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Time itself is testing you!

Join forces to tackle the challenges posed by the clocks found throughout different universes, from
“Awakening” to “Rebirth”. Play and replay the levels at your own pace while discovering a game experience
filled with ever-evolving challenges and limitless possibilities.

Take Time is a cooperative game where players work together to pass various tests, and win or lose as a
team. To succeed, you must strategically play 12 cards facedown around a clock, following the special rules
given for each test. The game includes 40 tests, each with increasing difficulty and new rules to govern play.
So take time to enjoy the wonderous journey from start to finish!
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WATCH THE RULES VIDEO!
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GAME OVERVIEW
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GAME SETUP

The game’s 40 tests are divided into 10 chapters, each o S Sy B\ -
containing 4 tests, which are represented by clocks. Each time . 4 s /
you play, you can attempt to complete any number of these tests
in series, for as long or short a play session as you desire.
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Place the Reminder token
corresponding to the number
of players near the play area.
Return the other Reminder
tokens to the box. Place the 3
Bonus tokens facedown next to
the Reminder token.

The first time you play, you should start with clock 1 from

Chapter 1. If you succeed, proceed to the next clock. Once you

have completed all 4 clocks from Chapter 1, proceed to clock 1 from
Chapter 2, and so on.

Flip the clock on top of
the stack faceup and
place it in the middle of
the playing area.

If you fail a test, you can either try it again, or place the clock into the
Sleeve of Regrets and come back to attempt it again later.
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For your first game:
Take the Chapter 1 sleeve and remove the
four clocks. Place them in a facedown stack
nearby, arranged so that the 1* clock is on

This rulebook

12 Solar cards (numbered 1-12) & 12 Lunar cards (numbered 1-12)
3 Reminder tokens

3 Bonus tokens

10 Chapter sleeves, each containing 4 Clocks and 1 Rules Sheet

1 Clock Hand ﬁ::h.».
-4 ‘.;l“:

1 Sleeve of Regrets €
(empty at the beginning of the game) ™ &%

1 Rebirth sleeve containing Che.
1 Rebirth clock, 1 Second Hand J" B
and 6 tokens A

the top and the 4% clock is on the bottom.

For subsequent games:

If you managed to complete all 4 clocks
within a chapter during your previous
session, retrieve and use the clocks for the
next chapter.

If you still have unfinished clocks from
a chapter, you simply continue playing
where you left off.

If you have any clocks in the Sleeve of
Regrets (explained in more detail later),
place them facedown on top of the stack
in the order of your choice.

“ To start each test, shuffle the Lunar and
- Solar cards together to form a single
deck, then deal 12 cards facedown to

the players:

: Each player receives 3 cards.

’A {g} Each player receives 4 cards. E
Each player receives 6 cards (divided into —

1_ - -
two groups: one containing 4 cards and the If using a clock from
Place the remaining cards other containing 2 cards; see page@ ). chapter 3 or later, place
to one side. the Clock Hand nearby.

IMPORTANT

Players are NOT allowed to look at their cards at this point.
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Each clock consists of 6 segments, some of which

contain special rules that apply to that segment.

Some clocks also contain a special rule depicted

in the center, which applies to all segments for
that clock.

If a clock depicts a Clock Hand printed

on it, this indicates which segment is the

“starting segment”.

) Segment

Playing a test consists of 3 Phases:

Players discover the nature of the test and discuss
their strategy without looking at their cards.

PLACEMENT f|
Players place cards facedown next to the segments et
of the clock in an effort to satisfy the general rules Rule

for the game, as well as any special rules that apply
to the current clock.

‘ Clock Rule

Players ensure that they have placed at least

1 card next to each segment around the clock,
and that the sum of the card values next to each
segment are in ascending numerical order without
exceeding 24. Additionally, they must also verify
that they adhered to any special rules for the test.

DlSCUSSlN PHASE

V.

Players begin each test by reviewing the rules for the current
clock and each of its segments, referring to the Rules sheet
provided within the associated Chapter sleeve.

Players then freely discuss a strategy for Q 1 FOREXAMPLE:  F Q

completing the test, but may not look
at the faces of their cards. During this
Phase, only the colors of the cards each
player has is known, since you can see
only their backs. <
You are allowed to discuss various strategic
aspects of the game, but you may not use or
devise codes or signals for communicating
things that do not relate to game actions.

Once all discussion are finished, players then pick up their cards and look at them. From that point on, nothing
else may be said.

