St Edition iickstart 12

o

oy



Buickstart booklet

This document is a quickstart booklet for the new edition of 7TH SEA. Its goal is to let you quickly
discover the core of the system, play a first adventure, and send us your feedback. This is by no
means a final version; the rules, the layout, and even some tone choices are expected to evolve based
on playtests and table feedback.

You will first find a summary of the foundations of the rules system: how to roll dice, how to read
results, how to handle heroic actions, dangers, and the main options available to the characters.
This section does not aim to be exhaustive, but it contains everything you need to play the included
scenario without consulting other documents.

The second part presents a small ready-to-play scenario, designed for a discovery session or a short
campaign. The guidance provided to the Game Master is intentionally light to leave plenty of room
for improvisation and interpretation.

Finally, you will find a gallery of pre-generated characters, ready to play, covering different iconic
archetypes of the setting. Each character comes with a few lines of context and motivations to make
them easy to pick up and help players jump into the fiction quickly.

Please keep in mind that this is a working document; some rules may feel incomplete or unbalanced
and are subject to change. Your remarks, critiques, and suggestions are invaluable for refining this
new edition. Don’t hesitate to write everything down: what you enjoyed, what puzzled you, and
what, in your opinion, could make 7TH SEA even more heroic and swashbuckling at your table.
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Introduction

Welcome to 7TH SEA, 3rd Edition!

7TH SEA is a swashbuckling roleplaying game in
which players will live larger-than-life adventures in a world
where musketeers defend the honor of the weak, pirates sail the

seas claiming their freedom, spies wage a secret war between
rising nations, archaeologists explore lost cities in search of

treasure, very ancient sorcery runs in the veins of a chosen few,
and a cutting retort can be as deadly as the point of a sword.

In short: swagger, intrigue, adventure, sorcery, and exploration,
in a world where the characters can change the course of
history!

The World

7 TH SEA takes place on a planet named Terra, and its main
action unfolds on a continent called Théah. It is a place
similar to 17th-century Europe, ruled by a set of nations whose
culture and history are inspired by various European countries.
This is not a historical game, but a fictional setting that will
nonetheless feel very familiar.

Théah is made up of 1l nations, whose more detailed
descriptions can be found in the 7TH SEA core book.

Avalon: the land of mists, knights, and ancestral oaths, an
island monarchy where swagger blends with faerie magic,
with a taste of Elizabethan England, Arthurian legends, and
Shakespearean tales.

Castille: a romantic Spain built on the values of faith,
knowledge, and honor, undermined by the scheming of the
Inquisition; inspired by Don Quixote’s chivalric ideal and
Zorro, the masked hero.

Eisen: a land shattered by war, a perfect backdrop for heroism
that fights Evil, drawing inspiration from both the Holy Roman
Empire and the Thirty Years’ War, as well as Faust and the
Grimm brothers’ tales.

Sarmatian Commonwealth: a great noble power that has
recently become the world’s first democracy; a nation living
through a fragile golden age, inspired by the Polish—Lithuanian
Commonwealth and its Golden Liberty.

Inismore: the island of ancient deities and legendary heroes,
inspired by a romanticized Ireland where the boundary between
the everyday and the mythical remains porous. Between druids
and old songs, adventure always tastes like a folktale.

Highlands Marches: a land of clans, oaths, and resistance,
a proud culture attached to its lands and traditions, where
loyalty must be earned; inspired by landmark works such as
Braveheart, Rob Roy, and Highlander.

Montaigne: the nation of style, with luxurious courts, balls,
duels, and intrigues, but above all an imperial power cracking
under the weight of its ambitions. It is pre-revolutionary
France, the France of The Three Musketeers and The Count
of Monte Cristo.

Numa: a nation of jealous city-states with rival ambitions,
a land of philosophers, sailors, and tragic heroes, steeped in
ancient epics and living myths, with the scent of classical
Greece and great legends where the gods are never far away.

Ussura: a vast frozen territory covered in forests, a nation
where nature is a character in its own right, and where progress
threatens very old balances. It is the land of Baba Yaga, Russian
folktales, and eternal tsars.

Vestenmennavenjar: Nordic warriors and mercantile elites
living side by side in a harsh country, a nation where you can
fight with an axe in the morning and sign a trade agreement
in the evening, inspired by the Vikings and the golden age of
Dutch maritime trade.

Vodacce: the land of masks, plots, and dangerous passions,
where the magic of Fate mingles with the power games of
wealthy Merchant Princes. Vodacce tastes like Renaissance
Italy, crisscrossed on all sides by Borgia-like machinations.

The Nations are not the only powers shaping Théah. There
are also organizations that claim no nationality, influencing
politics sometimes right under the noses of the most perceptive
scholars and statesmen. The Heroes of this quickstart booklet
belong to one of these Societies: Los Vagabundos. Led by
a mysterious masked man, this clandestine organization is
devoted to protecting Théah’s virtuous nobles, notably the
current king of Castille: the Good King Sandoval.

The proposed scenario highlights the Vaticine Church, Théah’s
dominant religion. It is a very politically influential institution.
It venerates Theus, the Creator, and relies on the teachings of
the Prophets, who brought Theus’s message to the world. Its
main inspiration is clearly Catholic Christendom (clergy, rites,
social weight, religious capital, diplomacy, influence at court).

For several years now, the Vaticine Church has been infiltrated
by the Inquisition, a branch born to hunt heresy, but which has
become a power in its own right. Harsher, more violent, and
utterly fanatical, the Inquisition imposes a reign of fear and
turns faith into a political instrument. Many priests and faithful
fear it, but few dare oppose it openly.
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I n 7TH SEA, you don’t play ordinary people. You play Heroes:
women and men capable of doing what others do not
dare: standing up to injustice, defying a tyrant, leaping from
rooftop to rooftop to save an innocent, and so on. As in the
great swashbuckling films, your characters will have swagger,
courage, and that spark that lets them change the course of
events through their choices and determination.

Above all, 7TH SEA is a game where you play the good guys.
Not saints, not flawless heroes, but characters who, deep down,
try to do what is right. They may have secrets, contradictions,
and gray areas, but in the end, they will try to tip the world
toward the right side.

This quickstart booklet includes 5 pre-generated characters:
Manuella de Oliveira de la Cruz, a Castillian officer
Hugues de la Chapelle Montmoront, a Montaigne
diplomat
Mallory Reilly, an Avalonian thief
Hans Miiller, an Eisen bodyguard
Veronica Cardinale, a Vodacce Fate Witch

Traits

Traits represent a Hero’s innate qualities, who they are at their
core. They have S Traits, rated from 0 to 5:

:‘: Brawn represents strength, power, and endurance. It is
used to lift, to strike, or to perform a violent muscular
effort.

:‘: Finesse represents dexterity, coordination, and precision
of movement. It is used both to act quickly and to act with
accuracy.

Z‘: Panache represents charisma, magnetism, and confidence.
It describes presence, audacity, and ease of expression.
Resolve represents willpower, composure, and mental
resilience. It allows you to stay clear-headed under pres-
sure, to persevere, and not to give in.

Wits represents education, knowledge, and general
culture. It also covers analysis, logic, memory, and every-
thing related to observation.

kills

Skills reflect what a Hero has learned over the course of their
life: training, profession, and talents honed by experience.
Each Hero has access to 21 SKills, also rated from 0 to 5.

Cunning: skills of scoundrels, discreet investigators, and

sharp minds
Investigation (search, rummage, find hidden objects)
Stealth (move or act without being seen or heard, hide
something on your person)

:‘Z Theft (steal, pick locks, or pick pockets without getting

caught)
Extraordinary: skills tied to the sacred, the mysterious,
and the occult

To bring these Heroes to life, the system relies on four main
elements: Traits, Skills, Advantages, and Combat Aptitudes.
By combining these four elements, you can play a Hero who
can fence atop a cathedral roof just as easily as they can
negotiate unnoticed at a masked ball.

Modular rule:

A modular rule is a rule you can add to tune the game to the
style you’re looking for. It lets you vary the experience—
from a very light, cinematic version to a tenser, grittier ap-
proach—without changing the heart of the system.

In this quickstart booklet, these optional rules are presented
in sidebars, clearly separated from the core rules, so they
are easy to spot, to discuss at the start of a campaign, and to
enable only if the group wants them.

Scholarship and General Knowledge

In 7TH SEA, players portray Heroes, people who are intelli-
gent by default. The Wits Trait therefore does not represent
the character’s raw cognitive ability, but rather their general
education and breadth of knowledge. A low score in this
Trait does not mean the Hero is stupid, only that they didn’t
have the chance to receive much schooling; conversely, a
high score means the character had the opportunity to study
at the finest universities in the world. That is why the rules
do not include a “generic” Scholarship Skill. The Hero’s
scholarship is their Wits Trait.

:*: Legends (know myths, tales, creatures, and ancient
stories)
Theology (understand doctrines, rites, sacred symbols,
and religious authorities)

Z‘I Sorcery (practice, recognize, or counter magical and su-
pernatural arts)

:‘: Martial: physical and combat skills

Aim (use pistols, arquebuses, bows, crossbows, and other
ranged weapons)
Athletics (run, jump, climb, swim, and perform physical
feats. This Skill is also used to fight unarmed or with
improvised weapons)



Melee (fight with swords, daggers, rapiers, and other melee
weapons)
Military: skills of sailors, soldiers, and adventurers
Sailing (pilot a ship, read charts, manage a crew, and an-
ticipate the dangers of the sea)
Strategy (plan battles, anticipate enemy movements, and
organize forces)
Survival (live and get by in hostile terrain: find food,
shelter, and tracks)

Politics: skills of power, maneuvering, and large-scale social
manipulation
:‘: Intrigue (foil or understand plots, build alliances, and
pull dirty tricks)
Protocol (know customs, titles, ranks, and protocol in a
court or organization)
Z‘: Self-Control (keep calm under pressure, hide your fee-
lings, resist intimidation and blackmail)

Scholarship: skills tied to knowledge, study, and understanding
the world
Z‘: Engineering (understand, design, or sabotage structures,
mechanisms, and machines)
Z‘: Humanities (knowledge of the arts, history, languages,
and literature)
:*: Science (knowledge of natural principles and their practi-
cal application. This SKkill is also used to heal)

A(dvantages

Advantages highlight what makes a Hero truly unique: a special
gift, an established reputation, elite training, or an influential
contact. Each Hero has a variable number of Advantages (more
or fewer depending on how powerful they are), which grant
bonuses.

In this booklet, each Advantage’s effects are described directly
on the pre-generated character sheets.

Combat Y(plitudes

In addition to Traits, Skills, and Advantages, each Hero has
5 Combat Aptitudes that summarize how they fight and act
in Action Scenes. These values form the basis for most rolls
tied to combat: attacking, dodging, wounding, positioning, or
taking hits. And they are not just numbers; they express how
the Hero fights, in a way that matches their personality and
Traits.

During character creation, each player assigns a different
Trait to each of these 5 Combat Aptitudes. Since each Trait
can only be used once, the five Combat Aptitudes are each
linked to a different Trait.

Social: communication and people skills
Empathy (read others’ emotions, intentions, and lies)
Persuasion (persuade, negotiate, or influence, friendly or
forcefully. This Skill covers all techniques used to sway
others: seduction, intimidation, bluffing, blackmail,
bribery, etc.)
Perform (sing, act, dance, or perform in public to move
or entertain)

Perception Skill
There is deliberately no generic Perception or Awareness
skill. Perception is handled with the Wits Trait and the Skill
that matches what the Hero is looking for. For example:

Is that person armed? Wits + Melee

Is my interlocutor lying to me? Wits + Empathy

Is someone hiding in this street? Wits + Stealth

Gpecialtics

Heroes may have one or more Specialties that represent their
area of expertise. When they roll using that Skill, their dice
“explode”: 10s count as Successes, and they may reroll
them.

