PGO Time Hammer Examples Pages

These pages are meant to support all Time Hammer rules books. Pages are in chronological order.
1-5 Happen in round one.

Page 6 and 7, skips Round 2 and goes directly to Round 3. Page 6 & 7 focus on attacks and their results.

All pages have ledgers to show beginning and ending states of the page they are on.

Leaders are at the start of a round, a turn or a phase.

Start of Jorange |Cards|O[Acts |0|Jams [0]Agents|O
Turn  [white |Cards|[O0]Acts [0[Jams |0[Agents|O

Leaders are at the end of a round, a turn or a phase.

End of |orange |Cards|1]|Acts [0]Jams [0]Agents|3
Phase |white |Cards|1|Acts |0]Jams [0]Agents|2

The ledgers are there to help you and me keep track of Orange and White/ Cards (in their Hand)/ Acts (their available actions)/
Jams (their available Jamais’) / Agents (they have in play, on decades).

So the ledger on the bottom of page 1 would read for Orange: Cards (5 cards)/ Acts (2 actions)/ Jams (2 Jamais’) / Agents (1 Agent in play).
So the ledger on the bottom of page 1 would read for White: Cards (6 cards)/ Acts (0 actions)/ Jams (0Jamais’) / Agents (0in play).

—_

End of |orange|Cards|5|Acts |2]Jams [2]Agents
Phase |white |Cards|6]Acts |0]Jams |O]Agents|O




IPG1 [Startof Jorange | Cards]6] Acts J0[Jams |1]Agents]O
Round |white |Cards|6]Acts |0]Jams |1]Agents|O

In Setup 4 Actions & 1 Jamais’are placed in

Round 1: Oranges’ Prep Phase
Orange can set Fido on any decade

Orange & White 2020 reserve e M| (due to no Orange agsnts in play) &
as well as, 1 Jamais'in their Command Cord ue sets FIDO on 1990, taking Command.

. Take thiscard when you have Gain a skill: Shift historian from 1 to 2.
future Epochs, to show it is e

available to them. A 2050 -

Start of Discovery phase,

gain + one Jamais, if you

Hammer is in Dé-ja vu. Game Wi antwo
iS Set at four rounds. ”Nice!” (Shift Jamais' from reserve, to its’

Available Box).

Actions
In Discovery Phase:
Holding all Decades, in this
Epoch, advances your Skill +1

In Oranges’ Discovery Phase

Orange gets 2 Actions & 1 Jamais;, due to, 1990 command.
Next they draw for skill & get a Flux of zero, matching the
1990 ID, which they hold. They would get a +1 skill but,
White uses Jamais’to force a reboot, which is a Flux of 2,
matching 2010. Instead of using Jamais,
Orange saves them by accepting the result.
Now Orange must chose any available asset,
S— and picks Draw Bonus. Hammer cards drawn

5 Agents in play.
'ou have no Agents go

s Prase.For Col o for Flux/Stasis, do not cause Time Hammers.
Once used, always add Hammers to Dé:ja vu.

End of |Orange [Cards|5|Acts [2]Jams |2|Agents|1
Phase [white [Cards|6|Acts

Command Card

Take this card when you have
the most agents in 1990.
Keep this card face up.

Theory

Start of Discovery phase,
gain + one Jamais, if you
have less than two.

(1250 ¢

&
Actions Jamafs”
In Discovery Phase:
Holding all Dacadas, in this Reserve

Epoch, advances your Skill +1

b 2010 ] o o

(Shift Jamais' from reserve, to its’
Available Box).

+1 Due to Prep




Command Card

Theory

have less than two.

Command Card

Theory

Available Box).

Start of Discovery phase,

[Shlft Jamais' from reserve, to its”

ake this card when you have
the most agents in1990.
Keep this card face up.

Start of Discovery phase,
gain + one Jamais), if you
have less than two.

(Shift Jamais' from reserve, toits'

ake this card when you have 0 00
the most agents in1990. /
Keep this card face up. m et

Players limited to

gain + one Jamais), if you 5 Agents in play.

p Phase, Roll Call s

Actions
In Discovery Phase:
Holding all Decades, in this
Epoch, advances your Skill +1

Players limited to
5 Agents in play.