If a player picks up their cards before other players have finished their discussion, that player may no longer
participate in the discussion. When all players have looked at their hands, proceed to the Placement Phase.
Players may rearrange the cards in their hands at any time, but may not communicate any specific
information by doing so.

:'f@ In a 2-player game, each player has two sets of cards: one containing 4 cards, and the other
containing 2 cards. At the end of the Discussion Phase, they only pick up their set of 4 cards,
leaving the 2-card set facedown without looking at them.
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| PLACEMENT PHASE
9

IMPORTANT

Communication between players is not allowed during this Phase. You must understand
one another and coordinate your efforts solely through the cards you play.

Any player can begin this Phase. This is done without any consultation with the other players. They do so by
placing 1 card from their hand facedown next to any 1 of the 6 segments around the clock.

The next player to the left then takes their turn by
selecting 1 card from their hand and placing it next to
the segment of their choice, which may be a segment
with 1 or more cards next to it, or one with no cards.
Continue this process, proceeding clockwise around
the table, until all players have placed all of their cards.

When all players have placed all cards from their
hands, proceed to the Resolution Phase.

If multiple cards are placed next to the same
segment, overlap them slightly so that the number
of cards that have been played (and their colors) can
be easily distinguished.

At any time during this Phase, you may check or
confirm any known information that you may have
forgotten. For example, you may ask who placed a
specific card, or secretly look at the face of a card
that you have placed to confirm its value. You may
not look at facedown cards placed by other players.
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PLAYING CARDS FACEUP

By default, cards should be placed facedown around the clock. However, during each test, players may collectively
place as many faceup cards as there are @@ symbols on the Reminder token. The placing of faceup cards may
be done freely among the players but the decision to do so cannot be discussed openly during this Phase.

FOR EXAMPLE:

urence believes it is wise to place
her 8 next to the 5th segment.
However, she recognizes that others
may struggle to determine its value,
so she decides to place her 8 faceup.

—

|@ In a 2-player game, each player starts with 4 cards in hand (with their other 2 cards still
facedown in front of them). After both players have placed 2 cards from their hand, they take
the remaining 2 cards and add them to their hand.



Starting with the segment with the Clock Hand and proceeding clockwise, reveal each
facedown card, being careful not to alter the order of the cards.
The value of a segment is equal to the sum of the values on the cards placed next to it.

@ At least 1 card must have been placed next to
each of the 6 segments.

' FOR EXAMPLE:

9 The value of each segment must be equal to or
greater than the previous segment. In other words,
the segments must increase in value (or remain the
same) as you proceed clockwise from the Hand.

(-

€@ The value of each segment must be less than or
equal to 24. Note that this limit does not apply to the
first 3 clocks from Chapter 1 (as indicated by the {:
symbol in the middle of the clock).
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In addition to these requirements, each clock has
special rules that you must comply with in order
to pass the Test. Each of these are explained on
the Rules sheet for the Chapter. Some rules apply
to the entire clock, while others apply to a specific
segment.

Individual segments may be affected by several rules.
Most of these rules are conditions that must be met
& during the Resolution Phase, while others indicate
,@ what is allowed during the Placement Phase.

IF YOU PASS THE TEST »{ & |-

Return the clock to its sleeve. Then take the next clock
from the stack, placing it faceup in the middle of the table.
Once you finish a Chapter by completing all 4 of its clocks,

store the Rules sheet inside the sleeve with the
completed clocks and place it at the bottom of the box.
Then take the next Chapter’s sleeve, remove its contents,
and continue to play.

Regardless of whether you pass or fail, shuffle all of the cards
together and deal them out for the next test as described
in Step 4 of the Game Setup.

IF YOU FAIL THE TEST »( @ |-

Flip a Bonus token face up. Each faceup Bonus token allows the group to
collectively place 1 additional faceup card during subsequent attempts.
Once the test has been passed, all Bonus tokens

are flipped back facedown.

SKIPPING A TEST »{ @& |-

If you find a particular test too difficult, you may choose to skip
it. To do so, flip any faceup Bonus tokens facedown, place the
clock into the Sleeve of Regrets, and proceed to the next

test. You may go back to it another time and try again.




The Sleeve of Regrets is empty at the
beginning of your first game. As you
progress through the game, you can use
this sleeve to store any clocks you skip,
allowing you to attempt them again later
(as described in Game Setup).

