
In the late 18th century, there were many great kingdoms 
in India - the Marathas, Rajputs, Sikhs, Mughals, Kingdom of 
Mysore, Hyderabad and more. Engulf yourself in history as 
you lead one of these formidable kingdoms and build an 
army so powerful that others tremble at its sight! 

But be careful of the Britishers - they will sneak into your But be careful of the Britishers - they will sneak into your 
kingdom and weaken it from within. Rewrite history by 
getting rid of the Britishers before they can take over India, 
and establishing yourself as the ruler of Bharat. This is your 

Sangram - the fight for your freedom and glory! 
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RULEBOOK



To build the strongest army amongst all kingdoms. The first person to reach an 
Army Strength of 18 wins.

11 types of Warriors 
x 5 qty of each



Draw
Deck

Discard
Pile

n+1 Volunteers Britisher
Tokens Pile

Both players’
Crowns at 0

Each round has 4 Phases: Activate, Recruit, Train and Grow, to be played in this 
exact order. All players simultaneously play a Phase.





+                         =>

Whether your Army grows or not in Phase 4, the round ends. Start the next round 
by repeating these 4 Phases. Keep playing multiple rounds till a winner emerges. 
Note that if the Warrior Draw Deck gets over any time during the game, you can 
shuffle the discard pile (except the top 5 cards) and make a new Draw Deck. 



(IN ORDER FROM HIGHEST TO LOWEST MOTIVATION)

Immediately discard up to 6 Britisher tokens from your own 
pile. For example, if you have 7 Britisher tokens, you will have 1 
remaining. If you have 2, you will have 0 remaining. If you don’t 
have any Britisher tokens, this card’s activity is wasted and then 

you can proceed to Phase 2 of this round.

During Phase 2 of this round, you will not take Britisher tokens 
irrespective of which Volunteer Warrior you choose to recruit. 
For example, if you recruit the Senapati, you don’t need to take 
the 3 Britishers which are mentioned on it.

Immediately discard up to 4 Britisher tokens from your own 
pile. For example, if you have 6, you will have 2 remaining. If you 
have 3, you will have 0 remaining. If you don’t have any Britisher 
tokens, this card’s activity is wasted, and you may proceed to 

Phase 2 of this round.



Choose any 1 opponent. Take a card from their hand without 
seeing. In exchange, give them a card of your choice from your 
hand. (You cannot exchange your card with an opponent whose 
turn has been skipped using an Acharya card in this round.)

Choose any 1 opponent. Copy the activity of the Warrior which 
they have played in this round. (If everyone plays a Yuvaraj in 
this round, everyone’s activity is wasted. Proceed to Phase 2. If 
you copy an Acharya, you can only make those players retreat 
who haven’t yet activated their cards, else your activity is 

wasted).

Choose any 1 opponent. Move their Crown down by 1 level on the 
Strength Track, irrespective of their number of Britisher tokens. 
They may play Phase 3 and 4 as usual, if eligible. (You can’t pull 
down a player who is at Level 0 on Strength Track, nor a player 
whose turn has been skipped using an Acharya card.)

Move your Crown up on the Strength Track by 1 level. You may 
do this even if you have 5 or more Britisher tokens. In addition, 
play Phase 3 and 4 as usual. So if you have 4 or less Britisher 
tokens, you may move up by 1 more level in Phase 3 within the 

same round.



Open the top 5 cards from the Warrior discard pile. Choose and 
take any 1 of them into your hand. Also take the Britishers as 

mentioned on that card. Now you cannot recruit from Volunteer 
Warriors in this round. (If you choose to not activate the Vaidik’s 
power, you may recruit a Volunteer in Phase 2 as usual, when 
you get your turn in the order of highest to lowest motivation.) 

Pick the top card from the Warrior Draw Deck and immediately 
activate it. Follow its activity and then discard it.  (If you pick an 
Acharya, you can only make those players retreat who haven’t 
yet activated their cards, else your activity is wasted. If you get a 
Sarthi card, pick another card.)

Total Army Strength:
7 - Take 2 cards
13 - Take 1 card
18 - Game ends
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