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BHenchmani

These are times of arca'|' unrest for the quic']' medieval bura uf Mont \curH‘
The Kin?.| must soon choose his new Bai\if[ and whoever is aPPoin-|'e will

control the reqion in His name. As is tradi 10N, the contending Lords must

B

campeh rut \ess\H over the course of four days to secure the coveted
Posi-’-ion, s-]'oP in3 at no ruse or deceitf to ﬂain power.
1} is a merciless war o Hn-.-. wits anJ, \il(e all wars, it has casualties: the
Lords think nothin uf sacrificina their loyal servan+s, the Henchmen, known
jas much ior their \im%rcd intellects as far their \caendara

devetion Yo their masters..
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Box contents

130 cards - 40 pawns - 5 site mini boards - 5 score meters - 1 Badge of Honor pawn - 3 dice - 1 manual - 5 Help cards
1 day meter - 5 «Full» pawns

Goal of the game ;

The players represent the Lords from the city's 5 prestigious families. With the help from their faithful Henchmen, they
have to earn as many POINTS{} as possible on their respective Coat of arms to become the next Bailiff of Montfleury.

Setup

Each player picks a Coat of arms and retrieves the appropriate number of Henchmen pawns. Each player starts the
game with 5 POINTSE, ¥ on their Coat of arms.

§ points Shuffle the § decks of cards and place them, face

‘C cluwn, in their res?cc+ive sites

Assemble o5 : :

the § city sites | : .

in the ar}ﬁer uf mard Pn'le
your choice

4443 43414
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The player with the dirtiest fingernails starts playing. If it's a draw, the youngest player starts.The first player
sets the Badge of Honor in front of him and becomes the first player for this round.
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Playing the game

The game is played over 4 days, and each day is itself
divided into 3 phases:

0 Set the Henchmen pawns

0 Set the henchmen pawns

The Lord in possession of the Badge of Honor is the first
to play. He may set a Henchman on one of the 5 sites and
immediately picks a card from that site.

Rotating clockwise, the following players do the same.
Repeat this setup until all players have placed all of their
8 Henchmen pawns, as to establish their 8 cards starting
hand for that day.

When a pile is empty, immediately mix the cards from the
corresponding discard pile as to form a new pile.

On each site, the number of available spots for the
Henchmen pawns is limited:

2 players : 4 spots
3 players : 5 spots
4 players : 7 spots
5 players : 8 spots
When all the Henchmen pawns have been set, the player
with the majority of Henchmen pawns on a site dominates

it. There, he may draw an additional card. In case of a draw,
no Lord dominates that site.

The players can then advance to the second phase of the day.
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Play vour cards

The Lord with the Badge of Honor starts playing. At their turn, the players
play clockwise one card at a time.

There are three types of cards:

4 The Action cards
When an Action card is played, it is placed in the Discard pile of its original
site and its effect is immediate.

Il Immediate effect

4 The Reserve cards
When a Reserve card is played, it is placed face up in front of the player
and kept in the Reserve throughout the game -except if the text on the
card' specifies that it must be discarded to be effective. The effect of a
Reserve card cannot be used from the player's hand but from his Reserve.
A player can have up to 8 cards in his Reserve. If he wants to play a new
card, he must discard one already used.

. The maximum number of the same card in the Reserve is shown
~ on the card.
Caution: Any action for which this maximum amount would be
surpassed is not allowed.

'\ The cards showing this icon must be rotated horizontally to indicate
that their effect has been used. If a rotated card was to move to
another player, it is vertically rotated and can be used again.
Caution: if the text starts by "At your turn”, this means that the effect
is used instead of playing a card from your hand.

4 The Trump cards
Each site has only one Trump card. A Trump card is an advantage for each
player. |t does not count in the Reserve and is immune to the effects on the
Reserve cards.
A player can only have one Trump card. If he wishes to use a new one, he
must discard the old one.

'\' The cards showing this icon must be rotated horizontally to
" indicate that their effect has been used.

If a player cannot play or decides to stop playing, he forfeits his right to
play more cards for that day -except for a Guard card or an Armory card
during a duel, see page 8 for the list of cards.

