Experience the struggles and triumphs of your favorite characters in this
strategic card game based on the novel by Victor Hugo.

Components

20 Character Cards, 12 Citizen Cards (3 Aristocrats, 3 Soldiers, 3 Peasants, 3

Students), 4 Reference Cards, 16 1-point scoring tokens, 4 5-point scoring
tokens
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Objective

Earn the most victory points by guiding the fates of characters from the classic
Victor Hugo novel Les Misérables.

Setup

Gather and shuffle the 20 Character Cards and 12 Citizen Cards to form the
draw deck.

Reveal 3 cards from the draw deck. Set these cards face up between all
players as the tableau.
Deal 2 cards face down from the draw deck to each player. Each player
selects one card to keep (face down). Once all players have selected, they
simultaneously either flip the other card face up or not. Place those cards
not kept and not flipped into a single stack by the draw deck; this is the
KILL pile. Cards in the KILL pile are awlays placed face down.
Leave enough space adjacent to the draw deck for a SAVE pile. Place any
cards flipped face up in the previous step in the SAVE pile such that the
names and symbols on all cards in the SAVE pile are visible,

The most miserable, pathetic player is designated as the start player.
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Game Play

Beginning with the start player, players take turns in clockwise order. On their
turn, a player performs one and only one action from the following:
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When a player SCORES a card, they confirm whether or not each of the goals
listed on the card has been fulfilled in the following manner, depending on the
type of goal:

SAVE (CHARACTER): This goal is achieved if, at the moment of scoring, the
listed character’s card is in the SAVE pile. In that case, the player scoring
that card receives the points indicated next to the goal. If the character is

not in the SAVE pile, no points are awarded. The listed character's card may

leave or enter the SAVE pile on a subsequent turn as a result of other
actions, but this does not affect previous scorings.

KILL (CHARACTER): Scored as in SAVE (CHARACTER), except the player
picks up the KILL pile, examines it, and honestly announces whether or not
the listed character is present. If the listed character is present in the KILL
pile, the points indicated next to the goal are awarded to the player. After
examining the KILL pile, the player returns it face down in any order.

SAVE # (SYMBOL): Scored as in SAVE (CHARACTER), except the player
counts the number of the indicated symbol(s) across all cards in the SAVE
pile. This goal is achieved (and points awarded) only if at least the number
of the listed symbol(s) is present on cards in the SAVE pile at the moment of
scoring. If multiple symbols are listed separated by a /, then the sum of
those symbols in the indicated pile must add up to atleast the number
specified.

KILL # (SYMBOL): Scored as in SAVE # (SYMBOL), except the player
examines the KILL pile and honestly announces if at least the required
number of the indicated symbol(s) is present across all cards in the KILL
pile. After examining the KILL pile, the player returns it face down in any
order.

(SYMBOL)/CARDS OWNED: This goal is achieved if the scoring player owns
cards that meet or exceed the requirement listed. In order to meet goals for
number of symbols, a player may flip any number of face down (or in hand)
cards and place them face up in front of him immediately prior to scoring,
Cards revealed in this manner are kept face up.

Remember to SAVE or KILL a card after it is SCORED, even if it scores no points.

(Tip: Sometimes the easiest way to maneuver a card into the SAVE or KILL pile for
fulfilling goals on other cards is to TAKE it, then subsequently SCORE it, even if
this will produce no points directly.)

Game End
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Visit our website for helpful tutorial videos and frequently asked questions!
www.EscapeVelocityGames.com
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