On the character sheet, Specialties are shown by <> next to
the Skill name. If it is filled in, the character has that Specialty.

There are four broad categories of Advantages:
(G Passive: Advantages that apply all the time and do not need to
be activated

Situational: Advantages that grant one or more bonus dice to
rolls, depending on the circumstances

f, )‘] Heroic: Advantages that are activated by spending a Hero
Point

‘* Extraordinary: Advantages that are activated for free, but
only once per session

Modular rule: assigning Traits at the start of a
Scene

You may allow players to freely assign their Traits to their
Combat Aptitudes at the start of each Action Scene to re-
flect their current approach (cautious, aggressive, acroba-
tic, tactical, etc.). This variant offers great flexibility, but it
also adds a decision step to combat that can slow the pace
and break the momentum of an action meant to stay fluid.
For that reason, it is best suited to experienced groups who
are already comfortable with the rules and can make these
choices quickly without slowing the game down.



T Attack

Attack represents how a Hero strikes in a fight. It also describes
their style and approach to combat. During creation, the player
assigns a Trait to Attack, giving the character’s offensive
actions a particular flavor:

Z‘: Brawn: attack with force. The Hero hits and bullies: di-
rect charges, heavy swings, crushing grapples, blows that
drive the opponent back through raw violence. This is the
style of brutes, line soldiers, and tavern brawlers.

:‘: Finesse: attack with precision and timing. The Hero
looks for openings rather than using brute strength: feints,
strikes delivered at the right moment, exploiting a guard
left slightly open. This is the style of elegant fencers, pa-
tient marksmen, and duelists who rely on a light hand
rather than a powerful arm.

:‘: Panache: attack by psychologically dominating the op-
ponent. The Hero imposes their pace, audacity, and pre-
sence: taunts, laughter amid the blows, attacks that rattle
both the enemy’s morale and their guard. This is the style
of flamboyant swashbucklers, court duelists, and those
who turn every exchange into a performance.

Z‘: Resolve: attack by refusing to give ground, pushing
forward despite fear, fatigue, or pain. The Hero stays in
the exchange, takes hits, and comes back again and again
until they find an opening. This is the style of relentless
fighters: heroes who never let go, who push past their li-
mits to seize victory.

:‘: Wits: attack by anticipating and thinking ahead. The
Hero reads the opponent’s habits, uses the environment,
and sets tactical traps; they steer the enemy where they
want, using furniture, terrain, or even the crowd to their
advantage. This is the style of strategists: sharp blades
who watch before they strike, tacticians who turn every
detail into an edge.

7 Defense

Defense represents how a Hero avoids being hit: dodges,
parries, cool-headedness, intimidation, and so on. Like Attack,
Defense also describes their style for staying on their feet amid
danger. During creation, the player assigns a Trait to Defense,
giving their way of protecting themselves a particular flavor:

:‘: Brawn: defend by blocking and taking the hit. The Hero
meets force with force: they parry with a heavy weapon,
take the shock on a shoulder, stop a charge head-on, or
shelter behind a shield or an overturned piece of furniture.
This is the style of rugged fighters, soldiers wrapped in
leather and steel, and those who can take a hit and keep
going.

Z‘: Finesse: defend through technique and lightness. The
Hero relies on dodges, quick parries, and impeccable
footwork: they shift just enough, deflect a strike with a
flick of the wrist, slip out of reach at the last second. This
is the style of agile fencers, acrobats, and those who make
the terrain work for them.

Z‘: Panache: defend through deterrence and presence. The
Hero chills the opponent’s enthusiasm: muttered threats,
feints that make them hesitate, a killer stare, a posture that
clearly says, “you wouldn’t dare.” This is the style of in-
timidating duelists, officers who command respect, and
those who make the enemy back down before they even
strike.

Z‘: Resolve: defend through steadiness and self-control. The
Hero keeps a tight guard, arms that don’t shake, a solid
stance even under pressure: they don’t get overwhelmed,

don’t panic, don’t break the line. This is the style of disci-
plined fighters, trained guards, and heroes who hold their
position at any cost.

:‘: Wits: defend by anticipating and using the environment
intelligently. The Hero reads the opponent’s intent, ad-
justs distance, picks the right cover at the right moment,
and positions themselves to spoil angles of attack. This
is the style of strategists and observers, those who prefer
simply not to be where the blow will land.

7 Damage

Damage represents how a Hero turns a successful hit into real
physical consequences for their opponent. It isn’t just about
striking, but #ow you strike: precision, brute strength, method,
humiliation, relentlessness, and so on. As with Attack and
Defense, the player assigns a Trait to Damage. This choice
describes how the Hero hurts the enemy when they land a
blow:

:‘: Brawn: hurt through mass and energy transfer. Every
blow lands heavily: the impact of a massive weapon, a
solid fist, a close-quarters charge. Even without hitting a
precise point, the shock rattles the whole body. This is the
style of brutes and brawlers, those who hit like bulls.

Z‘: Finesse: hurt through placement. The Hero doesn’t ne-
cessarily hit hard, but hits the right spot: tendons, joints,
weapon hand, an unprotected flank, vulnerable points
on the body. This is the style of surgical swashbucklers,
marksmen who aim for knees rather than torsos, fighters
who know anatomy just well enough to hurt badly wit-
hout necessarily killing.

:‘: Panache: hurt through the symbolic as much as the phy-
sical. The Hero targets something visible or humiliating:
face, hat, a precious coat, an insignia of rank, and so on.
They “break” the opponent’s image. Shame, anger, and
fear make the opponent act less controlled, lower their
guard, expose themselves. The next strike then finds a far
more sensitive spot. This is the style of court duelists, pro-
vocateurs, those who win as much with ego as with steel.

Z‘I Resolve: hurt through perseverance and constant pres-
sure. The Hero isn’t necessarily looking for the perfect
strike, but for an accumulation of blows that slowly smo-
thers the opponent. They push, hit, hook, never let go;
as the exchange goes on, the enemy’s defense crumbles
and every impact weighs a little more. This is the style of
relentless fighters and wrestlers: those who wear an oppo-
nent down until they break.

:‘: Wits: hurt through method. The Hero looks for the opti-
mal angle, the anatomical leverage, the twist that forces
the opponent to yield. They know how to exploit the bo-
dy’s mechanics to turn an average hit into a serious injury.
This is the style of technical fencers: those who unders-
tand the mechanics of a duel.

T Toughness

Toughness describes how a Hero takes blows and shocks,
physically and mentally. It isn’t just a hit-point threshold; it
tells how the character stays standing, keeps face, or refuses to
fall even when things go badly:

Z‘: Brawn: take hits through sheer vigor: muscle, solid
bones, a hard core. The Hero absorbs blows with their
mass. This is the style of toughs and hardened soldiers,
those who can take it.

Finesse: take hits by minimizing impact through tech-
nique: tiny shifts, rolls, flexibility, relaxing at the moment
of impact to avoid fractures. The Hero doesn’t resist with



brute force, but with fine body control that turns a poten-
tially serious blow into a manageable shock.

Z‘: Panache: take hits by controlling the story of the blow.
The Hero projects “that doesn't touch me”: a bloody
smile, a cutting quip, a proud stance. The opponent hesi-
tates; their strike is less committed. There is still a wound,
but the scene still turns to the Hero’s advantage.

:‘: Resolve: take hits through sheer refusal to fall: clenching
teeth, holding position, refusing to drop the weapon or
step back. The Hero suffers but keeps going. Their will
keeps their legs under them when someone else would
have collapsed.

:‘: Wits: take hits intelligently by presenting the least vulne-
rable part of the body, bracing mentally, and managing
adrenaline to stay lucid. The Hero knows how to fall and
absorb impacts to limit harm. They take a blow, but where
they choose.

Toughness determines how many Minor Wounds a Hero—or a
Villain—can take before suffering a Dramatic Wound. As soon as
they have taken a number of Minor Wounds ( {f_) ) equal to their
Toughness, the next box becomes a Dramatic Wound ( g:g ); then
the Minor Wound counter resets to zero for the next “step.”
A Hero with Brawn (3) as Toughness can take 3 Minor
Wounds ( i:;- ) before suffering 1 Dramatic Wound ( {;’g b,

They fill in the unused boxes on their character sheet.

88000 ¢%
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Equipment

For Heroes, equipment does not determine the severity of the
wounds you deal or suffer. A sword, an axe, or a dagger does
not change your Damage: what matters is experience, timing,
and the art of aiming true. Likewise, wearing armor, a tabard,
or fighting without protection does not change the wounds you
take. Heroes don’t just soak hits; they move, dodge, and parry.
In short, equipment is primarily about style; the real difference
comes from talent and choices made in the heat of action.

However, there are two equipment-related exceptions to keep
in mind:

Z‘: The weapon’s range: a pistol, musket, bow, or crossbow
can attack at range and uses a specific Skill: Aim. Firearms
do not deal more Damage. They are more powerful, but
less precise.

When a Hero suffers their fourth Dramatic Wound, they are out
of action (by default, unconscious). Unless they spend 1 Hero
Point, they can’t act again until they are treated.

7 Movement
The Movement Aptitude represents how a Hero moves and
acts physically in an Action Scene whenever they aren’t
directly attacking or defending: running, climbing, slipping
through, disengaging, leaping from one balcony to another,
clearing an obstacle, diving for cover, and so on.
Brawn: move by forcing a way through. The Hero sho-
ves, pushes, carries, or barrels in, opening a path with
sheer mass and power. This is the style of toughs who
kick doors in and those who advance while taking every-
thing with them.

:‘: Finesse: move through coordination and agility. The
Hero leaps, slides, recovers into a roll, using flexibility to
go where others get stuck: duck under a table, climb a low
wall, leap balcony to balcony, slip between two opponents
mid-melee. This is the style of acrobats, quick fencers,
and daredevils.

Z‘: Panache: move with audacity. The Hero crosses a dange-
rous area with spectacular moves, sliding along a railing,
running across a table covered in glasses, leaping over a
group of enemies, threading through the melee while tos-
sing a biting quip. This is the style of flamboyant heroes
who turn every movement into a memorable scene.

Z‘I Resolve: move through sheer determination. The Hero ad-
vances despite pressure, pain, fear, or obstacles: pushing
forward under fire, running on an injured leg, climbing
a ladder while everything collapses around them. This is
the style of the relentless, those who force a path through
by refusing to stop.

:‘: Wits: move by choosing the optimal route through plan-
ning and intelligent use of terrain. The Hero quickly spots
the best path, via rooftops, a service stair, a detour through
an alley, anticipating bottlenecks. This is the style of
scouts, those who see the scene like a tactical map.

Z‘: Masterwork weapons and armor: Heroes may purchase
an Advantage that allows them to own high-quality equip-
ment that affects Combat Aptitudes (increasing Damage
for weapons, increasing Toughness for armor). This
equipment represents a deliberate player choice: it is ob-
tained at creation or through advancement, and it counts
as an Advantage in its own right. It is an investment you
make instead of other options.



Game System

The game system described in this discovery booklet gives
you everything you need to run an adventure in the world
of 7TH SEA. These rules let you resolve balcony duels, gondola
chases, tense negotiations, and spectacular feats.