When you attempt a clock from the Sleeve
of Regrets and succeed, return this clock
to its original sleeve. When returning
components to the box between game
sessions, place the Sleeve of Regrets on
top of all the other sleeves.
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You complete the game when you have
successfully passed all 40 tests. However,
after you have attempted all of the tests
in the game (successfully or not), you may
open the Rebirth sleeve for additional
replayability.

w

if'you wishito replay thel TR e Carefully observe the colors of the cards played by the other
the beginning, reset the contents as players, as well as those of the cards remaining in their hands.
follows: Even if there are no special rules from the current test regarding

card colors, you can often deduce useful information from them.
c Place the Rebirth sleeve at the
bottom of the box, ensuring that all its
associated pieces are stored inside it.
e Return all clocks and Rules sheets
to their original sleeves.

9 Sort the Chapter sleeves and place
them in the box with the Chapter 1
sleeve on top.

o Place the empty Sleeve of Regrets
on top, followed by the remaining
game components, including the cards,
Clock Hand, tokens, and rulebook.

Learn how to use faceup cards effectively. Playing a card faceup
can be a way to signal the other players for help. Conversely,
choosing not to reveal a card can also convey important
information, especially if everything is going according to plan.

During the Discussion Phase, agree amongst yourselves on how
to begin the Placement Phase. The player who believes they
have the best hand to start should play the first card. If no one
has an outstanding hand, there may be some hesitation before
someone decides to play the first card, and even this hesitation
may provide useful information to the group.

If you fail a test, take some time to discuss and refine your strategy,
as well as what to do differently, before attempting the test again.

Working through the various tests is a learning process that

can take a long time. You will have to manage your mood and
determination by knowing when to persevere and when to take a
break. This includes learning when to insist on trying again on a
failed test, and when to skip it and just move forward. Above
all, be patient with yourself and with the other players. In the
end, you might even surprise yourself with your progress.
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————— % ALEXI PIOVESAN |

First of all, a heartfelt thank you to
Julien for collaborating with me on
creating Take Time. | appreciate your
trust, sensitivity, and advice that always
pushes us onward.

| want to extend my gratitude to my family
for their unwavering support and the
countless days spent testing the game.
A big thank you to the entire Libellud
and Lab4games team, especially Anouk,
Vincent, and Frangois, who believed in
this project. Thank you, Maxence, for
your quick adaptation to the project
and for all that you contributed to it.
I would also like to thank Matthis for
challenging us while remaining attentive
to our intentions as authors. Thank you,
Maéva, for your artistic vision of time,
which harmonizes beautifully with ours.
And thank you, Maud, for enhancing
Take Time with your illustrations that
truly transport us beyond time!

Finally, an eternal “thank you” to
everyone who tested the game or
participated in its creation, whether
directly or indirectly. May your game
sessions bring you magical moments and

joy!

First, 1 would like to extend a huge
thank you to Alexi for the trust he
placed in me, his perseverance, and his
meticulous attention to detail (down to
the nanosecond). | also want to thank
Simao and Quentin for pushing the limits
of time as they repeatedly tested all of
these clocks. | am grateful to the entire
Libellud team for their enthusiasm,
especially Matthis, who provided
invaluable support during these months
of development. Lastly, | appreciate
“Take Time” itself for giving me the
opportunity to curb my impatience while
providing the consistent and prompt
feedback I, as the game designer, needed
so much.

2025 GREDITS

Game Designers: Alexi Piovesan and Julien Prothiere

Artwork: Maud Chalmel
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For me, no game has been both more
enjoyable and more tedious to illustrate.
First, Id like to thank Mr. Frangois Décamp
for allowing me to test the prototype
created by Alexi and Julien, not knowing
that | would later be asked to illustrate it.
I’'m also grateful to Maéva for her precise
guidance (and Harmonies!), and for
providing a framework and freedom that
greatly contributed to the visual aspects
of this game, almost in a symbiotic
way. Thank you to all the efficient
members of the Libellud team, whom
| rarely met, but whose significant and
constructive presence | felt throughout
the successful creation of this project. |
extend my gratitude to the cosmic forces
for orchestrating this entire process for
the present moment. Lastly, thank you to

£ % Malou for simply being here.

Head of Creation : Vincent Goyat e Project Manager: Maxence Falempin
Development: Matthis Gaciarz & Thomas Cauet e Art Director: Maéva Da Silva
Functional Design: Thomas Dutertre e Graphic Design: Simon Hay
Production Manager: Stéphane Robert e Additional editing: Jéréme Vessiére

Edited by Scott Lewis e Rulebook Consultancy: Paul Grogan
The team is thankful to all people involved in developing this game.

Translator: Angelina Petrovic
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