as another statue that'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).

When white builds a( Eﬁ ) in the past @ it appears
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'y b mlam mairanta 11 and moshas - P g
the |t also moves to 11 and pushes white out of the way

IF NoTHING ELSE. EEEP THiS oNE THING iN MIND WHEN BUILDING STATUES
iT is VITALLY IMPORTANT To 6ET THE NoSE RiGHT oTHERWISE THE
WHOLE THING JUST Looks oFF. Y kNow?

-".*Hf®._f;,l;,l.:-.__--' son 10 in the

She is pushed from 10to 17 (since b
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TO P' Don't turn the_page until you've played at !'e_.a.st 3 games of Chapter 2!




CHAPTER 3

- MEMORY

-

Com PoME NTS
. 7| *3darkelephants e 3black hats
; 3 lightelephants 1 rules card
| *3white hats S

5 Exra Setup

o 1. Pisce a dark elephant on“4" oneachof the 3.

‘boards, and a llght elephant on “13" onf each uf
the 3 huards -

2. The white player plar:es the 3 white hats in thmr
supply, and the black player places the 3 black hats
in their supply

3 Pldce The Basics rules card and Memury rulescard-
_‘nearthe timeline, where both players can seelhefrr/

T “ |
i “"-\-_ N Y [

Note: You can return the Influence rules card and
components to the Chapter 2 box. This is an entirely

g i . ik , new time travel challenge!

Y,
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ELEPHANTS el
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. 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.

This Chapter introduces elephants €

3
ELEPHANT ELEPHANT FACT: PUSHING
....................... SoMEONE INTo AN ELETR AT
clephants ) can be trained, and a player can Will SOMETIMES CoMBIiNE THE
_ command their trained elephants. TWo iNTo A HUMAN-ELEPHANT
h : . iD, WiTH ALL THE
Players and objects can't move into spaces H;BBIE t:?Ei'Es Hzfarti?s :
with elephants. i lald et
VERY RARE, AND PRroBABLY NoT
e When a player is pushed into an elephant, they die. WORTH WORRYING ABOUT.

Train-ing 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 toan 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 .
hats, also train that elephant.

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

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

By lraining the dark @ in the past @ white also
trains the dark @ in the present -’G\*\ and future @

FLEPHANT FACT: THE AMOUNT oF TIiME iT TAKES To FULLY TRAIN AN ELEPHANT
To GE'ET*' Yok EVERY CoMMAND For THE REST oF iT$S LIFE iS EXACTLY oNE ACTioN.

= 4 .":r -'f”




CHAPTER 3 -MEMORY

Only 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. 0

\

Black trains the light @ in the future @}r
but keeps his hat on the dark@.fn the present <@

I 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 <,
you don't place a hat on it in the future €.

Black then also replaces white’s hat in the future é}

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 to), even if this forces you to lose control of the other elephant there.

White wants lo gr'}m control of the lig! @mﬂw future « 3} However, her facus Is
currently in the prese . where she already controls th @ [his means she can't
use a train action on the lig @spre,ﬁzm copy to gain '?E’]i'rm' of its future copy.

ELEPHANT FACT: Do6s ARE MAN'S BEST FRIEND, BUT ELEPHANTS ARE MAN'S BFF.

Ml 2

.ad‘

She must also place a hat on the lic @rn the future l‘} which means
she loses her hat on the darkmem The dark. becomes neutral.

ELEPHANT FACT: ELEPHANTS ARE FolUND iN MANY DIFFERENT LANDS: ForESTS, SWAMPS,
ISLANDS, MoUNTAINS, PLAINS, AND THE 6 ARTIFACT LANDS oF MirroDiN.
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commandmg Ele phants 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 capies in

100 GOV 01T 10 Your trained clephaiits o mstior whare they ars your facus era), there's no one to give the order, so you can't take the command action.

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

CoMMAND
: Black’s focus is in the past @ at the
Mﬂ‘.fi.". an . Inyour Elra start of s turn. He has a trained @ there,
that is wearing your hat 1 space in any but no copies of himself to command it.
orthogonal direction. He loses his turn!

m $ [he @ is following white
White commands it to move from 12 to 8

ELEPHANT FACT: SCIENTISTS HAVE CONCLUDED THAT MosT
ELEPHANTS ARE CATHoLIiCS (FroM oRSERVING THEIR MASS).