If failure has no interesting consequence, don’t
roll dice.

7TH SEA aims for a brisk pace. Chaining rolls for low-stakes
actions only slows the game down. As Game Master, ask for
a roll only when there is something at stake: would failure
change the situation (time lost, raising the alarm, injury,
missed opportunity, complications)? If failure would not
lead to an interesting consequence, treat the action as an
automatic success.

Failing or Succeeding at an Action

1/MBuild your dice pool

When a Hero attempts something that matters to the scenario,
they:
Choose a relevant Trait + a relevant Skill.
Roll a number of d10s equal to the sum of the chosen Trait
and Skill.
Esmeralda wants to leap from balcony to balcony. The
player suggests Finesse + Athletics; the GM agrees. She
has Finesse 3 and Athletics 2, so she rolls 5d10.

2/ (nnounce the Dificully

The Game Master announces a Difficulty (noted D) from
1 to 7, depending on what is being attempted:

Difficulty | Complexity Result
D1 Routine Barely
D2 Complicated Clean
D3 Risky Solid
D4 Difficult Remarkable
D5 Dangerous Brilliant
D6 Heroic Masterful
D7 Legendary Mythic

D6 and D7 should be extremely rare, reflecting actions of
extraordinary complexity.
The GM sets Esmeralda’s jump between rain-slick balco-
nies at Difficulty 2.

3/ %eep Threshold

The player rolls their dice and keeps all dice that meet or
exceed the Keep Threshold. This threshold depends on the
Skill rating. Kept dice are called Successes. The more you
master a Skill, the easier it is to keep dice.

To make the threshold immediately readable, it’s presented as
below on the character sheet. Shade in your Skill rating; the
first visible number is your Keep Threshold.

Athletism @ @ @ @ @ 4
Esmeralda has Athletics 2, so her Keep Threshold is 7+.

Athletism Q Q @ @ @ 4

Esmeralda rolls 5d10 and gets 3, 7, 9, 5, 10. She keeps 7,
9, 10, so she has 3 Successes.

Why does the Keep Threshold depend on Skills?
Basing the Keep Threshold on Skills is a deliberate design
choice. A Hero has 5 Traits and 21 Skills: statistically, Traits
will be used more often. If Skills had no strong mechanical
impact beyond adding dice, it would almost always be bet-
ter to invest primarily in Traits, because they are called for
more frequently during play.

By tying the Keep Threshold to Skills, we increase their
practical usefulness and their weight in character building.
Raising a Skill doesn’t just mean rolling more dice, it also
gives you a better chance to accumulate Successes. This
encourages players to build more balanced and specialized
characters instead of optimizing only Traits.

4/Interpret the resull

If the player keeps at least as many dice as the Difficulty,
the action is a Success. Otherwise, it is a Failure.
Esmeralda keeps 3 dice against Difficulty 2, so she
succeeds.

5/€xira Guccesses

Extra Successes let Heroes gain Hero Points. Each Extra

Success beyond the Difficulty grants 1 Hero Point.
Esmeralda kept 3 dice against Difficulty 2. Not only is
the action a Success, she also gains 1 Hero Point.

When a Hero spends Hero Points on a roll, any Successes
beyond the Difficulty do not generate new Hero Points.

6/Force Foie

When a Hero fails an action, they may choose to Force Fate:
the action becomes a Success, but the Game Master gains
Villainy Points equal to the number of missing Successes.



This represents a victory wrested from Destiny: the action
succeeds, but later the GM can spend those Villainy Points to
introduce complications, setbacks, or bad luck.

Forcing Fate always means scraping by. It is never a clean win
that goes unnoticed: something shows. A lock gives way too
loudly, a dodge leaves a cut across the face, a lie rings slightly
false, the Hero stumbles, and so on. The action succeeds, but
you can feel it was won by a hair.

sieroism and Yillainy

Heroism and Villainy are two sides of the same coin: every
Hero victory invites a twist of fate. When the characters
draw on their Heroism, they bend luck to their will. But as
Villainy builds up, it is the Villains who regain the upper hand:
complications arise, enemies reveal themselves, and the price
of victory goes up.

Hero Points represent a Hero’s ability to push past their limits
and pull off feats worthy of the most flamboyant tales. They are
akind of heroic currency that players can spend to influence the
story. They are one of the game’s main levers for encouraging
bold choices at the table.

Villainy Points represent the Villains’ ability to bring trouble
and misfortune at the worst possible moment. They are a kind
of villainous currency that the Game Master can spend to
inject complications and unexpected threats. Villainy Points
add texture to Scenes by raising the stakes when everything
seemed under control.

Hero Point and Villainy Point spends must be declared
before the roll.

fiero Points

Each Hero starts the game with 1 Hero Point. They can earn
more during the scenario through extra Successes or as a
reward for a heroic action at the Game Master’s discretion.

Each time they spend a Hero Point, they may do one of the
following:
Add 1d10 to their pool
Add 3d10 to an ally’s pool if they are actively helping
them
Activate an Advantage
Increase Damage dealt by 1
Keep acting even while Out of Action
Perform a Legendary Feat (5 points)

There is no limit to how many Hero Points a Hero can spend
on a single roll.

At the end of a session, any unspent Hero Points are lost.

T Legendary Feat

When a Hero spends 5 Hero Points, they may trigger a
Legendary Feat. All dice in their hand are then treated as
successes. You cannot gain Hero Points this way.

10

Optional rule: choosing to fail

A Hero may choose to fail an Action: they give up the im-
mediate success and let the situation turn against them. In
exchange, they gain 2 Hero Points. This should influence
play, so the GM should find an interesting consequence
(time lost, a revelation, danger, humiliation, separation,
etc.).

Villainy Points

The Game Master starts the session with a number of
Villainy Points equal to the number of players at the table.
They can gain more during the scenario whenever a player
Forces Fate.

Each time they spend a Villainy Point, they may do one of the
following:
Z‘I Add obstacles to the current scene (for example, an unex-
pected patrol of guards passes by and must be avoided)
:‘: Add a complication that increases an Action’s Difficulty
by 1 (for example, a troupe of street performers passes as
a Hero tries to eavesdrop discreetly)
Activate a Villain’s Advantage
Increase the Wounds Heroes take by 1
Keep a Villain acting even while Out of Action
Bring in a Brutes Squad with a Level equal to the number
of Villainy Points spent

There is no limit to how many Villainy Points the Game Master
can spend on a single roll.

At the end of a session, any unspent Villainy Points are lost.

T Villainy Points and the Game Master’s
prerogatives

Villainy Points are not there to rein in the Game Master or limit
their authority. 7TH SEA remains a traditional game, and the GM
is free to run the session as they wish: bring in Brutes, stage
Villains, decide how NPCs react, and set Difficulties as they
see fit. Villainy does not replace that authority; it complements
it by offering a clearly identified dramatic currency.

In a way, these points represent the characters’ karma: the
more the Heroes try to Force Fate, snatch impossible victories,
or succeed despite failure, the more the world pushes back.
Villainy embodies that backlash: complications, delays,
setbacks, foes returning, doors closing at the worst moment...
everything that reminds you that every exploit has a price. In
short, it makes the game harder.

We recommend playing with visible Villainy Points (tokens on
the table) so the players can feel the tension. This transparency
turns Villainy not into a punishment, but a promise of story:
you can Force Fate, but Fate will eventually take revenge.



Dramatic Geenes

In 7TtH SEA, a Dramatic Scene is one where the main stake is
not winning a fight, but moving the story forward in calmer
moments. This is when Heroes investigate, negotiate, seduce,
spy, lie, impress, decode, or try to understand what lies behind
appearances.

These moments are resolved through three broad types of
action: Simple, Opposed, or Extended. The Game Master
chooses which type applies based on the situation and what
is at stake.

Gimple Actions

A Simple Action is a one-off task resolved with a single roll.
Simple Actions cover anything that can be handled in one
attempt: forcing a door, jumping from a balcony onto a hay
cart, spotting an ambush, convincing someone, and so on.

There are two ways to handle Simple Actions.

If you want to know whether the Action succeeds or fails, the

Game Master sets a Difficulty; the player builds their dice

pool, rolls, then counts kept dice. If the number of Successes is

at least the Difficulty, the Action succeeds. Otherwise, it fails.

If there are extra Successes, the player gains Hero Points.
Example: quickly climbing a manor wall before a patrol
spots the Hero. The player rolls Brawn + Athletics
against Difficulty 2. If they succeed, they scale the wall
and end up on the other side.

If you want to gauge how effective an Action is, the player

builds their dice pool, rolls, then counts kept dice. The number

of Successes reflects the effectiveness of the Action. In this case

there are no extra Successes, and therefore no Hero Points gained.
Example: spreading a rumor at a ball. The player rolls
Wits + Intrigue and gets 4 Successes. That's a Remarkable
success, so the GM judges that the rumor spreads extre-
mely well during the evening among all the guests.

@pposed Actions

An Opposed Action happens when two (or more) characters
pursue contradictory goals, each trying to gain the upper hand
over the other.
Each side builds their dice pool and rolls
Each keeps dice (using their respective Keep Thresholds)
Compare the number of Successes: the highest total wins
On a tie, neither side gains the upper hand

Opposed Actions are used for social confrontations as well as

physical contests or chases.
Example: a staring contest pits a Hero against a guard
captain. Both roll Panache + Self-Control and compare
results (using their own Keep Thresholds). If the Hero
wins, they hold firm, answer coolly, and may even shake
their opponent s confidence. If the captain wins, the Hero
feels the pressure rise and may give ground or accept
unfavorable terms in a later negotiation.
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Exiended Ylctions

An Extended Action represents a complex objective that takes
time, persistence, or multiple steps to accomplish. You don’t
resolve it with a single roll, but with a series of attempts.

Z‘: The Game Master sets the number of Successes required
and represents it by placing a die in front of the player(s)
set to the target number. The player(s) place a d10 next to
it showing 0

Z‘: After each roll, the Hero adds the number of Successes
they obtained to their die

:‘: When the player’s die equals the Game Master’s die, the
objective is achieved

:‘: Depending on the situation, the Game Master may intro-
duce complications, delays, or additional risks that in-
crease or decrease the progress needed.

It is possible to Force Fate to obtain all the Successes you
need in a single round, but remember: the Game Master gains
Villainy Points equal to the number of missing Successes.

Extended Actions are especially suited to preparation scenes,

travel, chases, or anything that feels like step-by-step progress

toward a difficult goal.
Example: repairing a rudder in the middle of a storm
(Tracker 10). Each round, the Hero rolls Wits +
Engineering. If they keep 3 dice on a given attempt,
they add 3 points to the tracker. When the running total
reaches 10, the rudder is finally repaired and the ship
regains its maneuverability.

[H]

In scenarios, you will sometimes see a reference to [H]. This
is the number of Heroes at the table or involved in a Scene.
The Difficulty of some Actions is calculated based on the
number of players: the more Heroes there are, the higher it
becomes to maintain dramatic tension.

The Heroes try to sneak into the castle of a Grand Castillian
noble. The Difficulty depends on how many people attempt
to enter: the more of them, the harder it is. They decide to go
in as a group of 3. The [H] Difficulty is therefore 3.



