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, you are the winner!
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Goal of The ging

To be the only player with no cards remaining
in front of you.
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ﬂo The players settle around the playing area.
(20 The youngest player is the “first player”

éo Shuffle the cards. Make sure that
the “date” side of all cards are hidden.

/‘ﬂm Each player is dealt 4 cards (“date” side down)
and places them in front of him or her.

Under no circumstances can the player check the back
of the card (the “date” side)!

Experienced players are free to agree to start the game with a differen
cards, based on their level of experience with the game. It is often more
to have more cards in front of you.

&, The card pile is left in the middle of the table.



he Timeline with this card, trying to fit the items you have in front of you.

e ready to begin play!

0 First Player 9 Starting Card
9 Playing Area o Card Pile ]

o Cards given to the players

cwise. A round is complete only after all players have taken a turn.
e first player must play one of his or her cards next to the starting
the middle of the playing area during set-up):



4% 1f the player believes that their card dates from before the initial ca
their card to the left of the initial card.

4% 1 the player believes that their card dates from after the initial card th
their card to the right of the initial card.

After a card is played, turn it over so the “date” side is showing, and check thc
has been placed properly in the chronological timeline:

4% 1f the card was placed properly, it is left there, “date” side up, and the playe
is over.

4@ 1f the card was not placed properly, it is returned to the box. The player must dra
the first card from the card pile and place it in front of him or her (“date” side down),
next to his or her other cards.




player (to the first player's left) can begin his or her turn.

e first player has played his or her card properly, the second player can now
ose between three spaces in which to place his or her card: to the left of the
0 cards already played, to the right, or in between them.

“ first player hasn't played his or her card properly, the second player only
B 0 options (to the right or left of the starting card).

E ] If the second player is able to play his or her card properly, it remains on the
~ table with the “date” side visible. The timeline is simply rearranged so that a
~ space is left between each card.




Now it's the third player's turn.

4% 1f the first two playe aye
choose between four spaces... and so on. F

4% Players continue taking turns in this way until one or more
successfully added all of their cards to the Timeline. See “End of the

Spacial Rule

During the game, it is possible that a player will play a card with
a card that has already been played. In this case, he or she mus
adjacent to one another. The order of these two cards does nc



was able to play his or her last card correctly, start a new game round.
e player has no cards left, that player immediately wins the game!
e player correctly plays their last card in the same game round, the

ninated. The remaining players each draw one card from the card pile, and they
ontinue playing until there is only one player in a game round who plays his or her
last card correctly!
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