When all players have played their turn, they must discard all the remaining

cards in their hand before moving on to the third phase of the day. They will
start the next day with no cards, except for the ones in their Reserve.
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g

lcon lfr:n'- Action cards

OFT The Rcscrvc cards
\ g are set in front of you,
dce UP

Thc TI"UI\"I car&s are Sc‘!‘
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how to fight a duel? Yarhallog:

g our opponen
O Jezs 0 e Lt

At their turn, a‘player can challenge an opponent to a
duel by playing the Glove card, making him an Attacker.
The opponent may not refuse the duel and becomes a
Defender.

Step 1: What can you use to fight?
The Attacker must declare his weapon of choice for the duel:
- either by playing a single Armory card

- or fight bare-handed, if the Attacker did not to pick an f)  cmesa :

Armory card nor does not wish to play one for this duel. K—)

The Defender must declare his weapon of choice for the duel:

- either by playing a single Armory card You can use

- or fight bare-handed, if the Defender did not to pick an }he Axel (F st anacki Elorners

Successfid Defese if [7] or mora

Armory card nor does not wish to play one for this duel.

Step 2: The dice roll
The Attacker rolls 3 dice, corresponding to 3 hits.

Only the results equal or superior to the Attack value shown /\
on their card are parried.
With bare hands, the value is Bal-he o deford
The Defender rolls as many dice as successful hits by the himself
Attacker. Only the results equal or superior to the Defense
value shown on their card are parried.
With bare hands, the value is A
Sucoezaful Defee if [ ormone
Step 3: The outcome ik
If at least one hit is not parried, the Attacker wins the duel. You roll 3 dice and
If all hits are missed or parried, the Defender wins the duel. }
Immediately report the POINTS §¥ on each Coat of Arms as hisée b ecie El 3
indicated below. ' - —y
[ ] ® [ ] Yaur aﬂ:vanen'l'
In case of victory for the Attacker: ot Gl

+5 poINTS§.& for the Attacker
-1 POINTE 2 by non parried hit for the Defender

}ries +
&‘ /\’\\ VAA the 2 sruczcszeﬁr;!hacl(s

He hﬂ-; ‘I‘D score E or more

YI‘JU are
: icel
In case of victory for the Defender: successful Hwice ° o0
+2 POINTS ¥ for the Defender K :/._f

-1 POINTEE for the Attacker He only parries one

After each duel, the played cards must be returned in the You win 5 €3
Discard pile of their original site, in the order of their choice. He loses 4 {’3
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0 end of the davy Sent to the CasHe, o Henchmen

prove the worthiness o your araumen!rs_

Starting with the Lord with the Badge of Honor and then in turn, ptrsd
the players report the POINTS £ % from their Reserve cards. oy

v«rﬁﬁ?@w

The Performance cards earn:

1 PoINT £ if you only have one
3 poINTs §2 if you have two different ones
5 POINTS £ 2 if you have three different ones

Coat of arms, the players rotate their cards vertically and i fcre;ithmﬂdns*Td'logs |
gather their Henchmen pawns. If a player's score is over scores § points at the end of the day!
30PoINTS §¢ it's the 4th day, go to the End of the Game section.

If not, the Badge of Honor is moved clockwise to the next

player and the next day begins. “;‘/,}S

Once all the PoINTS§¥ have been reported to the respective Addina 3 dii

/
"I\F\O g‘[ 'l Score the Pain-}s lfrclm
€nd °f tbe 6ame —_f/? | J your Reserve cards

If a player reaches 30 POINTSE.¥ at the end of the third phase of
any day, the game is over and the player with the most POINTS§ %

on their Coat of arms wins. L \\

At the end of the fourth day, the player with the most POINTS & /2_77 Sheaibden The rolated
wins the game and becomes the new Bailiff of Montfleury. /D lﬁd o -H: T da .
If a player goes over 30 POINTS £, the 1 should calculated as . r-‘[0 | cards for that day

31,the 2 as 32,the 11 as 41, and so on...

In case of a draw

In case of a draw between only two players, they have to fight
aduel, At their turn, they become Attacker and Defender. The
one who inflicts the most wounds after the two fights wins.
They can use the Reserve cards in front of them. In case of
another draw, they have to fight another duel...

Pick up your chchrnen

In case of a draw between more than two players, the game
continues for another day.

SED

i
Y 1\%__\;5-
Custom mode £ /*f)?\:ét_:) ® Move the Bac‘se af Honor

You may decide to change the rules of the game: =g \ \
3 days for a quick game or 5 days for a long game. Or you may o
allso want to lower the immediate win to 25 POINTS§ &. X

Only the most PreS'l'isious will be
elected ai\iﬁ. maLe Sure You dre the one!



Notes about the rules

The Reserve cards are kept throughout the game, except if the text on the card
specifies that it must be discarded to be effective.

At any time, the players can look at the discarded cards or at the back of their
opponents’ cards.

Some cards allow you to ﬁick into an opponent’s hand, like Drunkard or Trick
for example. You may look at the cards’ back before making your choice.

The cards with a benefit can only be played to your advantage. They cannot be
played to help another player (e.g., Guard, Prayer, Holy Water). The Courtesan
card i\isééhe only one allowing you to intervene in a duel in which you are not
involved.

If you can move Henchmen on the board, do it to your advantage (e.g., Traitor).
This way, you can dominate a site or make an opponent lose their domination.

The Reserve cards starting with "At your turn” are played instead of playing a
card from your hand.

You cannot put down a Reserve card whose maximum amount has been
reached (e.g., Belladonna Root).

You cannot discard a card from your hand to win a round.

If a player goes over 30 POINTS £¥, the 1 should calculated as 31, the 2 as 32,
the 11 as 41,andsoon...

Notes about the cards

Apothecary Card: When you play the Apothecary card, you cancel a wound
g:.'.lriRg 1h§ duel. Therefore, you can win the duel if you cancel the last wound of
e Attacker.

Trump Cards: The Trump Cards are not counted towards the maximum number of

cards in your Reserve. Therefore, you can have up to 9 nine cards down in front of you,

Porter Card: The effect of the Porter Card is played during the "Set the Henchmen”
phase. You can place a Henchman pawn on a site, even if the maximum amount
of spots has been reached or another Porter is already present.

Traitor Card: Whenever you play a Traitor Card, you immediately take the pawn. The
next day, you will put down the Henchman pawn on the site of your choice and draw
the card but the pawn will count for your opponent when majorities are calculated.

Nosy Parker Card: At the end of the second phase of the day, the players must
discard all their cards in hand. But if you have the Nosy Parker in your Reserve,
you can keep one card for the next day.

The Guard card must be played right after the Gauntlet card. If, in a hurry, the
Attacker has already put down his Armory card, it can be taken back.

Penitent Card: This card protects you from the effects of the Brawl but does not
cancel its effects for the other players. .

Old Lady Card: On top of your own TmmEecard. you can benefit from the effect of
a Trump card which is in‘an opponent’s Reserve, even if it is rotated.

CThe additional cards

The 6 animal cards below are added to the
piles for each site, for a total of 27.

O rkeroion L € | D7 ouma T

Pick among the 5 Glove cards below to be
added to the game. Then, remove the basic
Glove cards to keep a total of 12.

Pick among the 8 Henchmen cards below to be added to
the game. Then, remove the corresponding cards to keep
the same amount as indicated on page 8.
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’Cbe CTavern: catch your opponents with tricks and ruses.

OF e IO | OF ol TH Ofsmsmmnt 9 OF tukd TO O teie T

&

T

x1

Che Castle :

Minakrel
“Perfermance

Biusard

1

b b iy e ey
1o oy i i s

Cbe Main Square + Assert your superiority in duels.
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CDQ CbUI‘Cb : Your devotion is rewarded by Divine providence, improving your performance score.
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Cbe ﬁrmorv . Gear up with accessories your Henchmen procure for you to get the upper hand in duels.
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