A(ction Scenes

An Action Scene is a scene where the story moves forward
because danger is immediate and the Heroes must act fast under
pressure. An Action Scene is not necessarily only a fight. It isn’t
always about hitting enemies until none are left; it is, above all,
a moment of tension and motion in which the Heroes must act
quickly. It could be a rooftop chase, a horseback escape, a fire
tearing through a castle while innocents scream upstairs, a cart
careening down a slope toward a crowded market, an ambush
where you must protect a dignitary, a bridge collapsing, and so
on. Of course there can be adversaries, but in an Action Scene
the Heroes aren’t just trading blows with villains; many other
dangers can strike.

Action Scenes in 7TH SEA are meant to be fast, cinematic, and
heroic. The point isn’t to simulate every thrust and sidestep,
but to stage dynamic confrontations where Heroes take risks
and take hits to seize spectacular opportunities. The system
alternates between moments when Heroes take the initiative
and moments when they must react to their opponents’ assaults.

SGunning an Action Seene

An Action Scene plays out as a series of exchanges: the Hero
acts (Action), their opponent strikes back (Reaction), then you
move to the next Hero and their opposition, and so on. This
rhythm highlights the Heroes’ audacity while keeping constant
pressure on from their enemies.

In an Action Scene, only the players roll dice. Opponents
do not roll; they exist through the threats described by the
Game Master and through how the Heroes respond.

By default, the scene starts with a Hero Action. If the Heroes
are taken by surprise, it starts with a Reaction.

T I/Start of the Round and choosing the
first player

A round starts when the first player begins to act and ends
once all Heroes have acted once (each having resolved their
exchange). The players agree on who acts first. This order is
flexible: players can go in whatever order they like, depending
on the situation, their priorities, or opportunities in the moment.

T 2/The exchange

Each Hero plays out a full exchange in two steps.

a/Hero Action

The player describes what their character does: attack, move
toward an objective, protect an ally, use an Advantage, create
an opening, and so on.

If the action is uncertain, important, or risky, the player makes
the appropriate roll (Combat Aptitude + Skill + any relevant
Advantages). The result immediately determines its effects:
damage, ground gained, an obstacle overcome, an obstacle
created, an ally protected, information obtained, and so on.
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b/Opponent Reaction

Once the action is resolved, the Game Master describes the
opponent’s riposte (if there is one): a counterattack, a shot, a
maneuver, a spell, a trap, reinforcements, a move to regain the
upper hand, and so on.

The player then describes how their Hero reacts (parry,
dodge, dive for cover, break engagement, take the hit, protect
someone, and so on). If this Reaction is uncertain or risky, they
roll: on a Success, they avoid or reduce the consequences; on
a Failure, they suffer a complication, a wound, or any other
appropriate consequence.

If the Hero does not attack

If, during an Action Scene, a Hero chooses not to attack an
opponent, that doesn’t mean they do nothing or that they are
safe from harm. An Action Scene isn’t limited to combat;
many things can happen: a panicked crowd, a collapsing
ceiling, a hostage to protect, an objective to reach, and so
on. Even a Hero who is hiding or waiting while companions
handle a threat can be affected: a guard spots them, smoke
chokes them, an explosion throws them, a witness calls out
to them, an enemy tries to flee with evidence, and so on.
The Reaction is there precisely to handle these pressures
and dangers, whether they come from an opponent or from
the situation itself.

It is very important not to leave a character out of reach of
all danger. Otherwise, players may adopt a passive stance
(“I do nothing, so nothing can happen to me”), which
breaks the pace and leads to boredom. In an Action Scene,
every Hero should feel the world moving, that something
concerns them, and that they have a choice to make, even if
they aren’t attacking anyone.

T 3/Adversity Reaction

Once the Heroes’ direct exchanges have been resolved, the
Game Master has the Adversity act: all enemies, dangers, or
elements of the scene that are not directly engaged with a
Hero at that moment. This might be Brutes maneuvering,
henchmen taking position, a Villain giving orders, a trap
triggering, part of the scenery breaking down, and so on.

This phase is used to evolve the scene and maintain pressure;
the Game Master announces what the Adversity does, what
threats appear, and what consequences are about to land next
round if nothing is done.

T 4/New round

When all Heroes have acted and the Adversity’s Reaction has
been announced, the Round ends. A new round then begins;
the players may choose a new first player, then chain new
exchanges until the scene ends.



mﬁﬂtl‘( ﬁ[ﬂﬁﬂus T Wounds suffered

When a Hero takes an Attack Action (strike with a sword, = When a Defense roll is missed, the enemy attack
shoot, knock out, disarm, and so on), they make an Attack roll: hits the Hero. The GM then calculates the Wounds
:}: They roll a number of d10s equal to the Trait linked to  suffered using the attacker’s Damage value.
their Attack Aptitude + the relevant Skill (for example
Melee, Aim, Athletics, depending on the style of the The Hero checks off a number of boxes equal to the Wounds

action). suffered. If they check a star, they take a Dramatic Wound.
:‘: The Difficulty of this roll is determined by the target’s Isabeau linked Brawn (3) to Toughness. She can there-
Defense Aptitude: the more skilled the opponent is at de- fore take 3 Minor Wounds before suffering 1 Dramatic
:!: fending, the harder they are to hit. Wound.
If the number of Successes meets or exceeds that . . . . , NIy ATl A T A
Difficulty, the attack hits. The Hero then calculates the 00000 ﬁ 00000 ﬁ 00000 @ 00000 ﬁ
Wounds dealt (see below).
Action turn: Isabeau declares a sword attack. Her Trait Effects of Dramatic Wounds: each Dramatic Wound suffered
linked to Attack is Finesse (3). She rolls Finesse 3 + is a pivotal moment. It strengthens the Hero’s resolve, but at
Melee 3 = 6d10. Her target, Rinaldo, has a Defense the cost of pain.
Aptitude of 2. Isabeau gets 3 Successes. She hits Rinaldo :‘: As long as the Hero has at least one Dramatic Wound,
and also gains 1 Hero Point (for her extra Success). each time they take an Action, the player adds +1 die to
their dice pool per Dramatic Wound, using dice of a
T Dama ge dealt different color (ideally red, to symbolize blood).
Z‘: Wound dice explode: if a Wound die shows a 10, it
During the Action turn, when an Attack roll counts as a Success and may be re-rolled. This represents
succeeds, Heroes determine the Damage dealt: the Hero’s fighting spirit and adrenaline despite the pain.
The Damage value applies automatically Z‘: If any Wound die shows a 1, the pain becomes overwhel-
Hero Points spent can be added ming. The effort has consequences: the Hero has pushed
Relevant Advantages can also be added past their limits and becomes Defenseless until their next
The total is the number of Wounds inflicted on the Action Turn (but they may still act during their Reaction
target Turn).

Isabeau’s Trait linked to Wounds is Resolve (2). She

therefore deals 2 Damage. She spends 2 Hero Points. When a Hero suffers their fourth Dramatic Wound, they

Rinaldo suffers 4 Wounds. become Defenseless (by default, unconscious). Unless their
player spends 1 Heroism point, the Hero can no longer take

. Actions until they are healed.
@szRSB mthﬂus Isabeau has just been hurt by her opponent. Rinaldo

deals her 5 Wounds. She checks off her first three Minor

When a Hero suffers an attack, they make a Defense roll to try Wounds, her first Dramatic Wound, and then one more
to avoid or reduce the Wounds: Minor Wound afier it.
:‘: They roll a number of d10s equal to the Trait linked to el AR A AN AL AR WAL R
their Defense Aptitude + the relevant Skill (Melee to 8800 ﬁ 00000 % 00000 @ 00000 ﬁ

parry with a weapon, Athletics to dodge, and so on).

:‘Z The Difficulty of this roll is determined by the attacker’s ~ Modular rule: partially successful Attacks/
Attack Aptitude: the more dangerous and offensive the =~ Defenses
opponent is, the harder it is to defend against them. If a Hero doesn’t manage to beat an opponent’s Defense,
If the number of Successes meets or exceeds that  their Action can still have an effect, just a lesser one: a par-
Difficulty, the Defense works: the Hero avoids the blow. tial success. For example, if an opponent has Defense 2 and
If the Hero fails, they cannot protect themselves enough;  the Hero gets 1 Success, the blow doesn’t fully land, but

the GM then calculates the Wounds suffered (see below). it does wear the enemy down: it inflicts reduced Wounds
Reaction turn: Furious, Rinaldo strikes back with his (fewer than if the Difficulty had been met). Likewise, a
knife. Isabeau must defend. Her Trait linked to Defense partially successful Defense may reduce damage instead of
is Wits (2). She rolls Wits 2 + Melee 3 = 5d10. Rinaldo canceling it entirely.
has an Attack Aptitude of 3. Isabeau gets 2 Successes, so This rule helps avoid “all or nothing” situations, but it also
she fails to parry the blow. requires more tracking from round to round (reductions,

partial damage, adjustments). Make sure it doesn’t weigh
resolution down and harm the flow of Action Scenes.
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Oiher Alctions

The Movement Aptitude is used when the Hero undertakes
a physical action other than an attack: fleeing, repositioning,
overcoming obstacles, disengaging from combat, and so on.

:‘: The player rolls a number of d10s equal to the Trait lin-
ked to the Movement Aptitude + the relevant Skill
(Athletics, Sailing, etc.).

Z‘: The Difficulty is set by the Game Master based on:

e the danger of the action,

e the conditions (rain, crowd, darkness, unstable ground,
etc.),

e and possibly opposition (for example, an opponent’s
Attack Aptitude if they try to hold the Hero back).

Z‘I If the number of Successes meets or exceeds the Difficulty,
the action succeeds: the Hero reaches their destination,
disengages, clears the obstacle, dives for cover, and so on.
On a failure, they remain exposed, stuck, slowed, or end
up in an awkward position, as the Game Master describes.

Action turn: Isabeau tries to disengage from the fight to
flee. The Trait she linked to Movement is Panache (2).
The Game Master rules that to disengage, the Difficulty
equals her opponent’s Attack Aptitude (so 3). She rolls
Panache 2 + Athletics 2 = 4d10. Isabeau gets 1 Success,
so she fails to pull away.

It will now be the Reaction turn. The GM decides that
Rinaldo keeps attacking; the player must therefore make
a Defense roll...

T Healing during an Action Scene

It’s very likely that, at some point, a Hero will try to treat an
ally in the middle of an Action Scene. It’s possible, but you
don’t treat everything the same way under pressure. Dramatic
Wounds cannot be healed during an Action Scene; they’re
too serious to handle in the moment. They must be treated
during a proper healing scene, during which the Heroes have
time, are in a safe and calm environment, and—if needed—
have the necessary equipment.

Other Wounds, however, can be treated on the fly with first aid.
To do so, if they are within reach, the Hero rolls Movement
+ Science; each Success heals one Wound. To keep healing
from removing all tension, the same Hero can give first aid to
a given character only once per Action Scene.
Diego rushes to Isabeau to treat her. His Trait linked to
Movement is Wits. He rolls Wits (2) + Science (1) and
gets 2, 9, and 10: 3 Successes. Isabeau can erase two
Wounds, but not her Dramatic Wound.

880007 00000 00000 EF 00000 TR
When she takes more Wounds later, with her Dramatic
Wound still marked, she wont mark it a second time:

she continues directly onto the remaining @ boxes,
following the Wound track.
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T Healing outside Action Scenes

Dramatic Wounds can only be healed during Dramatic Scenes,
when the Heroes can stop and take their time, and when it is
possible to use equipment and/or remedies. The player uses a
Trait with the Science Skill. Each set of 2 Successes heals one
Dramatic Wound.