Elephants can't move through walls or objects that can't be pushed
(like other elephants). They also can't ever be pushed, even by another elephant.

White uses 2 actions to move her dark @
to block black’s @ from trampling he

Black commands the @ fo frample white.

ELEPHANT FACT: THoUGH oF TEN THoUGHT To BE PEACEFUL
CREATURES, ELEPHANTS REALLY LoVE TRAMPLING PEOPLE To
DEATH. THEY CAN'T 6ET ENoUGH oF iT.

You can only command a trained elephant that is in the same era as
your active copy. However, if your active copy travels to a new era, you can
then command an elephant in that era.

Unfortunately she doesn't realize that black can time travel
backward and squish her against her own @ /

<

White travels to the future <> with her first action, then commands & 1T A
her trained @ there to trample black with her second action!
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CHAPTER 4

CONVERGENCE

rrCaMPon\JEl\lTs O

e 2 Alternate Timeline cards

* 9 achievement envelopes |
\ 4

Extra Setup R e
: Befure slartmg a ga me, fo llnw the steps for standard

setup, then randomly select 2 Chapter rulesetstn
. cnmbme usmg thefaHuwmg methad: @ o

%

1. Shuffle tngether the 3 I:hapter rules cards 5
~ (Growth, Influence, andMemury) i e

2 Draw 2 nfthem at random. Thase are thE 2 Chapter
guiesets you will play with this game.

3. Follow the extra setup steps for both.Chapters 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 0PTiC.HL HﬂMﬂDYME DETEC.TﬂR OR, FL:P

- Two f.mus i ;

Note: Pay no attention to the Alternate Timeline
cards or Achievement envelopes! They're none of
your business for now.
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CoMBiNiIN6 CHAPTERS

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

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.

OROWTH + INFLUENCE ™ i B b s

Whenevera @) moves into a space with a seed (), remove the seed. You can't build a statue ()/ @) in a space with a seed (), 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.

If 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)
3. Move objects (e.g. Propagate Move)

This also removes the in the future O}i‘:
(see “Effect: Un-Grow" on pg. 16).

A copy of 0 i1 placed on / in the present {} crushing the there. Black
first removes the on 7 in the future 6}> then adds a new @ there.
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White pushes the @ onto a Q'§ in the past @

Once both are removed, the @ then moves in the
pi t > and future €. Note that black’s copy in the
future ’>}> is not crushed by the , since it was removed first

@ can't be pushed into shrubs @) or fallen trees @.

-

TRA B

.

e

Since @ can't be pushed, the new @ is pushed in the oppaosite
direction to space 11 (see "Effect: Propagate Build” on pg. 21).

The new ( ﬁx\l would appear at / in the future f&};-,bur thereis a O there

THERE ARE Two TYPES oF FALLEN TREES: oNCE-6REAT TREES WHo TURNED To VICE,
LoSiNG THEIR FAMILY AND FRrIENDS To THEIR SELF-DESTRUCTIVE HABITS, BEForE ENDING
U¥ oN THE STREETS, AloNE AND UNLoVED, DYING IN A GUTTER WHILE THE wWoRkLD BARELY
NOoTICES... AND TREES THAT HAVE BEEN PUSHED oVER

THi$ GAME REFERS EXCLUSIVELY To THE LATTER.

@) can be pushed into trees @), 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 NoTABLY,
How WSEFUL THEY ARE WHEN Yol RE TRYING To MURDER SoMEoNE.

-lephants @) 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.

[he Opr_’nn!.‘ng to space 11 in the future 1& 15 also removed.




When an els € moves into a space with a tree () that has not fallen yet, the tree
topples. However, trees can't be toppled into spaces with elephants, since elephants
can't be pushed.

[ L] L1
Black CAN'T push the @ because the @ But white CAN command the @
IS blocking the space where It would topple to push the @ onto black

DUCk FACT: DUCKS HAVE FLAT FEET So THEY CAN STAMP oUT BURNING FiRES.

