


Hey, come over here, boy... come stt bestole me.

Don't worry, I'm not going to eat You... | don't have enough teeth Left
for that anyway.

Ccome own... Look at my old rags, my serawny arms. what harm could
t do you? You're still Young and strong. 've got more to worry about
than you do.

That's my bog. You kRnow, | saw You steal that purse.

Good heavens, it was wnicely done. Skillful and quick. You've got a
bright future, my boy. And | know what ('m talking about! Before
arthritis twisted my bones,  had the magic touch!

Belleve me, bog, with a bit of training and a few tips, you could
become a very respectable pickpocket. Worthy of joining our ranks.
if you're interested, of course.

Ah, you don't Rnow what t'm talking about? Oh, you're new here,
aren't you? You weren't born in this fine city of Paris? Ah, ( see...

well thew, | must tell yow about the Brotherhood of the Poor, the
Beggars’ Guild, the wmythical Jargon! The wobles have their rich
palaces, the bourgeoisie their lavish homes. As for us, we have our
Court of Miracles. Seedy courtyards to anyone who isn't one of us,
but for beggars, mendicants, and paupers, they're real little pieces of
heavew. Why wiracles? Because every eveming, they're the site of
countless miracles, of course! Yes, | assure you! Dot look so
doubtful and insolent, bog...

when wnight falls, the beggars return to the sweetness of the
courtyards, and there, in that nearly wmagical instant, the blind
beggar regains his sight, the one-legged man recovers the use of both
legs, the cripple walks with steady steps, and the sick man returns to
good health...

Such are the Court of Miracles, havens of peace anol well-being for all
the poor. There are several in Paris, well hidden, near the Rue oe
L'Egyptienne or the Rue des Forges, another one near Porte Saint-
Denis. But the biggest, most prestigious one, where the Grand Coésre
sits, is by Les Halles, at the Fief d’Alby... The Guard never dares to
enter these territories where Life Ls good.

what did you say? who's the Grand Coésre? wWhy, he's our sovereign,
of course! The Penniless King, the monarch of the mendicants. His
word is Law down here. He leads our great community and its many
members. There are so many of us who seek refuge in the Court.

We group ourselves according to our skills. You, for example, could
Join the “Orphelins” —the orphans— or, if you think you're up to it,
the “Millards,” the pickpockets who keep us all comfortable. It's
thanks to their help that we get to eat. Yes, thanks to their thievery and
the fruits of beggary. And trust me, we know how to beg! we know all
the ways to wring sywmpathy from gentlemen and instil compassion
tn good Christians...

well, take the “Plétres,” who kwnow how to play the role of cripples
to perfection. Excellent actors. The “Narquols” pass themselves off
as former soldiers, injured in service to the kingdom... There are
many others, Like the “Mercandiers”!, the “Hubains™?, and the
“Coquillards”, afflicted with the most grotesque defects so they can
get their hands on a few coins.

Of course, we dowt just beg.. the “Capowns” wrge the honest
townspeople to gamble, conning the naive fools into following them...

NatwaLLg, we also welcome many disreputable women who enrich our
community by offering their charms wnder the protection of the
“Marfaux.”

We even have our own intellectuals, boy! Forget the doctors and other
scholars from above, our “Archisuppdts,” the defrocked priests, were
quite familiar with the inside of the LUniversity before they joined our
ranks. They know a few things... especially when it comes to
drinking! Damn fine drinkers, they are... they know strange words
and tnvented a language just for us...

With it, we can speak without fear of the quard or the Militia. They're
the ones who will teach you everything you need to know... tf You Join
our ranks.

What do you say?

Youw're hesitating? Ah...

[ get the feeling you didn't completely understand me. If You steal in
the streets, You owe it to Yourself to join us... Otherwise... you may
have some unpleasant encounters...

Come now, don't make that face, boy! Not over such a small matter!
AlL you have to do is create a couple “wmasterpieces” —two difficult
thefts, without getting caught— and you'll be one of us. A “Millard,”
or whatever you like.

with time, You could evem become a “Cagow,” owne of the Grand
Coésre’s formidable lieutenants. There are only a handful of them,

but their names are whispered with fear and respect within the Court.

who Rnows... if you have a mind to it, you may well ascend the
Grand Coésre’s throne someda Y-

Become the King of the Alims, the King of the Thieves...
Tell me, kid, wouldn't that suit you...

... to be the PENNILESS KING?

! Butchers who sold bad quality meat.

2 Con artists who carried certificates claiming they had been attacked by rabid dogs.

3 False pilgrims, named for the “coquilles,” or scallop shells that they wore.

L T
. L

el |

Setup example in a 4-player game where the first player would be from the @he Navquois guild.

CoNTENT

1 Game board
5 Player cards
30 Renown wooden tokens (6 per player)
32 Rogue wooden tokens
20 Player tokens
60 Coins
24 Plot cards
1 Cotton bag

1 Penniless King token

SETup

Shuffle the Plot cards and form a pile on the board game.

Each player receives a player card which represents their guild, 1 Plot card, 4 Rogue tokens
(1 Right-Hand, 2 Henchmen and 1 Beggar) as well as the 6 Renown tokens and the
4 player tokens of their color. Put the remaining Rogue wooden tokens in the cotton hag.

&N Each player places one of their player tokens in each of their 4 Rogue tokens, and
then places their “Right-Hand” Rogue token at the end of the corresponding line in the
Renown Square.

€ Finally, place the Penniless King token at The Louvre, on the first space of his path.

The lost player to have visited Notre-Dame de Paris starts the game (or randomly). The
latter receives 1 coin from the reserve. The player sitting to their left receives 2 coins and
the other players receive 3 coins.

The game may now begin.



o Play a Plot card (optional)

The player can choose to play a Plot card af any fime
during their turn, except during a Standoff over a
neighborhood.

OBJECT OF THE GAME

In La Cour des Miracles, lead a quild of beggars and take over the old
16 century Paris.

The first player to place all 6 of their Renown tokens on the game

board, in the neighborhoods or at the Renown Place, is the winner. Playing a Plot card, apply the effect during your turn,

- then discard the card.

TURN STRUCTURE o Place a Rogue token

Players take turns, going clockwise. The turn proceeds in the following  The active player must place one of their Rogue tokens in play. The
order: Rogue tokens are placed face down on one available circular spot in
a neighborhood. If all the player's Rogue tokens are already in play,

* Ploy a Plot card (optional) he must then move one.

Place a Rogue token

Benefit from the effect of the spot

Perform the action of the neighborhood (optional)
Settle Standoffs (eventually)

o Benefit from the effect of the spot

In each spot, there is a symbol which corresponds to an effect that
must be applied:

Move the Penniless King 1 or 2 spaces forward
along his path.

Take 1 or 2 coins from the reserve.

Draw 1 or 2 Plot cards. You cannot have more than
4 cards in hand at any time.

o Perform the acfion of the neighborhood (optional)

The player can then benefits from the neighborhood’s action (see
details about actions page 7).

The player who controls this neighborhood takes a coin from the
reserve (which may be yourself).

o Settle Standoffs

If all the spots of a neighborhood are occupied, the player must settle
any and all Standoff. In the event of multiple Standoffs, the active
player chooses the order in which order to resolve them.

STANDOFF

A Standoff can take place at the end of the turn in two scenarios:

 When all spots of a neighborhood are occupied.
o When the Penniless King reaches a “Wrath” space.

In both cases, resolution of the Standoff follows the same rules:

1. The players start by revealing their Rogue tokens. Then, each
present player totals up the values of these Rogue tokens. The
total represents the player's influence in the neighborhood. The
player with the highest fotal wins the Standoff and therefore takes
control of the neighborhood. In case of a tie, the player whose
Rogue token is closest to the £+ | symbol wins the Standoff.

2. Winner places one of their Renown fokens in the neighborhood to
indicate this (see illustration after). All the players take back in
front of themselves their Rogue tokens involved in the Standoff.

3. If another player already controlled this neighborhood, they get
their Renown token back and lose control of the neighborhood.

Example: the Renown foken is placed
on the proper space at Le Chatelet.

The player therefore takes control of this
neighborhood.

WratH oF THE PenniLess KinG

When the Penniless King lands on a Wrath space, his move stops for
the turn.

Settle the Standoff in the neighborhood indicated
by the hand on the “Wrath” symbol.

O The active player initiates a Standoff in the
=2’ neighborhood of their choice.




