


" Asa floral designer, your goal is to accumulate the most money by filling the most or best
orders that come in. Each order you fill is worth a certain amount of money that you are paid
when you fill the order. The person with the most money at the end of the game, wins.
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« 6 Shop Cards
e 43 Order Cards

« 160 Coins:
40 Ones, 35 Fives, 25 Tens, 25 Twenties, 20 Fifties

» 94 Rose Tiles:
18 Rainbow, 18 Juliet, 16 Striped Dragon,
16 Osira, 14 Blue, 12 Black

+ 1 Market Bag

» 1Game Board

o This Rule Book
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Each player has a Shop Board that represents their floral shop. Buds purchased from the Market
go in to the left most box. Stock rotation moves Rose Buds from the left box, to center box
where they are flipped to the Bloom Side. Then the blooms move to the right box, then finally
back to the market bag.

Fresh rose buds Fresh blooms Mature blooms.
from the Market. (flipped tiles).
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= Order cards represent the orders you fill as a Floral Designer. The Order Cards have two prices
on them, Fill and Match. You fill an order card by using the Buds and Blooms from your shop.

To get the Fill value, you can /s
use either buds or blooms as [ £~ =
long as the Rose Tile is the | [ OReyal OVesit
right type of rose, Blue, Black, | |
Osira, etc. - | Fill $43 Match $65

To get the Match value, you %X?} ;,4 %3 % X1

must fill an order exactly by

matching the rose typeand | || Here....the Queen is

maturity (Bud or Bloom). You coming here...

must be able to fill an order Right, flowers! Uh, what

Fompletely or you can not fill - | kind does she like? | 66 Actually Queen Elizabeth Il likes
it at all. i | Pink Roses.
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Rose Tiles start out in the market on their Bud Rose Tile Front Sl Eh
side. After being purchased and added to your
shop, they age during Stock Rotation. Once you
purchase roses from the Market, you will have
three turns to use them.

The turn you bought them they can be used as
buds to fill orders. On your next turn during
Stock Rotation, they flip over and t_aecome Bldisn Bloomtciin
Fresh Blooms and can be used to fill orders as

Blooms. The next turn they move over to become Mature Blooms and can still be used to fill
orders as Blooms. However, on the fourth turn after purchasing them, during stock rotation you
. lose them and they are returned to the Market Bag. Plan wisely, you might want to sell them to
# other players during their Purchase Roses phase before you lose the investment. Don’t go broke

% hanging on to dead roses.




Setup

+ Give each player a Shop Card. This is Your Shop.

» Give each player $20 in coins. We suggest 5 Ones,
1 Five and 1 Ten. The remaining coins become The Bank.

« Choose a starting player. (The last person to buy flowers for instance.)

« Put all of the Rose Tiles in the Market Bag, then draw three Rose Tiles for each player (ie if there
are three players draw nine Rose Tiles, if there are four players draw twelve Rose Tiles) and place
them Bud Side up on the game board in the box that matches their type. This is The Market.

« Separate the Order Cards into two decks, one deck with the @ icon on the back and the other
deck without the ® icon. Shuffle each deck and draw ten order cards from each. Put the
remaining cards back in the box.

Place the deck with the ® icons face down on top of the other deck. This is the Order Deck.
Place the Order Deck face down on the game board in the space marked for the Order Deck.
Draw four Order Cards and place them face up in the marked spaces.
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Beginning with the starting player, players take their turns and play continues clockwise
%O around the table. During each player’s turn, each of the phases described below must be

completed before moving on to the next phase. For example, you cannot go back and buy
more roses once you have started filling orders.

A Turn consists of these phases:

« Rotate Stock: To rotate your stock, move the roses in your shop one box to the right. Buds
in the Fresh Buds box are flipped over and moved to the Fresh Blooms box, Blooms in the
Fresh Blooms box are moved to the Mature Blooms box. Blooms in the Mature Blooms box
are moved back in to the Market Bag.

« Trash Oldest Order OR Seed The Market: You can choose to either trash the oldest order
in the Order Queue, or seed the market, not both. If you choose to Trash The Oldest Order
in the Order Queue, discard the oldest order in the Order Queue. This is the order furthest
away from the order deck.

If you choose to Seed The Market you do so by drawing three Rose Tiles from the Market
Bag and placing them in the matching Market box on the game board bud side up.

Push The Market
If you chose to Seed The Market and don’t get something you like, you may push the
market. To do so you must pay for each additional rose you draw.

To draw a 4th Rose Tile you must pay $1.
To draw a 5th Rose Tile you must pay $3.
To draw a 6th Rose Tile you must pay $5.

Drawing all 3 additional rose tiles will cost you $9.
No more than 6 tiles may be drawn on your turn.

