2 PLaYERS ¢ 12+ « 20-60 minvTES

No one knows when it began, but suddenly two parallel timelines merged into one. At the
same moment, two time agencies came into being — one cloaked in shadow, the other bold
and bright. Flooded with duplicate information, the new timeline began to stabilize by
erasing redundant copies. And both agencies realized that their own existence is in peril.

Now, the members of The Black Watch and The Golden Hourglass must race to stitch
themselves back into history, lest they become lost for all time...

Greetings, recruit. | hold the rank of Tracer
in THE BLACK WATCH and | am in charge
of your basic training. Remember, we do not
play as gods of this timeline. We
are agents whose only goal is to
serve from the shadows. It is
not glory we seek, unlike those
arrogant fools of The Golden
Hourglass. We must ensure

they do not seize control!

Game OVERYVIEW

In TimE Division, two players will each For first-time players, we recommend

join a time agency and travel to different starting with ANCIENT EGYPT. You can play
periods in history. There, they must influence through this as a single-era game as many
important characters to gain control of the times as you like to familiarize yourself

era and secure their continued existence in with icons and card effects. There is also a
the newly formed timeline. helpful "Your First Game" reference guide
The game can be played over the course on the overview sheet!

of a single era (for a quick game), or as
a full 3-era campaign. Each era has two
phases: Draft and Play.

ANCIENT EGYPT THE DARK_AGES 1980's
A time of order Hard choices Economy
and belief. and death. is key.




COMPONENTS

| RULEBOOK_
| GAME BOARD
2 CARD PLATFORMIS

« | VPSTANDEE (campaign only)

+ 60 CHARACTER CARDS - | METALCOIN
20 per era (incl. 2 Time Travelers each for the campaign):

only)

+ | OVERVIEW SHEET w

@ ADEPENDENT

) I AU N

(campaign

Here, we begin your training. Follow me to
\ 4 Antient-Egypt.
———

Why the hesitation, youngling?!
Sure, no period in history was ever easy,
but at least these were simpler times.
I have prepared a short overview to guide
you every Step Of the Way. RRRRARAEARLLS . oo




ErRa SETUP

Choose an era to play.
This example shows a setup for a
single-era game of Ancient Egypt.

Pick sides and place the board in the
center of the table between you.

Flip the metal coin and put it on the
matching space to determine the
starting player.

(You may choose to give the coin to
the more experienced player instead.)

Place the assembled card platforms Shuffle the remaining 18 Cards and
on their matching spaces following split them into 2 equal stacks. Place
the indicated orientation and color. 1 stack face down on each of the
Take the cards for your chosen era. Temporary Spaces '

Remove the 2 Time Travelers (with Keep the overview

a ) from the deck and return them sheet within reach

to the game box — these are only for reference.

used in a campaign.
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THE Basics: LocaTions anp CoLOR_

LocaTions

Most locations are on the board, indicated
by 5 different icons (some appear twice).
Another location is the Hand of each player.
The icons on the board do not have a color.

On the cards, you can find these location
icons at both ends of an effect row:

} )

N\

inDEPENDENT .Y
STACK_ A

LOCATIiON DiaAGRAM

NFLVENCE AREA

lcon CoLORS

The icons on cards have either a color
(blue or red) or are neutral. The color

indicates whose location it is or who is
doing an action: you or your rival.

e All blue icons refer to you. Your card
platform shows a reminder for that.

e All red icons refer to your rival.
Your rival's card platform shows
a reminder for that.

This works the same way for the other
player! Your rival sees themselves as blue
and their rival (you) as red.

So, even if the icons on the board don't
show a color, for the cards, and from the
perspective of each player, they do.




GAamEPLAY

Each game consists of two phases: Draft and Play

PHASE |: DRAFT

This phase is played simultaneously by
both players.

Draw 3 cards from the stack on your
Temporary Space . Now choose and
distribute:

Choose 1 card for yourself
= place it face-down
in front of yourself.

Choose 1 card for your rival
= place it face-down in
front of your rival.

Put the last card away
= place it face-down on
the Independent Stack 0

You are not allowed to look at any
distributed face-down cards during
the draft!

Repeat until all 18 Era Character cards are
divided equally between you, your rival,
and the Independent Stack.

Take all 6 cards in front of you as your
Hand @ Now it is time to play!

Rival's

Hanb

YOVR_
Hanpb



PHASE 2: PLAY

This phase consists of several rounds. Each round follows this procedure:

The player with the coin plays 1 card
from their Hand face-up to their
Decision Space @ .

Afterwards, the other player plays
1 card from their hand face-up to
their Decision Space @

Have I told you about the power of the
coin? Well, as with all coins, there is a
flip side. Holding it at the beginning
of a round is a bummer, because then
you must make the first move. But
gaining its favor after playing

a card is key.