DESCRIPTION OF THE NEIGHBORHOODS
Bue 0¢ (Egyptienne

Move 1 other Rogue token fo any free spot on the hoard.
This move does not trigger the effect of the spot it lands

Taverne

Recruit 1 new Rogue. Draw a Rogue token from the bag. It
can replace one of yours that is not already in play.
The Rogue token you choose to discard is placed face
down on the board in the Seine (may he rest in
peace...). Keep the other one and place your

Player token inside to make it yours. o

on.

Les Dalles

Pay the toll to place a Renown token on a
line of your choice at the Renown Square
and receive the corresponding bonus.

La Grande Cour des JNivacles

Take 2 coins from the reserve.

Le chatelet

Draw 1 Plot card.

=

Renown Sauare

Lines detail :
o Line #1: Pay 4 and draw 1 Plot card.

Line #2: Pay 5 and move the Penniless King 2 spaces forward
along his path.

Line #3: Pay 6 and take your “Right-Hand" Rogue token.
Line #4: Pay 7 cand draw 2 Plot cards.

Line #5: Pay 8 and move the Penniless King 3 spaces forward
along his path.

Only 1 Renown token per player may be placed on a same line.

ENDGAME

The game can end in one of two ways:

Scenario #1: A player places their sixth and final Renown token on
the board. They immediately win the game.

Scenario #2: The Penniless King token reaches the final

space on his path. The game ends and the player with
the most Renown tokens placed on the board wins the
game.

It more than one player has the sume number of Renown tokens, the
player who controls the most neighborhoods in Paris wins the game.

If the tie persists, the concerned players share the victory.

GuiLps

o ¥ The Nalingreny

jJ = The Malingreux faked a variety of ailments to evoke
A sympathy.

- 2 The Macfaux

Y Young scoundrels who lived off the charms of the
damsels around them. Simply put, pimps.

The Millavds

The Millards picked pockets for supplies. They were
the providers of the Court.

o The Narquois

. ~ The Narquois posed as soldiers, faking injuries
= e received in service to the King.

ol

; ¥ The Orphelins were young boys who went around
=21 half-naked, pretending to shiver with cold, even in
| the summer, to stir up the generosity of passershy.
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ROGUE ABILITIES

ﬂ -
.,,':ﬂ:,, Benchman: The Henchman has strength of 1.

O,
E) Beggar: The winner of the Standoff gives you 1 coin.
v '!' y -
2

Right-Xyand: The Right-Hand has strength of 2.

Brute: The Brute has strength of 2.

reserve.

card.

from the reserve and draw 1 Plot card.

control of it).

Pickpacket: If you win the Standoff, take 2 coins from the

Defvacked priest: If you win the Standoff, draw 1 Plot

Boothsayer: If you do not win the Standoff, take 1 coin

Bwordsman: The Swordsman has sirength of 0,
or 3 if you choose to pay 2 coins at the time of the Standoff.

Courtesan: If you win the Standoff, you can place your
Renown token in any neighbourhood in Paris. (if this
neighborhood is already controlled by another player, take

DescripTioN oF THE Prot cARDS

@he fool: Each player with 5 or more coins must give you 1 coin.

@he Chariot: Trigger a Standoff in a neighborhood with at least 2
Rogue tokens belonging to different players.

Death: Take a card of your choice from the discard pile.
@he Devil: When you place a Rogue token, double the spot's honus.

@he Empress: Move one of your Renown tokens in play to an
uncontrolled neighborhood. This action applies even to Renown tokens
placed at the Renown Square. It might lead you fo place another time
one of your Renown token on a line, except for the third one (Right-
Hand). Remember that the “only 1 Renown token per player” rule
always applies.

The Tyanged JNan: Move an opponent’s Rogue token to another
spot or even to another neighborhood.

@he Lyermit: Choose one of the neighborhoods you control. Take
back your Renown token and receive 5 coins.

Tudgment: Each player with more Renown tokens in play than you
must give you 1 coin.

Tustice: Remove all the Rogue tokens from a neighborhood without
triggering a Standoff.

@he JNagician: When you place o Rogue token, apply the effect
of another neighborhood of your choice.

Btvength: Draw a new Rogue foken and discard one of your Rogue
tokens.

Wheel of fortune: Take 3 coins from the reserve and another
player of your choice will take 1 coin from the reserve.