+ Refill Order Queue: Slide the orders down to fill any gaps. Leave any empty spaces closest
to the Order Deck for the new orders. Draw enough orders to fill the Order Queue back up
to four.

f » Purchase Roses: Buy up to six roses from the Market or other players and place them on
the appropriate section of your Shop Card. If you purchase roses from the Market, you pay
the price listed on board. For reference, the price is also listed in the Market Value section
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on your Shop Card. If you purchase from other players, you negotiate a price with them.

Buds purchased from the Market will go on the Fresh Buds box. Roses purchased from other
players will go onto the same section that they were in on the seller’s Shop Card.

« Fill Orders: You may fill up to three of the four orders from the roses in your shop. Once you C’?
have filled the order you keep the Order Card, return the used Rose Tiles to the Market Bag,
and collect the appropriate value of the Order Card from the bank. Once you are finished
filling orders your turn ends.

SR Gpecialty Qomscs (¢ e

4 i
Some cards have small rose 4 QReyal OVesit
icons in their upper right corner.

These are specialty orders. | Fill $43 Match $65
During the game if you fill 4 .
specialty orders that match the | | %X3 ;';% X3 ‘% X1
rose pictured at the bottom of Here....the Queen is
your Shop Card, you get a $50 coming here...
bonus. You're welcome. Right, flowers! Uh, what
kind does she like? | 66 Actually Queen Elizabeth Il likes '\
g - Pink Roses.
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The end game is triggered when the last Order card is drawn. The player who turned over the
last Order Card finishes their turn then each other player takes one more turn.

Once each player has finished their last turn, count your money. That is your end score. If there is
a tie, add the value of the rose tiles on your Shop Card. If there is still a tie the player who filled
the most orders wins.
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To play Solo, set the game up as normal with these changes:
 Seed the market with nine rose tiles

o Turn over one Order Card instead of four

Each phase of your turn is the same as the multi-player game except when it comes to refilling
the Order Queue. During that phase, the orders already on the board will automatically
advance one space away from the Order Deck. You will then turn over one Order Card to fill in
the empty space near the Order Deck.

You will only have three active orders at any time. If an Order Card would advance to the
fourth space on the board, instead it is lost and you discard it.

You measure your success by how much money you have at the end. To give you an idea, with
20 Order Cards, a good score is around $90, a great score is over $120.

Credits
Game Design: Rocky Heckman, Elyssia Heckman

Artwork: Nene Thomas
Technical Art:  Leith Walton

Legal

Rare Roses is ©2019 Cravon Studios. All rights reserved.
Cravon Studios and the Cravon likeness are trademarks of Cravon Studios Pty Ltd.
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For more information about this game or our other games, check us out online.

Cravon
< STudins

Bringing friends and family back to the table

y n @ @CravonStudios

http://cravonstudios.com

RS)

y @ @GrndGmrsGld

n @GrandGamersGuild
https://grandgamersguild.com
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Logan and Sara Stachiw
Cassie Elle
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Raven Nobody

Ernest Oscar Margallo Martinez
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Ron
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EllinorS

Jeff Bridgham
MonkeyFunker

Goto Takuro

Aron Yert

Lucie Reininger

The Creative Fund by BackerKit
James Perlmutter
William Dovan

Sean

Martin

Tiny Fred Babin
Gippeum Jeong

Eric Martin

Nizar Kury

Sallie Abba
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Chance

Seth Brown
Marcella van Dijk
Jason "Data" Dawson
Stella Chen

Julie Simpson
Andrew Parsons
James Fellows
Geoffrey Allen

John Miller

Ben Baldanza

Jack Gulick

Paavo Kivisto

Keith D Franks

Nick parr

Matt Holden - Indie Game Alliance
Talena

Steve Walker
Michelle Eliason
MrMoreMoe

Sean Bradley

Cizzler

Nancy Johnson
Marta Pirla

Kevin Moore
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Golden Ginty Games Ltd.
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Michael Pichler
Elizabeth Lee

Dead Alive Games
Thomas Simmel
Gordon Lewer

Amy Asiala & Mark Johnston
Xharmagne

West Legacy Games
Nicolas

Wesley Robinson
Glenn Martin

Bob Kastner

Sarah Macfarlane
Shenanigames
Chris

Felipe Jeges

Venron

Janice Filion

Mark Harris

Corey Le Mesurier
Susan Janowski
Marco Dingjan
RANDAL

lan Whitehead

The High Frontier
Ralf Muhlberger
Karen Barnett & David Daffin

Andrew Coates
Stephen Price
/amqueue

Andy Dent

Regina Hilburn
Ben Harnwell
Jesus Saves Gamers!!!
Barbara Allen
Joni

MKanderson
Marci Skiff
Virginia Michael
Aaron Rohrdanz
Timothy Scheffler
Michael Wolcott
Dave Salisbury
Abdul Rahman Baharuddin
Mr & Mrs Stealth
Joel Lewis

Paul Lenkic

Colin Cartwright
Gavin Vance

A huge thank you to all of you that have been with
us from the beginning. Great indie games live

because of your support.
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