Categorg: Abstract Stratc:gg

Mechanic:  Area Control

Players: 2-4
Time: 20 minutes

V) {: Age: 12+
C_omPonents:

6 areas, 57 tokens
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What is the game about?

You Play a Lord of a Season, bringing seasonal changes to the world. As time
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Summer, Summer bLJ Fall and Fall bg Winter. However, you want to turn the time

your way to have your season clommahng the wor[d

How do you win?

VVIWCI’] d” LJ()UF S€ason f]]CS hAVC }JCC]’] PldldCCJ to Jfl’]C game board or qou have a md]()l lt'ld O‘f’ S€ason ‘t’l[@‘i N one area,

your season dominates the world.

How do you play?

The P!aLJcrs take turn to P[aq season tiles to one of six ]'lcxagonal areas, cach of which has six season slots. The six
season slots are arrange& in a circle where each slot is a&jacent to two other slots. The six areas are also arrang;ed
. . S . - " —
in a circle where each area is adJaccnt to two other areas. -

Within an area, season tiles must be Placed in seasonal order.
Between areas, season tiles must be similar. If t]’]eg are not,
the later season will replace the earlier (e. g bprmg will

rcplace Winter).

Besides P[acing season tiles, a Pla\ger may turn one area
clockwise so that new seasons end up adiacent to each
other, resulting in one replacing the other. To rea”g twist
the time, a Player may turn all areas counter—c[ockwise,
r’csu[ting in several seasons replacing cach other. However,
since this turn is twisted, earlier seasons will rcp]ace later (c.g

Winter will rCPlaC,C SPrin§ )

Once a season is banished from an area, it may not easn!g return, so the Plagerﬁ will gmdua”L increase their local
dominance until a globa! winner emerges. To win Turn of Ti ime, you must find the turns that brlng;s most of your

seasons to the board while b]ockmg your OPPonents oppor tunities to replacc your seasons.

What makes the game special?

The uniquc mechanism of Turn of Time is the so called circular relation between the Players where A is stronger
than B, B is stronger than C etc. This mechanism, in combination with the revo!ving game areas, opens up
innumerous strategical Pat]ns. Should you accept bcing banished from one area to expand in another? Should you
Place your seasons so that tl’mcg can attack casilg or so that they are difficult to attack? Will the benefits of tuming
one or several areas outwcig]ﬁ the benefits other P[aqers may receive? Will you even be able to foresee all turns in

the game if all areas are turned? You must find the answer 9ourselFl
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