The choice of Trait depends on the care and the situation. By
default, you most often use Wits, but a player might ask to use
Brawn to set a shoulder back in place, Finesse to stitch wounds,
Resolve to treat themselves through pain, or Panache to keep
a shocked ally’s spirits up and prevent them from collapsing.
As with other rolls, the player proposes; the GM has final say.

Tuypes of opponents

Not all enemies the Heroes face in 7TH SEA carry the same
dramatic weight. Some exist only to make the Heroes look
good, others to resist a little, and a few to truly challenge
them over the long term. We distinguish three broad types of
opponents:
Brutes Squad: anonymous extras, fragile, but numerous
Henchmen: licutenants who offer minimal resistance
Villains: the equivalent of Heroes, just as strong and re-
silient as they are

By combining Brutes, Henchmen, and Villains, the Game
Master can easily adjust danger level, pace, and drama in
Action Scenes; Brutes to let the Heroes shine, Henchmen to
test them, and Villains to truly put them through their paces.

T Brutes Squad
Brutes Squad represent the anonymous extras of the story:
palace guards, deckhands, highwaymen, interchangeable
mercenaries, a Villain’s goons, and so on.
Individually they are fragile, but often numerous; their
danger comes from numbers, not personal skill.

:‘: They are there to stage spectacular fights where the
Heroes can shine: crossing a room full of guards, holding
a bridge against a band of pirates, scattering tavern thugs.
They may have an Ability tied to their nature (musketeers,
brigands, etc.); these are specified in the scenarios when
needed.

:‘: In the fiction, Brutes exist to keep fights moving without
monopolizing the whole session: you send them flying
over tables, tumbling down stairs, fleeing in panic, and
SO on.

A Brutes Squad is therefore an obstacle to push back rather
than a specific opponent you duel on equal footing.

In play:
Brutes Squad have a Level from 1 to 5. Their Attack
and Damage Aptitudes equal their Level. Brutes Squad
have no Defense Aptitude.

Z‘: Brute Damage: a Brutes Squad deals its Damage to eve-
ry Hero who faces it and fails their Defense roll. If a
Hero succeeds on Defense, they take no damage. A lone
Hero will be wounded less often “per round,” but because
they will usually have to fight the Squad longer, total wear
and tear remains broadly comparable.



Zf: Getting rid of a Squad is an Extended Action with a
Difficulty equal to the number of Brutes in it. You must
therefore accumulate as many Successes as the Difficulty
for the Brutes to flee or scatter.

Félipé is escorting a young noble out of an opera house,
into a narrow, empty alley. A group of thieves appears.
Their goal is clear: pick the noble’s pockets and vanish
before anyone can react. The Game Master decides this
is a Brutes Squad of Level 2 (Attack 2, Damage 2), and
that there are 5 of them. To drive them off, Félipé must
win an Extended Action with Difficulty 5.

Action turn: Félipé immediately steps between the
thieves and the young noble. He draws steel, sidesteps,
and strikes the first one who comes too close. The player
rolls the Trait linked to his Attack Aptitude + Melee. He
gets 2 Successes. He hurts one thief and forces the others
to back off; they understand they won t be able to simply
push past this bodyguard. Félipé now has 2 Successes
out of the 5 needed to break the Squad.

Reaction turn: the Brutes reorganize. Two try to go
around Félipé to reach the noble, while the others attempt
to surround him. One of them tries a low blow meant
to knock him down. Félipé rolls the Trait linked to his
Defense Aptitude + Melee, against Difficulty 2. He gets
3 Successes. He parries the attacks, slaps away a hand
reaching for the nobles purse, and holds his ground.
Because he got 1 extra Success, he gains 1 Hero Point.
Action turn: Félipé sees the ringleader giving orders
with a nod. He realizes that as long as that man is stan-
ding, the others will keep trying their luck. He decides to
hit hard and break their momentum. He rolls Attack value
+ Melee again and gets 3 Successes. He now totals 2
(already earned) + 3 = 5 Successes, which completes the
Extended Action. Félipé drives his blade into the leader
with a clean strike, sending him crumpling against a
wall. The others hesitate, then panic, they realize they 've
failed and run off cursing.

7 Henchmen
Henchmen are a step above Brutes; they have a name, a face,
and an identifiable personality.
:‘: They can stand up to a Hero in a duel for a while, or lead
a Brutes Squad.
They offer minimal but real resistance: you can’t brush
them aside, and they can inflict serious Wounds if ignored.
:‘: In the fiction, they are the supporting villains: the guard
captain, the Villain’s right hand, the mercenary duelist
hired to delay the Heroes, the sorcerer carrying out orders.

Henchmen often set the stage for the confrontation with a
Villain; they give a first taste of the danger level, or guard
access to the true mastermind of the affair.

In play:
They have a name, Traits, Skills, and Combat Aptitudes.
They may have Advantages (at the GM’s discretion).
They are taken Out of Action upon their second
Dramatic Wound.
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T Villains
Villains are the major antagonists of the story: the Heroes
equals on the opposing side.
They are as strong and resilient as Heroes, sometimes
more so.
Zf: They have full Combat Aptitudes, Advantages, resources,
networks, and sometimes even Villainy Points.
:‘: They are the ones who carry the scenario’s main threat.

>

Facing a Villain is never trivial. Even when defeated, Villains
often leave a lasting mark on the story: scars, revealed secrets,
broken alliances, or promises of revenge.

In play:
They are the equivalent of Heroes, with Traits, Skills,
Advantages, Combat Aptitudes, and so on.
Z}: They are taken Out of Action upon their fourth
Dramatic Wound.

uﬁaumplz ction Scene

In a palace in Montaigne, the Heroes want to recover a
compromising letter during a masked ball. The Heroes
are:

Isabeau (fencer), direct opponent: Captain Renaud
(Villain).

Diego (thief), direct opponents: two guards (Brutes).
Marina (diplomat), direct opponent: a butler (wary
informant).

Unengaged Adversity: musketeers on the mezzanine.
The scene starts with a Hero Action (they are not
surprised).

i Choose the first player
The players agree: Diego will go first, to reach the office
where he thinks the letter is kept as quickly as possible.

f Diego’s Action

Diego: “I vault onto the railing, go through the window,
sprint across the mezzanine, and head for the office.”
The Game Master sets Difficulty 2 (quick action, nearby
guard). Diego uses his Movement Aptitude + Athletics,
rolls his d10s, and keeps those above his Keep Threshold.
He keeps two dice: Success. Result: Diego reaches the
office and starts searching the desk.

e

f Reaction of Diego’s opponents

The two guards on duty rush him: “Halt!” They try to
grab him before he takes the letter. Diego reacts: “I slide
behind the desk and tip a chair over to slow them down.”
The GM sets Difficulty 2. Diego rolls, but keeps only 1
die: Failure. Diego ends up trapped behind the desk,
exposed, and one of the guards blocks the exit.

ola

f Marina’s Action

Marina decides to go next: “I speak up in the center
of the ball; I propose a toast in honor of our host, to
draw eyes away from the mezzanine and the office.” She
rolls Movement Aptitude + Protocol against Difficulty 1.
Marina succeeds. For a few moments, the room’s atten-
tion shifts away.
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Reaction of Marina’s opponent

The butler approaches, suspicious: “Madam, you seem
very interested in the upper floor.” Marina answers: “I
flatter him, fog his mind, and try to get him to tell me
where the letter is stored.” She rolls Movement Aptitude
+ Persuasion against Difficulty 2. She keeps only one
die: Failure. Marina chooses: “I Force Fate.” The
Action is still a Success, but the Game Master gains 1
Villainy Point (placed in front of the players). The butler
lets slip despite himself: “In the desk's false bottom.” But
then he fixes her with a stare: “I'm watching you.” (The
Action was originally a failure, and forcing fate comes
with consequences.)

Isabeau’s Action

Isabeau is the last Hero who hasn't acted, so she must
go now: “I challenge Captain Renaud to a duel so he
can't give orders to the soldiers.” She rolls Movement
Aptitude + Melee against Difficulty 2. Isabeau keeps 3
dice: Success. Her extra Success gives her 1 Hero Point.
The captain turns his attention away from Diego to focus
on Isabeau.

Reaction of Isabeau’s opponent

Captain Renaud attacks viciously. Isabeau: I parry.”
She rolls Defense (Defense Aptitude + Melee) against
Difficulty 2. She keeps 2 dice: Success. Isabeau holds
Renaud at bay and keeps control of the duel.

Adversity Reaction (end of the round)
Now that all Heroes have acted, the GM resolves
whatever is not directly engaged with a Hero:
Downstairs, the guards close the salon doors to prevent
the Heroes from fleeing.

A musketeer moves to get a firing angle on the desk.

The Game Master spends the Villainy Point they gained:
the chandelier creaks. Someone bumps a chain; the
fixture threatens to give way and fall onto the guests.

At the end of the round:

Diego is close to the letter, but he is pinned down by two
guards.

Marina has learned where the letter is, but she is being
watched by the butler and risks blowing her cover if she
acts too openly.

Isabeau is keeping Captain Renaud busy.

The Adversity is setting up. doors, musketeers, chandelier.

New round
The players agree. Isabeau will start, to prevent the
captain from ordering the musketeers to fire...
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Death to the king
his adventure from the discovery booklet throws the

THeroes into the thick of the action very quickly, at the
heart of political and religious tumult. They will attend a grand

Sctling Ap the Adventure
fistorical Background

1678. Amadeo Sandoval has been King of Castille for fifteen
years. His accession to the throne was marked by an invasion
from Montaigne, and the war has continued ever since. Though
punctuated by victories on both sides, the conflict has, for the
last ten years, been known as the “Grey War,” alternating
ceasefires, guerrilla operations, and stretches of relative calm
before the next explosion of violence.

In this tense climate with Montaigne, the Good King Sandoval
has managed to grow into his role and claim his place, gradually
shaking off the influence of EIl Concilio de la Razon, the
assembly of cardinals who placed him under “protection” in
Vaticine City when he was still a teenager. Distancing himself
little by little from the influence of the Vaticine Church and its
Inquisition, the young king has launched military, economic,
and cultural reforms that won the people’s approval, and today
allow Castille to flourish despite the smoldering conflict with
Montaigne.

Many attribute the king’s wisdom to the presence at his side
of his wife, Isabella of Castille, known as “the Holy Daughter
of Castille.” This young woman of mysterious origins drew
Vaticine pilgrims from an early age, for her words seem to
convey the will of Théus. The royal couple is among the most
adored in Castillian history, and some even claim that Isabella’s
influence, if not her popularity, surpasses that of her husband.

Of course, all of this displeases the Vaticine Church. Yet the
respect the people hold for the king and queen prevents any
open, frontal opposition. The Hiérophant, His Holiness Esteban
Verdugo, and Santiago Melendrez, who succeeded Verdugo at
the head of the Inquisition, therefore bite their tongues and
strive to quietly preserve their influence and political power.

Featured Cast]

7' The Good King Sandoval

Amadeo Sandoval began his reign under the worst possible
omens, and the Montaigne Emperor thought he would make
short work of Castille when he attacked fifteen years ago. Yet,
thanks to the Castillians’ loyalty to their royal family and the
defense of their homeland, as well as the Vaticine Church’s
fierce determination to hold its ground against the quasi-
heretical Montaignes. Amadeo not only survived, he was able
to govern. Relying on the nobles who defended him and on
a people harried by the Inquisition, he asserted himself as a
sovereign rather than a puppet in the hands of the Concilio
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reception at the court of King Sandoval of Castille and will
have to thwart an attempted attack that very quickly turns into
a barely disguised coup d’état.

de la Razon. Listening to the counsel of his wife Isabella, he
strengthened his reforms further, suffering setbacks, of course,
but gradually pushing the Church out of state affairs.