ELEPHANT FACT: ELEPHANTS HAVE FLAT FEET So THEY CAN STAMP oUT BURNING DUCKS.

When an moves into a space with a @, the statue is pushed.
When an els € moves directly away from a @), the elephant may pull the

statue with it.

White commands her @ to pull the @

' CHAPTER 4- CONVERGENCE

You can't build a statue (8)/ @) in a space with an t (8, since the space
isn't empty.

Yoll CAN TRY. BUT THE ELEPHANT WiLL GIiVE Yol A REAL FUNNY Look

@ can't be pushed into spaces with

), since elephants
can't be pushed.

Since there isan @ there in the future *"‘:? and the @ can't be pushed,
the 'tﬁyl that would appear there is pushed in the opposite direction to the next
space it can legally occupy. This is space 2, which black occupies, so the F@J

pushes black into the corner. .




Coda

OkAY, Yoll Two. | VE FIGURED IT olUT, | VE WorkED oUT MARIE ANTOINETTE WAS BorN To BE BEHEADED. EVEN
How To BE CoMPLETELY, ToTALLY, oNE HUNDRED PERCENT WHEN WE TRANSPoRTED HER To THE 3IST CENTURY, ok To
SURE WHICH oF Yold i$ THE TRUE iINVENTOR ANCIENT E6YPT... WHETHER BY LASERENIGHT or FALLING

CARTOUCHE, SHE ALWAYS LoST HER HEAD
Yol SEE, AS | VE BEEN WATCHING Yol MURDER EACH oTHER

IN INCREASINGLY CREATIVE WAYS, SOMETHING STRUCK ME So HERE'S THE PLAN: BEFoRE WE REPLAY THE MURDER
WE RE GoiNG To 6o BACKE AND ALTER Yolle UPBRINGING
| HEY SAY WE ARE WHAT WE EAT. BUT UNLESS Yol RE A IT MiGHT CHANGE YoUR JoB, ok Yollg SKILLS, ok Yolg
. TEMPogAL CANNIBAL (oH, YEAH, THAT S A THING Now. Yollg PHYSICAUTY. IT MIGHT GIVE Yoll STRENGTH Yoli NEVER
INVENTioN HAS GIVEN BiRTH To SoME TRULY oDD HoBRIES/ HAD BEFORE, ok AN UNEXPECTED ADVANTAGE
THAT'S NoT STRICTLY TRUE
BUT No MATTER WHAT, Yol LL sTilL BE Yoll. EITHER

WHo WE ARE i$ FUNDAMENTAL. [iME TRAVEL HAS ProVEN A SUPERIOR MIND or A BACKSTARBING, iDEA-STEALING
iT: WE RE NoT A PRoDUCT oF olUr ENVIRONMENT. EVERYONE MURDERER. WITH BAD BREATH

IS BoRN WITH A DESTINY
LETS Do THiS. GooD LUCE, INVENToR
NO MATTER WHAT ELSE CHANGES, Yol LL ALWAYS ACHIEVE IT

(MURDERER, $ARD oFF.

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.

tach alternate timeline card provided with Chapter 4 describes the rules and setup instructions necessary to
play an advanced variant of /hat Time You Killed Me. Each 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

To play an alternate timeline, first choose one of the available Alternate Timeline cards
and follow its setup Instructions.

tach 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.

RULES | THEBASICS
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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 alter
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.

emene | DRAFT POWERS wremare e | POWER SHARE

Y SETUP \ SETUP
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GAMEPLAY
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- GAMEPLAY
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In “Draft Powers," each player chooses In “Power Share,” the first player
| power from those available. chooses 1 power that both players use.

Chapter Requirements

Some powers have Chapter requirements icons printed next to their name.
Arequirement 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.

If these 4 powers are revealed, you must play with both Growth and Influence rules cards.

If the 4 available powers have only 1icon 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 Chapter that was required.

VISIONARY |

If these 4 powers are revealed, you must play with Memory and 1 randomly drawn Chapter.

WHO IS "YOU™?

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

IF A CARD EVER SAYS iT i$ YoUR BIRTHDAY ToDAY, iT MEANS YolU, THE PErSoN
READING THiS. HAPPY BIRTHDAY!
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