
Time Warps add new challenges and 
opportunities for time tourists!

Next day’s Time Warp cards

Changes to Setup
Shu�e all the Time Warp cards. Draw 3 
and place them face up in a stack near the 
Clock. Return all the remaining Time 
Warp cards to the box.

Draw the top card from this stack and 
place it in the center of the Clock. This 
will be the only active Time Warp for the 
day. Give each player 1 Time Warp marker 
in the color matching their Pocket Watch.

Contains:
24 Time Warp cards

4 Time Warp markers
1 Time Warp rulebook

Time Warps

The Two Types of Time Warps
Activated - These will show an hour cost 
number on them. These can only be used 
once per day by each player.

Unlimited - These have a       symbol in 
place of an hour cost. Their e�ects will 
last the full day.

On your turn, instead of taking a  
History or Ancestor card, you may use an 
Activated Time Warp. 

Player Turn Changes



Time Warp Design by
Charlie Bink & Kristi B.

Visit us at
www.underdoggames.com

to learn more.

At the end of each day, discard the current 
Time Warp and return all Time Warp 
markers to their owners. Then draw the 
top Time Warp card from the stack and 
place it in the center of the Clock to be 
used for the next day.

Gaining Cards - Several Time Warp cards 
will let you “gain” History or Ancestor 
cards. This means you may take the card 
and add it to your Trek without paying the 
hour cost printed on that card. You receive 
all of that card’s bene�ts as well as the 
additional bene�t from the mat below the 
card (unless stated otherwise).

For Time Warp FAQ visit:
worldhistorygame.com/rules
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To use an Activated Time Warp, �rst move 
your Pocket Watch on the Clock the 
number of hours listed on the Time Warp. 
Then, perform the Time Warp’s printed 
ability. Finally place your Time Warp 
player marker on the Time Warp card to 
indicate that you can’t use it again this 
round.

You may use Time Crystals to discount 
the hour cost. No Time Warp may cost 
less than 1 hour. 

Example:
Markers can be stacked 
like so when multiple 
players use a
Time Warp.

End of Day Changes

Rule Clarifications