Actions
In Discovery Phase:
Holding all Dacades, in this
Epoch, advances your Skill +1

v
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Start of [Orange Cards|5]Acts 12[Jams |2 Agents| 1
Phase [white [Cards|6[Acts |0[Jams [0]Agents|O

Round 1: Oranges’ Draw Phase

Orange holds 5 cards & discards one card. Holding 4 cards &

1 Draw Bonus, they will draw 3 more to hold 7. During Oranges’
Draw phase White plays “Asset Module” gadget to get one Jamais.
Finally Orange completes their draw phase with a hand of 7.

owing
the phase you play this card in:

Play in Discovery Phase: Gain 1 Jamais.

STASIS

Round 1: Oranges’ Action Phase

Orange uses 1 action & 1 card to set Buzz on 2010 and taking command. Holding two
decades allows Orange to set Flash on 2020 with zero card cost & 1 action. Orange is
out of Actions and buys an action. They keep their Jamais’ & discards 3 cards. Now they
can play Black Hole Box shifting Buzz to 2000 and Flash to 2010. Orange commands

all past decades. If White had agents in play it could have affected them as well.
Orange now passes their turn to White.

-@

Cost to Play

STASIS

End of |orange [Cards|O|Acts [0]Jams |2|Agents|3
Turn  |White [Cards|5]|Acts [0]Jams |1][Agents|O

Command Cal

[Take this card when

STASIS




IPG3 2010 and 250 are in Dé+ja vu.

nnnnnn

In Whites’ Discovery Phase

They pick the Jamais’ asset. Flux of four, al
causes Dé:ja vu to be drawn and it's a 2050

Hammer must be repaired. Since only one
agent is in 2050 the LV remains 8. Since
White has +1 repair due to its Command of
2050 White needs a 7 or more Stasis to get
an 8 (7 + 1) to repair it. White draws a Stasis

Jamais’ for a Reboot. White draws Stasis of
(no +1 skill) the Hammer. Return Hammer to

of Whites' turn. OUCH!

Compensation: Get Asset

Actions
In Discovery Phase:
Holding all Decades, In this

Epoch, advances your Skill +1
2 D10
Draw

White gets 2 Actions. Next they draw for skill
& get Flux of four, matching a 2020 ID (no Skill).

Hammer. Decade 2050 is held by Lady so the

of 7. Just enough to repair, but Orange uses
“P” (for Paradox), resolving but not repairing

Dé-ja vu & no Jamais’ can be used for the rest

Agents|3
Agents

orange |Cards|O[Acts |0|Jams |2
white |Cards|6[Acts [0|Jams |1

Round 1: Whites’ Prep Phase
White can set FIDO on any decade
(due to no White agents in play) &
sets FIDO on 2050, taking command.
Gain a skill: Shift historian from 1 to 2.

Start of
Turn

Actions
In Discovery Phasa:
Holding all Dacadas, In this
Epoch, advances your Skill +1

SO

J | mesimos|
@* Use 1 card, to

set on any decade.
If lost put in owners hand.

Players are limited to

5 Agents in play.

If you have no Agents go to:
Prep Phase,Roll Call step.

Command Card

[ake this card when you have
the most agents in 2050.
Keep this card face up.

Cyber Helmets

When in Command of

2050, all your agents raise
heir Repair by one. Add to your hand any one Agent card

that is in the discard pile.

or

Swap any Agent in your hand with any
Agent in any Epoch Panel. Neith

STASIS

J | mesons]
@* Use 1 card, to

set on any decade.
If lost put in owners hand.

Command Card

Take this card when you have
the most agents in 2050.
Keep this card face up.

Players are limited to
5 Agents in play.
If you have no Agents go to:
rep Phase,Roll Call step.

Cyber Helmets

When in Command of
2050, all your agents raise
their Repair by one.

+1 Due to Prep

1{Jams |1]Agents|3

Jams |2

Agents| 1




P

End of |orange [Cards|O|Acts |0|Jams [1]Agents|3

G4 . J
Round 1: Whites’ Draw Phase Phase |white |Cards|5|Acts [2]Jams [2]|Agents |

@* Use 1 card, to

set on any decade.
If lost put in owners hand.

—_

jents raise|

Players are limited to

For sake of example, Ignore on pg 3: this turn is in Paradox. White holds 5 cards & discards one.