Today, however, he is reaching a point of no return: information
recently brought to him goes beyond anything he could have
imagined about the Church’s influence and how far it has strayed
from the Prophets’ original messages. He knows the political,
religious, and personal risks he takes by walking this path, but
his ethics, his intellectual honesty, indeed, his faith, leave him no
other option: he must reveal to the people what he knows.

T Hiérophant Esteban Verdugo

After climbing the ranks of the Vaticine Church, Esteban
Verdugo held the post of Grand Inquisitor from 1615 to 1670.
He restored the Inquisition’s prestige and power in full. A true
devotee to some and a fanatic to others, Verdugo deployed his
Inquisitors across Terra to hunt heretics, whether Objectionists,
witches, or hunters of Syrneth relics. To many, the Inquisitors
are no better than the evil they claim to root out for how much
innocent blood they have spilled. When the Grand Inquisitor
was elected Hiérophant (head of the Vaticine Church), he
had to relinquish absolute control of the Inquisition to a man
he believed devoted and easy to manipulate. Alas, he soon
realized his successor held very different views. Now 93 years
old, the Hiérophant struggles to preserve his power.

T Grand Inquisitor Santiago Melendrez
The career of this efficient, discreet, and silent cleric has
always been aimed at a single goal: control the Inquisition.
An unconditional supporter of Esteban Verdugo, Verdugo
named him as successor to lead the Church’s armed hand,
believing he could use him as a pawn. Alas, he discovered
the true face of Cardinal Melendrez too late. The new Grand
Inquisitor respected Verdugo for his “sense of proportion”
and his “gradual response” to Théah’s moral decay. Now that
“moderate Verdugo” is Hiérophant and has paved the road the
Inquisition must follow, Melendrez will be able to use him to
set the world back on the right path, for the greater glory of
Théus, whatever the cost.

7 Queen Isabella, the Holy Daughter of
Castille

An orphan taken in by the Church, and soon worshipped as
a living saint, if not a prophetess, Queen Isabella is often
considered more popular than her husband. She influenced
him greatly at the start of his reign and continues to advise
him, even if Amadeo has created some distance from her as a
counselor. Though Isabella’s views contradict certain official
positions of the Church, they remain deeply steeped in the
same religion from which Amadeo seeks to free the throne.



Queen Isabella embodies an undeniable mystic presence, but
one of an uncertain nature. Is she a true saint in the making,
or perhaps even the Fourth Prophetess? Or is she merely an
impostor, perhaps unaware that she is being manipulated? Or
is she simply an enlightened visionary, inspiring a dangerous
fervor in witnesses starved for faith? These questions are not
answered in this adventure. However, throughout the two
Scenes that compose it, it is crucial that doubt remains and that
her actions can be interpreted one way or another. The Heroes
may of course form an opinion as sharp and definitive as they
like, or keep questioning to the end, but you, the Game Master,
must constantly keep that doubt hanging in the air.

Prologue

1678, San Cristobal, one of the great reception halls of the royal
palace. Some call it simply “the Great Hall,” so sumptuous is it
and so many people it can host. It had not been used in a very
long time, however, ever since King Salvador Sandoval, father
of the current sovereign, died in 1663. Despite his return to San
Cristobal and his independence from EI Concilio de la Razon,
Amadeo Sandoval had not yet taken advantage of the place’s
full capacity, and the court buzzes with speculation as to why
this reception is being held here and now.

The Gentlemen's Y cague

If you haven’t done so yet, now is the time to hand out
the Heroes to your players. Briefly describe the available
characters.

Manuella de la Olivera de la Cruz, Castillian army officer.
She is a heroine of the war against Montaigne, commander of
a unit of tercios and a member of a great Castillian family (her
father is a Villain, and she must deal with a complicated family
legacy). She is trained for battle, does fine with a weapon in
hand, but is more comfortable with strategy.

Hugues de la Chapelle Montmoront, Montaigne diplomat.
He is Montaigne’s official ambassador. Castille and Montaigne
recently signed a ceasefire; he is here to show that relations
between the two countries are entering an era of stable
coexistence. Suffice it to say he does not start with the crowd’s
sympathy. He is very comfortable socially, knows the
customs and etiquette, as well as all the gossip.

Mallory Reilly, a thief from Avalon. A high-flying cat
burglar, they officially present themself as part of the staff of
an Avalonian trading company, invited to discuss port rights,
trade routes, and other matters of the same kind (which they
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Scene Summary

This Adventure unfolds in two major Scenes.

T Dramatic Scene: The Reception of All
Promises

At an ordinary reception at the court of King Sandoval of
Castille, the Heroes have a chance to mingle with the great
names of this Nation. Suddenly, the king interrupts the
reception; as everyone falls silent, Sandoval makes an official
statement and announces that he will reveal to the people
important Vaticine archives that have been brought to his
attention. His speech is cut short by a gunshot!

T Action Scene: The Announcement of
All Dangers

Someone has just shot at Sandoval! The Heroes’ blood runs
cold. Barely do they have time to throw themselves in the way
before chaos erupts. From everywhere, armed assassins appear
and try to reach the king. Between panic and terror, the crowd
doesn’t know how to react, for the attackers are none other than
agents of the Inquisition. On the verge of being overwhelmed,
the Heroes must protect the king and queen as they flee!

obviously don’t know much about). Clever and devious,
Mallory avoids direct confrontation whenever possible and
prefers to operate from the shadows to get what they want.

Hans Miiller, Eisenér bodyguard. He is the bodyguard
of Hugues de la Chapelle Montmoront (the diplomat Hero).
Not feeling safe in a still-unstable Castille, Hugues hired a
mercenary. Protocol allows each ambassador to have one
armed guard in the palace. He’s the bruiser, the one who hits
hard and hurts.

Veronica Cardinale, Sorte Strega. Since sorcery is heresy to
the Inquisition, Veronica operates undercover. Officially, she is
the widow of a Vodacce merchant come to negotiate maritime
contracts. She is a support character. Her mastery of Fate
magic can let her do extraordinary things, but she cannot
target herself.

All of these characters have a good reason to be here tonight.
Their character sheets describe these motivations and their
personal objectives. In addition, they all belong to the
same secret Society: Los Vagabundos; they therefore share
a common objective. It’s up to you to decide whether they
already know each other. They may already be acquainted or
meet during the scenario (the Vagabundos did warn them there
were other agents), but that will inevitably add play time.

Once the characters have been handed out, let the players read
their backstories and their Advantages, ask questions, then
ask them to assign their Traits to their Combat Aptitudes, as
explained in the Combat Aptitudes section at the start of the
booklet.



irst (Scene:

he Seceplion of 2 Promises

The Heroes thus have the honor of being invited to a reception
at the court of King Sandoval of Castille. They have an
opportunity to mingle among the great names of this Nation,
meet a few celebrities, and catch up on recent History, before
the events that truly form this adventure begin to unfold.

The hall is immense, with a vaulted ceiling and a colonnade
on each side. Staircases within the colonnade lead to a balcony
that overlooks the room and runs all the way around it. Several
doors open onto antechambers reserved for guests, servants,
and guards. The great outer door of oak stands at one end; at
the other rises a dais with two thrones for the king and queen.
Near the thrones, seats have been set out for about a hundred
of the most important and influential people in the country.
Servants move easily among them, offering drinks to the
assembly. Those without a seat can easily gather behind the
rows or along the sides in the colonnade.

The Costillian Elite

However prestigious the Heroes may be in their own circles,
they are still rising names compared to the people present at
court tonight. If the Heroes are slow to interact, some of these
guests will address them, especially Mateo, who is eager to
talk history with anyone willing to listen.

King Sandoval and his wife Isabella do not leave each other’s
side. They are constantly accompanied by four bodyguards
ready to die for them. The sovereigns are in high demand from
all sides. Of course, it is impossible to make them leave the
party or isolate themselves out of sight. Hugues, thanks to his
Politician Advantage, can easily go and speak with the king
and his wife.
Sandoval is cordial and will answer the Heroes’ questions,
referring any specific request to his ministers/advisors/
guards. Behind the politeness and protocol, he discreetly
gauges his interlocutors’ stance toward the Church and
the Inquisition, trying to understand who might become
an ally—or a threat—tomorrow. He speaks less of faith
than of politics.

:‘: Queen Isabella, for her part, steers the exchange toward
faith, virtue, and the place of Théus in the life of people;
she questions as though trying to take the measure of the
souls who speak to her.

His Holiness the Hiérophant Verdugo is ill. He is
represented by Cardinal Catalina de Armas, his apostolic
nuncio (ambassador of Vaticine City). The Cardinal is highly
respected and popular, so much so that she was once considered
as a potential Hiérophant. She did not obtain the post, which
she did not seek, but remained faithful to her convictions. I11
tongues claim Esteban Verdugo keeps her near because one
can never watch one’s enemies closely enough. In truth, she
is one of his most precious allies against Grand Inquisitor
Santiago Melendrez. Indeed, she is one of the only members
of El Concilio de la Razon whose voice Amadeo Sandoval still
listens to.
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Z‘: What she wants: preserve the unity of the Church. She
knows the Inquisition is gaining ground and therefore
seeks allies (at the palace and abroad) who can calm ten-
sions and keep King Sandoval in a position where he can
still arbitrate rather than be forced to submit.

Her little secret: she has obtained evidence that
Melendrez is preparing “proof” that would justify a spec-
tacular purge. She does not speak of it openly, because if it
became known, Verdugo would be accused of weakness,
the king would dig in his heels, and Melendrez would get
exactly what he wants: chaos and panic. So she discreetly
looks for trustworthy people to whom she can entrust a
fragment of the truth (enough to act, not enough for them
to betray her).

Grand Inquisitor Melendrez is among the invited guests,
but he has not arrived yet (he will not come at all, though the
Heroes don’t know that yet). Many wonder about the reason
for this delay. Everyone is talking about it.

Doiia Penelope de Aldana. The king’s cousin and a Grande
of Castille, Penelope is elegance incarnate: a polite smile, a
measuring gaze, and words that cut like blades. She argues
that the Crown has mismanaged the war against Montaigne,
not only out of pride, but also through strategic incompetence,
and that the Grandes paid the bill: men, ships, lands, and
“exceptional” taxes that became permanent. She can share
names and alliances, but above all a useful truth: the resentment
is not ideological, it is accounting, and thus ready to turn into
conspiracy if someone promises restitution.

What she wants: test the Heroes’ loyalty and recruit dis-

creet allies to put pressure on the Crown.

Z‘: Her little secret: she belongs to a group of Grandes who
no longer believe the king will solve the problem and who
have begun financing unofficial “solutions” by allying
with foreign powers (notably in Vodacce, well known for
its significant financial resources). She is the one who can
help Manuella achieve her personal objective.

Don Hernando de Quesada. A scholar of E/ Concilio de la
Razon, Hernando has ink-stained hands and suffers an old
fatigue: that of men who believed in progress and watched
politics devour it. He is bitter, not because he hates the king,
but because he deems him dangerous since his emancipation.
Sandoval is no longer a manipulable symbol; he is an
accomplished sovereign, and that is as frightening as a tyrant,
because he could act against the Concilio’s interests. Hernando
can provide a cold reading of the forces at play.

:‘: What he wants: that the Heroes (especially Manuella
and Hugues, who hold important social and political
positions) side with “rational” stability, that is, with E/
Concilio de la Razon.

His little secret: some Concilio scholars collaborate
with Grand Inquisitor Melendrez, others with Hiérophant
Verdugo. In short, the Council is divided.



Doiia Ysabel de Torres. A lady-in-waiting to the queen, Ysabel
wears a constant smile; she can flatter without committing
and listen without seeming curious. She is a perfect conduit
for learning and spreading gossip: who avoids whom, who
meets too often, who changed sides, who buys favors, who lies
poorly. She never speaks head-on, she tells “an anecdote,” “a
funny detail,” “a coincidence.”

What she wants: keep her position and remain indispen-

sable; she trades information like coin.

:*: Her little secret: she recently learned that an unlikely al-
liance is forming between two factions that unofficially
loathe each other: the Hiérophant’s forces and those of
the Inquisition.

Padre Esteban de Zepeda. The royal confessor, Esteban has
a calm, weighty presence: he speaks softly, but every sentence
feels like a judgment. Very close to Hiérophant Verdugo,
he can discuss the place of faith in Sandoval’s politics, and
above all remind that, for some, power has legitimacy only
if it serves Théus. He does not threaten openly; he suggests.
His real talent is getting interlocutors to reveal themselves: he
knows the question that makes you hesitate half a second too
long. In conversation with the Heroes, he may push them into
slipping; they must succeed at a Wits + Composure roll (D3) to
avoid saying one word too many (target Hugues first, who can
automatically resist thanks to his Indomitable Will Advantage).

:‘: What he wants: as royal confessor, he hears what no
one else hears (confessions, fears, ambitions) and cross-
checks those confidences with what his contacts within
the Church report. Result: he knows who truly serves
Verdugo, who obeys Melendrez, who plays both sides,
and even which nobles are waiting for one or the other
to fall so they can seize power. He pretends to be merely
a somewhat austere man of faith, but in truth he is also
a nest of information. He doesn’t protect Sandoval only
through prayer; he protects him because he knows who
might strike, when, and under what pretext.

:‘: His little secret: he has learned (through scraps, through
silences that spoke too loudly, through hurried messen-
gers and cut-short appointments) that urgent negotiations
took place in the last few hours between three forces that
officially have no reason to speak in secret: representa-
tives of Hiérophant Verdugo, forces of the Inquisition,
and emissaries of E/ Concilio de la Razon. He doesn’t
know what was said, but he knows one thing: you don’t
bring those three camps together in haste unless an immi-
nent event threatens to tip everything over.

Capitan Elena de Alvarado. Commander of the palace guard,
Elena is a professional: straight posture, weapon within reach,
simple and precise language, hawk-eyed vigilance. She talks
security and procedures: guard positions, rotations, blind
spots, routes, balcony access, entry control, and she doesn’t
believe in “accidents,” or even “coincidences.” She is ready to
listen to the Heroes if they bring concrete elements, because
she knows a social evening is a battlefield in disguise: attack,
assassination, sabotage, fire, anything is possible.
:‘: What she wants: an effective security setup and reliable
allies, not clowns who improvise without warning.
Z‘: Her little secret: there is a breach in security: a secret
service door that is not guarded (precisely so it can remain
secret).
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Mateo Ortega. The palace’s old majordomo, Mateo is a living
memory: he knows everything and everyone. He can tell the
last time the Great Hall was used under Salvador and drop
details that seem anecdotal but are actually gold mines: guard
habits, service corridors, passages, bells, keys, descriptions,
people who “shouldn’t have been there.” Mateo never accuses;
he “remembers.” And his memories are disturbingly precise.
What he wants: preserve the palace, protect the king.
His little secret: like Elena, he knows of a secret passage
that makes an attack possible.

Sir Edwin MacCormac. An Avalonian gentleman, Sir Edwin
smiles like a diplomat but thinks like a corsair. And for good
reason: unofficially, he makes his living through piracy. He
can talk trade, risks at sea, safe ports, reliable smugglers,
and above all everything that leaves Castille outside official
channels: weapons, documents, relics, prisoners, artifacts,
gold. He always looks amused, but he listens to everything; to
him, everything is an opportunity to raise his prices.
What he wants: a favor, access, information, or a win—
win arrangement. At the end of the scenario, if the players
want to exfiltrate the King of Castille, they could go
through him.

:‘: His little secret: an unusual shipment has arrived (or is
about to depart), and it strangely coincides with tonight’s
event. In truth, it’s a red herring for this scenario. You can
expand and invent whatever you like.

Of course, you can populate the court with many other colorful
characters as you see fit and to serve the Heroes’ objectives.

In general, there’s no escaping it: the wildest gossip circulates
about the reason for this reception, in this symbol-laden hall.
Obviously, no one here would stoop to spreading baseless
rumors; people merely formulate hypotheses about the
announcement King Sandoval intends to make, hypotheses
that are all positive. Indeed, Castillian protocol dictates that
one must not wish anything negative upon the sovereign (it
would be very rude of the Heroes to do so; the Castillians are
very superstitious).

By joining the conversations, the Heroes can overhear the
various hypotheses. They are free to give them credit or not.
This is the moment for their first roll: Wits + Intrigue (D1). If
the Action is a Success, they hear—or discuss with one of the
guests—one of the following rumors.
Since it has not been used since King Salvador Sandoval’s
passing, the Great Hall can only be used to announce a fa-
mily event. The queen is surely expecting a happy event!
Z‘: The Grey War has lasted since Amadeo’s accession; to-
night, he will announce its official and definitive end.
That’s why there is a Montaigne ambassador (Hugues).
Z‘: The mourning period is over and a new page turns: the
king will proclaim a sweeping new reform, linked to the
Church (but what?).

Once again, let your imagination (and your Heroes’) run
free! Remember, however, that all these suppositions must
be positive. Anyone who hears the Heroes make a sinister
prediction will, at best, politely warn them; at worst, socially
assassinate them. For all its religiosity, the Castillian court is
still guided by etiquette steeped in superstition.



Gomething 1s Gotten in the
Singdom of Castille

Here are the strange elements the Heroes may notice. The
rolls list the useful Skill; choose the Trait based on how the
player describes their action.

:‘: Protocol D2: the king’s throne (or chair) has been mo-
ved slightly from its traditional position. Some important
guests have been relegated to odd seats. If this first roll
succeeds, you can also call for Aim D1: someone has
considered the geometry of the room to provide a better
line of fire, or of escape, or of access.

Strategy D1: two or three “palace guards” don’t know
the usual orders or codes very well. One of the guards
isn’t even watching the guests, he’s watching the main
door. If this Action is a Success, you can also call for Wits
+ Melee (D2): they hold themselves like mercenaries, not
like soldiers of the guard.

Engineering: with 1 Success, the Hero notices that the
ropes/pulleys of a chandelier, hanging drape, or ceiling
decoration are poorly secured. With 2 Successes, you can
specify that the ropes/pulleys are recently replaced. If this
Action is a Success, you can also call for Athletics D1:
fresh marks are visible on a beam, as if someone climbed
up there.

Brawl or Theft D2: a few servants are armed. They carry
daggers or pistols, well hidden, but creating telltale folds
in their tunics. If this Action is a Success, Stealth D1:
by discreetly following an armed server, the Hero disco-
vers a weapon cache—muskets and rapiers—in a locked
supply closet (which Mallory can open with her Got it!
Advantage).

Persuasion D3: it’s possible to make one of the servants
crack (ideally rather late, shortly before the attempt). They
confess they were asked to open a service door tonight.
They don’t know the person, but were paid handsomely
for it. The servant says they think it was an Inquisitor (in
the way he spoke, carried himself, and touched the cross
on his belt).

Protocol D1: Grand Inquisitor Santiago Melendrez is
absent, and it has people talking. For such an important
Church dignitary not to be here is almost a breach of pro-
tocol. If Cardinal Catalina is questioned, she will not fail
to confirm her colleague’s error, too happy to harm him.
Stealth: the vast majority of guests are unarmed. They
had to leave their weapons on a rack at the castle’s en-
trance, to guarantee the safety of the royal couple (and
the guests). Only the royal guards and a few bodyguards
(including Hans) are allowed to keep a weapon (and only
one). When the Heroes realize something is off, they may
want to retrieve their weapons. To do so, make a Stealth
roll (with Wits by studying the place, with Finesse by
being quick, with Panache by creating a diversion), which
covers both retrieving the weapon and keeping it on one’s
person (which is forbidden). The Difficulty depends on
the weapon: D1 for a Dagger, D2 for a pistol, D3 for a
rapier... D7 for a claymore.
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A Sing's Gpeech

When the Heroes have explored the possibilities of this Scene,
they notice the royal couple suddenly peel away from the crowd.
Where he had until then benevolently welcomed every request
for an interview or presentation, Sandoval now politely declines
and heads for the dais set up along one side of the hall. No one
is foolish enough to insist, and soon the message spreads that the
king and queen are taking their respective thrones. When King
Sandoval stands before the royal throne and his wife sits upon
the queen consort’s throne, the entire court is already turned
toward its king, in an attentive and respectful silence.

The king then speaks, in the frank and sincere style that has
made him so close to the people. When he uses “we,” it is
not the royal we, but means Isabella and himself. Read or
paraphrase the following text:
“Nobles of Castille, representatives of the people of
Castille, ambassadors of the Nations of Terra and of the
Vaticine Church, dear friends. We thank you for coming
tonight at our invitation. As you have guessed, we did not
choose the location of this reception by chance.”

[Pause for a moment]

Heroes who watch Sandoval closely notice the following.
Here as well, the rolls list the Skill; choose the Trait based
on how the player describes their action.

Intrigue D1: Sandoval is a comfortable speaker, who relies
on his natural presence rather than on flourishes to win his
audience. The young teenager is long gone; the characters see
a confident king before them.

Protocol D1: from a purely protocol standpoint, the speech
may surprise, in that it places the Church’s representatives on
the same level as other foreign Nations ( “ambassadors of the
nations of Terra and of the Vaticine Church”) or even below
them, since some nations reject the Church. In any case, the
Church is at the back of the pack, and that cannot be accidental.

Empathy D2: he pauses not to captivate his audience, but
because he dreads what he is about to say next. Where he
looked at specific individuals early on, by the second paragraph
his eyes sweep the entire assembly more broadly. A Hero used
to public speaking recognizes a stronger moment of stress.

Strategy D3: behind the king stands the Captain of the royal

guard. He holds a satchel in his hands.
“The announcement I am about to make seems essential to
us, so that we may reconnect with our past, our history, our
convictions, and what forms the foundation of Castille. In
a few minutes, I intend to read to you Vaticine archives of
the highest importance. These documents were brought to
my attention and after having their authenticity attested by
many sources, I came to the conclusion that it was impos-
sible to keep them secret any longer. The information they
contain could have prevented at least two wars, led by the
initiative of the throne of Castille. Innocents died because
our History is a lie, and if it is impossible for me to bring
them back to life, then at least I can restore the truth and,
perhaps, yes, perhaps, obtain forgiveness, if not from men,
then from Théus.”



Letters D1: a Hero well-versed in the History of Théah or
Castille immediately identifies “the two bloodiest wars on the
continent, initiated by Castille”: the Moonshadow War and
the War of the Cross, both religious wars (against the Crescent
Empire and against Eisen).

The court receives this announcement in stunned silence. As
the king pauses, his wife, Queen Isabella, speaks. Normally, in
this immense hall, her murmur would be drowned out by the
soft buzz of conversation. Here, it echoes like thunder.