Won't that lead to you
having it at the beginning
of the next round, you
ask? You are a smart one
after all. That is exactly the
dilemma we face every day!

Compare the Influence Value in the
top left corner of both cards.

Move the coin to the side with higher
influence. If both cards are of the
same Influence Value, the coin stays
where it is.




The coin-owner now decides what
happens to the 2 played cards:

e 1 card's effect is triggered £}
(by owner) and is moved to
The Past

e 1 cardis collected to the
Influence Area @ (of its owner)

|. TRiIGGER_ -> THE PasT 2. CoLLECT

The effect of the triggered £} card is The other card is collected by its

resolved by it's owner. owner by moving it from their Decision

Important: This happens first! Space (@) to their Influence Area @
(if possible).

After the effect is executed, the card
moves from its owner's Decision
Space @ to The Past @ (if possible).

Repeat this procedure for all cards in hand.
Then proceed to the End of an Era and
Scoring.

Enp oF an ERA anD ScoORING

An era ends after both players' hands are The player with the most total Influence
empty and all cards are resolved. wins the era. In case of a tie, the player

Each player adds up the Influence Values ~ With the coin wins.
of all cards in their Influence Area.



TRIGGERING OF EFFECTS

CaRrpD EFFECTS RVLES FOR_TRiIGGERING

Each effect row shows from left to right ¢ The standard effect of a triggered card
from which location a specific card is taken, must be completely resolved for the
what you do with it, and where you put it. effect to take place. If any requirement

_ cannot be met, the card effect is

= - ignored. You can still choose to trigger
- such a card for no effect.
* In most cases, the owner of a card
triggers its effect. However, the

——) effect triggers another card's effect and

M v v U requires a few additional clarifications:
= The player who triggers an effect is
A glossary of icons can be found on the next considered blue for it, even if the
page as well as on the overview sheet. Keep card is owned by the other player.
in mind that color is also important! = A card cannot be triggered twice in

the same round!

= The card that is affected by the card
with the 0 is not moved to The Past
after its effect is triggered!

. Other cards' effects ignore the
effect of cards with this icon. They can
only trigger such a card for no effect.

So Potter's effect is: Take a card of your choice
from The Past and move it to your Influence Area.

MOVEMERNT OF CARDS

e COLLECTING is a special kind of WLES FORITIOVEMERNT
movement that is separate from card N
effects. If the card you played in a round
is still at your Decision Space after
your rival resolves the effect on their
card, you collect it for victory points by
moving it to your Influence Area @

In 1 effect row, move/exchange always
happens simultaneously.

Every time a card is moved or collected
to your Influence Area, place it at the
first free space next to the VP track.

e [f a card is exchanged for another,
put the new card in the same space.

¢ [facardis removed from your Influence

unlimited storage capacity. In Area, move al! qther cards up in order ’fo
the unlikely event that you fill the gap. (This is important for the 1980's.)

have more cards than spaces, e |If a card is rotated, it maintains its new
just put them next in line. orientation when exchanged or moved
to another Influence Area or The Past.

Your Influence Area has
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MoTes on SPEciFicaTions
Random means that cards are shuffled e Your Total Influence is the sum of all

4 _4

and then a card is drawn. face-up cards in your Influence Area.
Chosen means that the player of the e All cards or all rotated cards is the tally
indicated color looks at all cards in the of all such cards in your Influence Area.

specified location and picks one.

SPECIiAL EFFECTS

All special effects rows appear on a colored bar. The color indicates the type of effect.

DELAYED

The icon row on the black bar is an Check the detailed card explanations on
effect that is triggered in the next round. pages 14-16 for the individual timing of
Afterwards, the card is moved to @ each delayed effect.

The icon row on the orange bar shows
which condition must be met by a player
to be considered orange. Orange then
activates the effect row under the plate.

MODIFIED INFLVENCE

The icon row on the pink bar applies
only during scoring and only if the card is
rotated. It increases the influence value
of the card.




ExXAamPLES

Below are a few examples of how card effects work during game play. Scan each QR code
to watch a more detailed example in action!

ExampLE |: STanDARD EFFECT

e You are the coin-owner at the beginning e
of the round: You play a card to your
Decision Space first.
6:

Your card'’s effect: .
Take a 4 influence

card from your rival's
Decision Space and
move it to The Past.

e Then, your rival
plays a card to their
Decision Space.

Rival’s card's effect:
Select a card of your
choice from yourrival’'s
Hand and trigger its effect. ~ * o

ExampPLE 2;: DELAYED EFFECT

This effect appears in all 3 eras. First, you o
move such a card to your Temporary Space.
Only in the next round will you activate its
Delayed Effect.

All cards with a delayed effect
show this icon. These card
effects can only be

used after playing
the card yourself.

\'\

Your card has the higher Influence
Value, so you keep the coin. You then
choose which of the played cards is
triggered for its effect.

