














L

Flourish -

! Maneuver: Final Strik
threat to the adversary
Lethal.

(Final Strike activates if your participan
the round this card is played. Lethal ign|
Hostilities.)

“There was a fifth, but he has fallen §
=— | will not be forsaken, nor forgotte.
I - Odlette Dubois dArrent

s kv Fahian Parenta

@RyFriEnDS At |

Jean does not want to play a card from his hand,
so he chooses to gamble a card. When you
gamble a card, reveal the top two cards of your

Faction Deck. Choose one and discard the |However, since he gained Lethal, he ignores

other. Place the chosen card into your dueling line
engaged. This is to help track how many times a
| player has gambled in a duel. You can only
gamble as many times your character has
N finesse .
i Jean gambles A Heroic End. It has no ability to
riposte or parry, so Jean is doomed to die here.
But, it has the Maneuver with Final Strike. A
character’s final strike is the last card they played
in the duel in which they are destroyed. A Heroic
End adds an additional two threat if Jean dies this
round.

Jean can only take an amount of wounds up to
Terrell’s combat § of 3. This is called Restricted
Hostilties; even through Jean mitigates zero of the
four threat, he only suffers three wounds. Because
| this will still kill him on the round he plays A

| Heroic End, the card’s Final Strike activates,
sending two additional threat and making Jean
Lethal (ignore Restricted Hostilities until your next
round).

| resumes in player order.
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The duel is not over even though Jean is
destroyed and sent to The Locker. Terrell still
has threat in his threat pool. Whoever has active
threat is the active character in a duel.

Because Jean has a combat § of 3, he would
normally only be able to do three wounds.

Restricted Hostilities (even though he is dead).

Terrell gambles Breastplate and mitigates three
of the threat, taking two wounds. He still sends
one threat back to Jean. Since Jean was sent to
The Locker, and there is no character to receive
the threat, it is discarded.

Now that all threat has been resolved, either
taken as wounds or discarded, the duel is over
and the dueling lines are discarded. Terrell
started that fight with a challenge action, so play
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2 GAME. SEQUENGE SUMMARY . |

Setup the game.

Begin the Day phases:

Dawn: This is the Beginning of the Day. Deal one new

city card to each City location, starting with _J .

Planning: Players choose cards from their Approach

deck (one character and one scheme).

1. Reveal selected cards and determine Initiative.

2. Characters come into play, schemes place Renown
and resolve effects. b

3. Each player draws cards equal to their Leader’s :
modified e& . \

High Drama: Players can perfrom the following actions:

¢  Use an Card Action A

¢ Move Action

e Equip Action

e Recruit Action

¢ Challenge Action

* Claim Action \

+  Pass b

Plunder: |

1. Check for Dominance Victory.

2. Collect Renown.

3. Check for Economic Vlctory.

4. Check for Fifth Day Victory.

Dusk

1. Clean up. Locations become uncontrolled. Move

characters Home en garde. Discard any City Deck cards

left on any City locations. Schemes go to The Locker.

Discard down to the printed «& of your Leader.

2. End of the Day.
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2 BLOSSARY

Active Threat: All threat in a threat pool during that
player’s round.

Adversary: the opposing character to yours in a duel.
Claim: Taking control of a location.

Crew: Collective term for all characters a player controls

in play. ;
Discard Pile: When cards leave play, place them in a \]
discard pile. Cards in a discard pile are always faceup and ' ¥
out of play. |
Events: A type of card in the City Deck. They are not
controlled by any player. Any player can use an Action on
an event as long as they have a character at that location
and meet all other requirements. Events with no Actions

or Reaction have Passive Abilities and are always in

effect.

Opposing: An enemy character at the same location as
your character.

Participant: A character involved in a duel.

The Locker: When a card is sent to The Locker, remove

it from the game. The most common way for a card to

be sent to The Locker is when a character is destroyed.
Some effects of a card may also send themselves or

other cards to The Locker.

Threat Pool: All threat that a character can modify with a
combat card. Unresolved threat converts into wounds.
Threat: Number of potential wounds being sent to an
opposing character. usually via a combat card’s combat
values (R,PT) ) X o—.

Wealth: A keyword. Cards with Wealth are worth two

when discarded to pay costs.

<
2

e .
CREDITS:

Art Direction: Case Lopez

e Y )

Bobrowski, Von Caberte, Manuel Castanon, Brent Chumley, Donald

Crank, Charlotte Creber, John Donahue, Talon Dunning, Matt Forsyth,

Paul Herbert, Sergio Villa Isaza, Tania Kerins, Yong Yi Lee, Case Lopez,

Jeff Menges, Federico Musetti, Mauro Mussi, Mirco Paganessi, Fabian

Parente, Terry Pavlet, Paolo Puggioni, Diego Rodriguez, Riccardo Rullo

ShenFei, Charles Urbach, Mateusz Wilma, Wactaw Wysocki

Faction Symbol Design: Trevor Cuba

Combat & Design Lead: Robert Croy

Original Concept & Creative Lead: Case Lopez

Project Developer: David Lapp

7th Sea Created by John Wick
" <Y

7th Sea® is a registered trademark of Moon Design Publications LLC
(C) 2023 Pine Box Entertainment. The Pine Box Logo is (R) PinesBo:



