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. The Wars of the Roses were %ﬁt berween the Houses of York
and Lancaster for over 3 decades during the Isth century in
England. The houses wére both branches of the royal family,
therefore the Wars were ori, as “The Cousins’
War”. Each player represents ‘houses as they fight
bartles and gain influence rol England.
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COMPONENTS
1 game board t
17 Action cards
1 Play Aid card

12 red cubes
(Lancaster)

12 white cubes
(York)

2 blue cubes
(French)

1 black cylinder
(Round marker)

3 six-sided dice
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ActioN CarDs

There are 2 types of Action card: Battle cards and Event cards.
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& GAME SEQUENCE

The game is played over a maximum of 5 Rounds, with each representing
between 5 and 10 years of the Cousins’ War. Each:Round involves
gaining influence across England and preparing for a climactic battle.

Each Round has 7 phases as follows:

1" Deal Action cards

2 Swap 1 Action card with opponent
3 Determine Battlefield

4 Play Action cards

3 Resolve battle

6 Victory check

¢ Clean-up If no winner is declared in phase 6,

continue to a new Round after phase 7.

) DEescrirTioN oF A RoUunD

When a player is playing a card, that player is the Active player and the
other player is the Opponent.
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Don‘t do this in Round 1, as Action cards were dealt during Setting up!

One of the players takes the deck of Action cards ugﬁgﬁbe Supply and
shuffles them. They then deal cards face dow each player until each
player is holding 6 cards, which they take into their hand to look at.
Either player may be holding a card from the previ nd, meaning
they would be dealt 5 cards. Put the rest of the card e box without
looking at them; these cards areig.;’t needed until next Round.
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If 1 player controls all 3 Rs, they are'd
game ends. = ’
If it is the 5th Round, and 1 piaye‘i@ntrgﬁ more |
opponent, they are declared the winner, and the
number of Regions controlled at the end of the,
the player who won the most battles,‘as shown b
Battle cards in their Reserve, is the winner. . +

If it is not the 5th Round, and no winner has been'es
to phase 7. e d T g

If either player is still holding an Action card, they I

this card in their hand or place it on the discard pile.

! One player then takes the discard pile and the cards
. in the box, shuffles them to create a deck and |

; ~ Supply. Remember to shuffle in all the Action ¢

“ Action card a player might have chosen to kee

.any Battle cards from battles that have already

* Move the Round marker to the next number
ew Round begins.

CREDITS

Game design: David J. Mortimer
Artwork and layout: Klemens Franz | atelier198
Published by: SSG Wargames e
Surprised Stare Games Ltd, 80 Fenton Road, Wa
HUNTINGDON, Cambridgeshire, PE28 25L, UK
http://www.surprisedstaregames.co.uk

© David J. Mortimer 2017