You decide to trigger your card for its
effect. Since the card of your rival isn't
a 4, your card will have no effect.
Then, move your card to

The Past.

Your rival collects their
card.

L=
ExampLE |

You trigger this card

with a delayed effect: 5

Your card'’s effect:

o |n the current round:

Move this card to your
Temporary Space.
(Your turn ends after
this action is completed

and your rival collects their card.)

In the next round: Both you and
your rival play cards to your Decision
Spaces simultaneously.

The effect of Night Watchman is now
resolved and the card is moved to The
Past. Afterwards, the newly played
cards are resolved.



ExampPLE 3: CHECK EFFECT

This effect appears on the Dark Ages
era cards. They have a special condition
that determines who triggers the card's
standard effect below the orange bar.

* You trigger this card
with a check effect:

Your card'’s effect:

e Check: The player
with the highest
total influence in
their Influence Area
is orange.

Orange player takes a card of their
choice from their hand and exchanges it
with a card of their choice from The Past.

Let’s say your rival has the highest
total influence. Therefore, your rival
exchanges one card from their hand
with a card from The Past.

ExampLE 4: MoDpiriep inFLVENCE EFFECT

This effect appears on the 1980's era cards.
If rotated they have a special Influence
Value at scoring.

e You trigger this card with a modified
Influence effect:

4

Your card'’s effect:
* Rotate your card 180

degrees and move it to

your Influence Area.

(Your turn ends after

this action is completed

and your rival collects

their card.)

Modified Influence
Effect:

This card is now worth 4 times the
total number of rotated cards in both
players' Influence Areas, instead of its
base value.

Let's say this rotated card is still in your
Influence Area at the end of an era and
there are a total of 3 rotated cards in
your and your rival's Influence Areas.
The Modified Influence

value equals: [=] o [m]
oy ot
4 (Base Influence) x 3 ot :_j._h:._...

St

ExampLE 4

(total number of rotated
cards in both Influence
Areas) = 12 Influence.




Campraicn

A Campaign is played over the course of 3 eras. You can play any 3 eras in any order.

You will track the Victory
Points (VP) won in each
era on the VP track using
the VP standee.

CHANGES TO: SETVP

1. Place the VP standee on the middle
space of the VP track.

2. Shuffle the two Time Traveler cards
of the chosen era and place one face
down in front of each player as the
first card of their hands.

CHANGES TO: GamEPLAY

Face-Down CaRDS

After completing the Draft phase, you
should have a hand of 7 cards.

Choose 1 and place it face down on the
highlighted space in your Influence Area
(next to the VP Track).

Specifications:
e Face-down cards DO count towards
your total number of cards.

e Face-down cards DO NOT have any
Influence Value.

Actions at @ or ®

DO NOT reveal or look at any face-down
card.

e You MAY move or exchange face-down
cards. Keep them face-down!

e A face-down card that is moved to @
or e becomes a normal card.

e Remember: An entire effect must be
able to be executed. Otherwise the card
is triggered for no effect.

CHANGESTO:
Enp oF an ERa anb ScoRrinc

BEFORE scoring: Reveal all face-down cards
at

Scoring:

¢ Note: Time Travelers in your Influence
Area can give you both influence and VP.

¢ At the end of each era, calculate the
difference between both players'
Victory Points and move the VP standee
that many spaces in the winner's direction.
Important: The VP standee cannot
move beyond the bounds of the VP
Track. It can only be moved to the
last space on the VP Track, even if the
winning player earns more Victory
Points than can be marked.

Next Era: The winner of the previous era
starts with the coin on their side.

END OF THE CAMPAIGH

After you have played 3 eras, the player with the VP standee closer to their side wins
l 2 the campaign. In case of a tie, the player with the coin wins.



ExampLE: CampPaicn SCORING

At the end of each era, reveal face-down
cards before counting up Victory Points.

10 e'b\

e

-> > B2 O=p

Era

Your rival wins the era and has 1 Time
Traveler: They gain 3 VP. You gain just

1 VP for 1 Time Traveler.

The VP standee moves the difference of 2
towards your rival.

Era

Your rival wins again! They have 1 Time
Traveler this time, and you have none.
Your rival has gained 3 VP, but there are
only 2 remaining spaces left on the VP
Track. The VP standee is moved those 2
spaces and stops its movement at the end
of the track.

Era

You win this era with both Time Travelers
in your Influence Area! You have 4 VP and
your rival has zero. The VP standee moves
4 spaces toward you and lands on the
middle space — ending the game in a tie.
Fortunately, you are also the coin-owner:
You win. What a comeback!
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ARciBAT
EGYPT

FARMTER_

Select a card of your choice from your
rival's Hand and trigger its effect.

A

Tim TROVELER_ .

Take a card of your choice from The Past
and trigger its effect and move it to your
Influence Area.
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