Holding 4 cards and no Draw Bonus White, will draw until they hold 6. On their 2nd draw White s
reveals a 1990 Hammer which is held by Rusty (see page 3) so the Hammer must be repaired.
Since only one agent is in 1990 the Hammer LV
remains 8. Since Orange has zero repair they need

8 or more Stasis to repair the Hammer & draw a Stasis
of 9. That is more than enough to repair it, but White i
uses a Jamais, to Reboot Stasis and gets 3. Orange now e
uses a Jamais, to_reboot the 3 Stasis and gets a Stasis 1% [V

of 6 (6+0), a fail. With no Jamais’left, Orange must

accept the result. Rusty is sent to 2020 (not discarded) and the Hammer shifts to 2000.

Note: Losing Rusty stopped Orange from getting guaranteed +1 skill (in thier Discovery Phase) for holding all 3 past decades.
2000 is held by Buzz so the Hammer must be repaired. Since only one agent is in 2000 the Hammer LV remains 8.
Orange need 8 or more to repair and draws a 9 Stasis. White uses their last Jamais,

to Reboot Stasis and gets a 2nd 8. With no Jamais' left, White accepts the result.
Only Orange was in 2000, so they alone get +1 skill. Put Hammer in Dé-ja vu.
White puts the Hammer in Dé:ja vu. now completes their Draw to 6.

Actions

Failure to
repair Hammer
shifts it towards
to 2020.

LYNTLH
In Discovery Phase:
Holding all Dacadas, In this
Epoch, advances your Skill +1

NSaz

+1 Due to Repair m

=
+1 Due to Prep @g}l
Agents ? gn;

Agents

Sent to 2020 & Orange lost
command of 1990.

End of |Orange|Cards|1]|Acts
Phase |white |Cards|6[Acts

STASIS




(ShiftAct or
On Guad Agnt, to it Avallable o]

PG5 Round 1: Whites’ Action Phase g | ‘ J

®
Start of |Orange [Cards|1|Acts [0]Jams [0]Agents|3 o e CO ©S;t’f;1a$’gé§; - 0

Phase [white [Cards|[6[Acts [0[Jams [OfAgents|1 If lost put in owners hand.

Take this card when

it ! for e - . T
s 2 the most agents in 2| Players are limited to

White Recruits Geek on 2020 for one action only. s o, G Keep this cardfalf |, SAgems ol _
White uses a Jump card and their last action to N | 7
Jump Geek from 2020 to 1990. The distance is
three so Geek needs a result of 3 or more to get
to 1990 and draws a Flux of 2 plus their +1 Jump
bonus, gives Geek a result of three (that was close).

On Guard Cost

o

AV e | S STASIS

L2200 of

White places Geek on 1990 and takes command. ; Actions
White still has 4 cards left. They chose to buy an S,

Action an use it to put Geek “On Guard”.
Whites' turn is over and next round begins
with Oranges’ Prep Phase and turn dieto |3

ur Epoch panel.
ted to five Agents in play.

troni 5 d
while lea ne in:
2030 ind 2050,

Actions
In Discovery Phase:
Holding all Dacadaes, in this
Epoch, advances your Skill +1

Players limited to

5 Agents in play.
'ou have no Agents go t
p Phase, Roll Call s




Start of |Orange Cards|6]Acts 14]Jams |1 Agents|3
Phase |white |Cards|3]|Acts [0]Jams [1[Agents|3

PG6

Round 3 (Round 2 Skipped): Orange Action Phase

Orange sets Robby on 1990, using 1 action & 1 card (7990 Command remains White). Using Robby in 1990,
Orange readies an attack (one action) on Geek (alsoin 1990) and draws a 2000 Hammer with a Flux of one.

Cost to Play

2040

STASIS
Command Card
() OO 5 Y iy Take this card when you have
( ) the most agents in2040.
Keep this card face up.

» S _ A A Players limited to
i 5 5 Agents in play.
In Discovery Phase: s 5 — f’roton Baths
Holdingall Decades, In this i p s s! When in Command of
Epoch, advances your Skill +1 . — s - 2040, all your agents raise

their Attack bonus by one|

STASIS

& Use 1 card, to o
set on any decade.

