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1. Introduction

Seasons are a Cl’xanging. SPring is followed bg Summer, Summer bg Fall and
Fall bg Winter as years are added to each other. But changes do not Please
you. As Lord of a Season, you want your own season to Prevail. With your
powers, you can not on19 Prolong your season but also turn the time to
shorten the other seasons. Yes, you can even turn the time backwarcls,
Putting all seasons uPsidc down. But beware, the other Lords of the
Seasons will not ic“g watch your doings. The struggle has begun and the

seasonal changcs Wl” never ]DC tI’]C same again.

2. Game Components

® 6 hexagonal areas; each Wlth 6 l”lCXSgOﬂS

. 57 season tokens; 15 SPring, 15 Summer, 15 Fall and 12 Winter

Area Spring Summer




3. oetup

Randomlg BSSigﬂ H‘IC seasons to tlﬁ@ Plager as ‘FO”OW:

e 2 Player: | Plags Spring and I:a”, | Plags Summer and Winter; use 12 tokens
each.

e Plager: | Plags SPring, 1 Plags Summer and 1 Plags I:a”; use 15 tokens
each.

e 4 Plager: I Plags SPring 1 Plags Summer, | Plags Fall and 1 Plags Winter;

use 12 tOl(CﬂS each.
Arrange the areas and tokens according to the images below. Distribute all
the tokens to the respective Plagers. Spring alwags starts, followed bg

Summer, Fall and Winter.
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24 Objective of the Gome

The objective of the game is to Plag as many o1C your season tokens to the

hexagons on t]"lC areas as POSSibIC.




0. About the Seasons

The seasons have a seasonal order. Each season has a Prior season and a
Fo”owing; Spring is followed bg Summer, Summer bg Fall, Fall bg Winter and
Winter 139 SPring. Each season also has an oPPosing season; Spring and Fall
oppose each other and Summer and Winter oppose each other. (In the )
Player game, Fall is followed bg Spring and there are no oPPosing seasons.)

The areas rePresent the seasonal changes in clhq:erent Parts o1C the world.

Thé hCXEﬂgOﬂS T'CPI"CSCI’ItS S€asons cluring a 9ear‘ 2 l"lCXEigOﬂS on 68C!’1 area

are adjacent to other hexagons on other areas. When the 2 adjacent
lﬁexagons have the similar season, the seasons are in balance. Balance is

checked aFter every Plager’s turn.

I. If a season ends up acﬁacent to its Fo”owing season, the balance is

restored bg replacing the Prior season with its {:o”owing season (but onlg

it the Fo”owing season alreacl9 exists on the area).

2. 1f two oPPosing seasons end up acﬁacent to each o’cher, the balance is I
restored bg removing both seasons 2 and 4 Plager games onlg}.

In the example above, Summer is replaced bg Fall. Replacecl/removecl tokens
are returned to their Plagers (l.e. not discarded). See Fo”owing chapters for

more examples O‘F l’"IOW imbalances are createcl aﬂCl l"CSOlVCCl.



6. Actions

Thc Plagers take turn to do one (and onlg one) action.

a. Plag a season.
b. Turn a season.

c. Turn back time.

6. Play 2 Season

A season token may be Plaged to an emptg hexagon on any area IN seasona
order (assessed counter-clockwise, excluding empt9 hexagons). This means

that the {:o”owing conditions must applgz

1. The season before in order must be a similar or Prior season.

)

2. The season after in order must be a similar or Fo“owing season. E* -
In addition, a season token may not be Placed in imbalance, i.e. acljacent to a|

tO‘(Cﬂ O{: a di‘F]CCFCﬂt SEason on another area. Tl’"IC image bC!OW ShOWS lcgal

and i”egal Plags for SPring.

1. Between Winter
and SPring

3. Between Spring
and Spring

2. Between Spring

and Summer




‘6b. Turn 2 Season

A season may be turned Fortl'] bg ’cuming tlﬁe area one s‘ceP clockwise. The
lager must have at least one season in the area to turn it. This is

immediatelg FO”OWCC! 139 a Cl"lCC‘( ]COT' seasonal balance.

I. Spring replaces Winter i 2. 5pring and Fall

are removed

In the first example above, Winter is replaced bg Spring. In the second
example, Spring and Fall are both removed.

' 6e. Turn back Time

ALL seasons may be turned back bg turning ALL areas one step
COUNTER-CLOCKWISE. This action turns evergthing upsicie down so -
instead of rePlacing Prior seasons with go“owing seasons, it is the Fo“owing
seasons that are replaced Iif two OPPOSIte seasons end up acl)acent to each
other theg are still both returned to the Plagers The Plager Per?ormmg the

action C]"IOOSCS the OI"C{CI" n Wl’TlC]"l S€asons are replacecl

In the first example above Winter and Fall would end up acljacent to each

other and Fall would Prevaxl replacmg the Winter token with a Fall token.




7. Blocked Seasons

As time goes ng seasons will be blocked from actions in areas. The
restrictions for Plaging and rcPIacing seasons will block seasons in the

go”owing instances. Blocking other seasons will help you win the game.

Blocked from Plag Blocked from Replace

SPring can never be Plaged SPring does not exist on the right area
after Winter (and Winter and is blocked from replace. However,
never after SPring) so both SPring is not blocked from Plag.
seasons are blocked from Pla\lj‘ by P[aying on the right area, SPring

Only Summer and Fall can P[ag. will be able to replace Winter.

Onlg Summer can Pl89 SPring can neither Plag on the right area,

and will, if allowed to Plag ) nor replace Winter. Fall cannot Plag either but

more tiles to the area, win will, if allowed to turn the left area and
(see End of Game #2). remove Winter, win (see End of Game #3).




8. End of Game

A Plager wins if, at the end of the Plager’s own turn, any of the Fo“owing

conditions are fulfilled:

1. The Plager ends the turn with an emptg hand.
2. The player ends the turn with 4 season tokens on at least 1 area

(at least 2 areas in the 3 Plager game).
b The Plager ends the turn with no other season tokens on at least 1 area

(at least 2 areas in the » Plager game).

e players score in seasonal order:
Th PI Y | cl

olNsi Plagers: b Points to the winning season, 2 to the Fo“owing etc.

e 3} Plagers: 2 Points to the winning season, 1 to the Fo”owing etc.

A Plager close to victorg may c]"na”enge the others to double the victorg
score. Starting with the next Plager in turn, each Plager ends the turn 139
Placingl tile in the middle of the game board face up to accept and face
down to decline. This means that 1 tile less is needed to empty the hand. If
on|9 1 Plager ends up accep’cing, he or she wins with non-doubled score.

Otherwise, the game continues with doubled score and 1tile less at hand.
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