Bt e > N y Geek Esca pe Jumps If lost put in owners hand.
e a st ; 4 '“M E 3 tO 2050 WhICh IS also . o "’u o Players are limited to

5 Agents in play.

a LO n g J u m p_ I If you have no Agents go to:

Cyber Helmets rep Phase,Roll Call step.
On Guard

\\\\\\\

hen in Command of

s STASIS

Orange calls off the Attack because an attack result G s
of 2 (Flux of 1/ +1“A0"/ +1 for 2040” is weak. Because [ 1990 ¢
the Flux Card is a Hammer it cannot go in their hand.

Orange instead will get a Jamais' The Hammer is put : Actions
in Dé-ja vu. Orange readies a 2nd attack (one action) and : Eﬂ';ﬁﬁ%";'::",
gets a flux of 5. Orange Launches the Attack (totaling 6) z 010

face down. White uses On Guard cube to Escape Jump

(no Jump Card ) to Long Jump to 2050 and gets a flux of 4/ +1/+ 1 for 2030 Jump Command Card
bonus making a result of six which is the actual distance to 2050 in decades (and a success). I;Ee;'gjt‘:;‘i:{?f:z{,‘;‘g“ave
Orange reboots (last Jamais’) to get a Flux of zero Jump Card (afail) . White now reboots

(last Jamais’) to get a flux of 7 successfully Jumping to 2050 and gaining a skill (now equal to
Orange). White escaped so Orange won & keeps their flux card. Also due to majority, Orange
takes command of 1990 and uses 1 action to put Robby On Guard and three cards to buy

@ 2} one Jamais! End of Jorange[Cards[2[Acts [0[Jams [1]Agents[3

Phase |white [Cards[3[Acts [0[Jams [0]Agents|3 4 oo

Null Projector
When in Command of
2030, all your agents raise
eir Jump bonus by one,




S Start of |Orange Cards|2]Acts 10]Jams |1 Agents|3 J
. . Phase |white |Cards|6[Acts |2][Jams |O|Agents|3 BT 0® e, G|
Round 3: White Action Phase o R

Cyber Helmets

Action 1: White Jumps Geek to 2040 (who needs a Flux of zero or more, due to Geeks’J1 bonus and the 2030 bonus). Ee—
Action 2: Geek Readies an Attack on Rusty & gets a 5 Flux + A0 = 5. White places it face up to '
Launch. Orange stands & draws flux of 1, reboots (last Jamais’) to get a 5 Flux +A0 + 1 for 2040 = 6,
a win for Orange? White plays Flux Module & reboots their 5 Flux to get a 6 Flux + A0 = 6, a tie (attackers
win ties) so Orange loses the Attack and returns Rusty to their hand. Since White
| won the attack they keep their
f Flux card & take command of

If lost put in owners hand.

Players are limited to
5 Agents in play.

If you have no Agents go to:

Prep Phase,Roll Call step.,

heir Repair by one.

ama i Re— = (hisAgenton

2040. White buys a Crucial dc 4 re e oo

mpeeeeeina - f Jump for Zeus to jump from : . Actions : nein
The player who revealed the Flux card 2030 to 20‘I 0 and draWS a ﬂUX Of 0 HaldlnnnllDest,lnlhls

iscards old Flux card then draws new Egoch; advanosyour SHll1
gluxc:rdt‘:iplace sr::/iou(:draw. ZerO/ +J1 / + 2030 bon US = 2,
s just enough to get to 2010.

STASIS

STASIS

e o
Keep thi cordface up.
Proton Baths
Zeus was built by
QI David Reyes while ha

Start of Discovery phase,
gain + one Jamais, ifyou
ave less than two.

On Guard

(hiftJamais'from reserve, to s
vailble oy

—  sTASIS

= sTasis

P AN
(1990 ¢ =~ ; —.
rtla - Fu ¢ ) e mata

Actions
In Discovery Phase:
HoldIng all Dacadas, In this
Epoch, advances your Skill +1

White buys an action with 3 cards so Zeus can

Attack Flash & draws a Flux of 3/ +J1/ +1 for 2040

bonus, for a result of 5 and launches face up. Orange has a Jump card,

but does not Escape Jump and chooses to Stand & draws a flux of 3 + J1 =4,

losing the attack and Command of 2010. White gets their flux card and passes
turn. One more round!

+1 Due to Prep

(Shift Action fom reserve or-
00 Guad Agent, o ts Avallable o]

End of |Orange|Cards|2]|Acts |0[Jams [0]|Agents|2
Round |white |Cards|1]Acts |0[Jams [0]|Agents|3