“The temple s doors finally open onto his lies.”

ccond Scene:

Empathy D1: Amadeo Sandoval is as surprised as his court.
Yes, his wife is the one who just spoke. Nobles and churchmen
are gripped by conjecture. A murmur rises through the hall, and
the captain of the royal guards then brings a satchel to the king,
who takes it in his hands.

That is when a gunshot rings out.

he Announcement of Euery Danger

From this point on, the Heroes will find themselves on the front T Adve I'Sity

line, trying to save the royal couple from assassins determined
to kill them.

A Fortuitous Gescue

Once the gunshot has cracked, the Heroes have only a few
instants to react; ask them what they do and give them five
seconds to answer, no more! Let their imagination run wild!
7TH SEA is an epic game; encourage bold, heroic ideas!

One of the Heroes might, for example, use their Movement
Aptitude + Athletics (D2) to throw themselves into the bullet’s
path, or to tackle the king and push him out of the deadly
trajectory. In doing so, they save the king but suffer 3 Wounds.
Note that Hans has an Advantage that lets him cancel Wounds
suffered by another character (Passionate), and Manuella has
an Advantage that lets her take the Wound in the king’s place
(Altruistic); this is the perfect moment for the Heroes to shine.
If no player reacts in time, one of the royal guards sacrifices
himself for his king.

At that moment, screams rise from the crowd. They intensify
when the sound of a dozen swords leaving their scabbards fills
the Great Hall; attackers surge from everywhere and clearly
mean to strike at the royal couple. The guards react, but their
ceremonial halberds are poorly suited against daggers and
rapiers appearing less than a meter away.

The Heroes must face two Brutes Squads led by a Henchman.
If they anticipated what was coming, begin with an Action.
Otherwise, they are surprised; begin with a Reaction.

Where are the weapons?

If the Heroes didn’t pick up a weapon during the first sce-
ne, only Hans is armed. Attacks and Defenses are therefore
made using the Athletics Skill. They can, however, easily
grab weapons from the first guards who fall, with a Move-
ment Aptitude + Athletics roll (D1). Assume the guards
carry, as you prefer, a halberd, a rapier, or a pistol. They cer-
tainly don’t have weapons of war like flails or arquebuses,
nor “exotic” weapons like Panzerfausts.
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[H]

Reminder: [H] is the number of Heroes at the table or invol-
ved in a Scene. A Difficulty of 2 x [H] is therefore twice the
number of Heroes present, so the threat scales appropriately.

Squad of 2 x [H] Brutes (level 2):
These are the Brutes who head, sword in hand, toward
the king.

:‘: The Squad’s Attack and Damage Aptitudes are 2.
Defeating them is an Extended Action with Difficulty 2 x
[H]. The Heroes fighting them must add up their Successes
until they have accumulated 2 x [H]. Until then, the Squad
is not defeated.

Place in the center of the table a die set to 2 x [H] (target
Difficulty) and a die set to 0 (the Heroes’ accumulated
Successes).

Action: the Heroes attacking the Brutes roll their Attack
Aptitude + the appropriate Skill. Each Success adds to
the Extended Action counter. When it reaches 2 x [H], the
Squad is defeated.

Reaction: the Brutes attack the Heroes in their path, that
is, whoever stands between King Sandoval and them.
Each Hero fighting them rolls their Defense Aptitude +
the Skill they are using (D2). Those who fail suffer 2
Wounds. If the Brutes reach the king, they automatically
injure him (they are fanatics; they won’t defend themsel-
ves against the Heroes and won’t hesitate to die for their
sacred mission).

If you feel the confrontation is too easy, bring in rein-
forcements (and increase the final Difficulty). The idea is
for this Squad to offer at least some resistance, not to get
wiped out in a single exchange.

&

Squad of [H] Brutes (level 3):

These are the Brutes on the mezzanine, muskets in hand,
preparing to fire on the king.

The Squad’s Attack and Damage Aptitudes are 3.
Defeating them is an Extended Action with Difficulty [H].
The Heroes fighting them must add up their Successes un-
til they have accumulated [H]. Until then, the Squad is not
defeated.

Place in the center of the table a die set to [H] (target
Difficulty) and a die set to 0 (the Heroes’ accumulated
Successes).

X



Z{: Action:

e Before they can attack them, the Heroes must be able to
reach them. Unless they have a ranged weapon, they must
get to them either by climbing or by rushing the stairs.
That is an Extended Action with Difficulty 5. The Heroes
roll Movement Aptitude + Athletics. As soon as they
accumulate 5 Successes, they are in range of the Brutes.

e The Heroes who attack the Brutes roll their Attack
Aptitude + the appropriate Skill. Each Success adds to
the Extended Action counter.

Reaction:

e As long as the characters aren’t in melee, the Brutes fire
on the king. They automatically injure him (3 Wounds).
They have several muskets and may work in pairs to re-
load faster. Let the Heroes throw themselves in the way
or move the king to cover with Movement Aptitude +
Athletics rolls (or any other Skill you deem logical and
justified). If they do nothing, don’t hesitate to wound the
king or the queen (they are Heroes; they can take a bea-
ting before they die).

e Once the Heroes engage them in melee, the Brutes draw
their swords and attack. Each affected Hero rolls their
Defense Aptitude + Skill (Difficulty 3). Those who fail
suffer 3 Wounds.

Diego Gonzalez:

Z}: A Henchman who gives orders to the Brutes and coordi-
nates their actions. Any character trained in martial arts
will recognize from his stance that he is a practiced sol-
dier. Note that he wears a Vaticine cross around his neck.
As soon as he spots a character who fights well (primarily
Hans), he moves to deal with them.

Z‘Z Combat values:

e Attack: Brawn (3)
e Defense: Finesse (2)
e Damage: Wits (3)
e Toughness: Resolve (2) QOO Oty
e Movement: Panache (2)
£ skills:
e Melee: 3 with a Specialty
e Athletics: 2
e Aim: 1
e Assume he has 1 in all other Skills.

Z‘: Reaction: cither he fights the Hero(es) currently engaged
with him, or he barks orders at the Brutes to reorganize,
break away from the Heroes, and get the Brutes into
contact with the king.

King Sandoval’s Wounds

The goal of this scenario is not to kill King Sandoval. You
may treat him as having infinite Wounds so you don’t com-
plicate your life. If you want to track his real Wounds, as-
sume he has a Toughness Aptitude of 2. He is a Hero, so:
QOO OO0 OO . If all his Wounds are
checked, he falls unconscious and must be carried.

Note that the king truly loves his wife and won’t hesitate to
take blows meant for her. This can add drama to the scene
and show the Heroes he is a good man.
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Obstacles: if you have accumulated Villainy points, this is the
time to add obstacles and complications to represent Fate’s
backlash. Make sure the players understand the nature of those
complications as you spend your pool of Villainy points. Be
careful not to make things too hard; it should complicate the
Heroes’ task, not crush them beneath adversity. Here are a few
ideas:

:‘: The attack happens in a crowded hall. The guests aren’t
used to such explosions of violence and panic spreads.
Everyone runs for cover, and the Heroes are jostled and
hindered. Spend 1 Villainy point to increase the Difficulty
of Attack rolls for one round.

In the panic, a chandelier is knocked over and a hanging
drape catches fire. Spend 1 Villainy point so it threatens
to fall onto a guest who must be shoved aside. That’s a
Movement Aptitude + Athletics roll (D1) (it isn’t hard,
but it costs one Hero an action).
The guards rush in but mistake the Heroes for aggres-
sors (they have weapons drawn). Spend 1 Villainy point:
for 1 round, any Attack action by the Heroes is at +1
Difficulty, because they must prove their legitimacy.
Spilled wine, wax, blood, whatever it is, the floor is slick!
Spend 1 Villainy point: the next Movement action by a
Hero has its Difficulty increased by 1.
A thief with nothing to do with this affair takes advan-
tage of the chaos to steal something belonging to one of
the Heroes (for example, Hugues’s official seal). Spend
1 Villainy point: catching them requires a Movement
Aptitude + Athletics roll (Difficulty 1) (again, not hard,
but it costs one Hero an action).
:‘: If the fight is too easy, spend your points to bring in rein-
forcements by creating a new Brutes Squad.
Z‘: This list isn’t exhaustive. Feel free to create others and
adapt them to your players’ actions!

Anyone trying to learn more about the assassins must succeed
on a Strategy, Humanities, or Empathy roll (D1). The signs
are discreet but undeniable: each attacker’s wrist bears a burn
mark in a distinctive shape, the same symbol hanging under
their clothes around their necks: a Vaticine cross. It is the sign
of absolute devotion given to Inquisitors at their initiation.

No matter what happens, the king will categorically refuse
to let go of the satchel he has retrieved and now clutches in
his hands. He would rather die than see those documents in
the Inquisition’s hands. If the Heroes question him about it, he
answers that this is not really the moment to sit down and talk.



(Cruel Epiphany

Your description should leave no doubt, and it is confirmed if
a character makes a Strategy roll (D1): they have no chance
of winning this assassination attempt against the king. The
sheer number of assailants, compounded by the gunfire and the
panic in the crowd, makes Castille’s sovereign vulnerable. The
attackers don’t even hide; they are Inquisitors, and there is no
doubt the Inquisition has more outside. Yes, the Heroes are in
the middle of a coup d’état!

The Heroes will get out of this, certainly, but staying in the
middle of that hall puts the king’s life in peril (and if the Heroes
don’t take the initiative, his guards will try to extract him). The
king can shout that the library has a secret passage leading to
the palace service corridors. He can point them toward it.

The Heroes may also want to save other people. That would be
truly heroic; if they do it (in addition to trying to save the king
and queen), you can reward them by granting Hero Points.

The chase: until the Heroes reach the library, the assassins
pursue them. Brutes Squads follow and attack (Movement
actions for the Heroes to run; Defense reactions to fend off the
Brutes’ blows). If Diego Gonzalez hasn’t had a chance to fight
yet, this is the moment to bring him forward. He can challenge
Hans or Manuella to force a close-quarters fight.

The library truly does contain a secret passage leading to the
palace service corridors, as the king said. The Heroes can try
to roughly barricade the door with an Engineering roll; each
Success gives them more lead time on their pursuers.

Once they reach the end of the secret corridor, King Sandoval
rejoices: “My guards will defend us from here.” He is wrong.
The attack was well prepared, by someone who clearly knew
the palace. A group of assassins is already moving toward the
royal party and the Heroes escorting them. This is a Squad of
2 x [H] Brutes (level 2) that will prioritize attacking the king.
If you still have Villainy points, now is the time to spend them
to make things harder.

Epilogue

The Heroes finally reach the secret passage the king led them
to. These tunnels are ancient, seldom used and—surprisingly—
their walls are covered with children’s drawings. A few sticks
of chalk still lie scattered here and there. Once again, there is
no time to study the style of the drawings or question Amadeo
Sandoval about their origin. At most, an observant Hero catches
an expression of worry mixed with sadness on the king’s face,
a sadness that goes beyond simple nostalgia...

Handle the rest of the underground journey in an ellipse. The
tunnels emerge into the courtyard of a small townhouse. The
group, disheveled, is met by armed servants who help the royal
couple recover. The Heroes must manage on their own until
the king sends servants to help any wounded. In the turmoil,
the Heroes finally notice the deafening clamor of the tocsin,
taken up by every bell tower in the city. When asked why the
bells are ringing, the servants lower their eyes. One of the older
maids finally dares to answer.
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Here are a few optional events to spice up the chase through
the palace corridors (use them if you have Villainy points).

Z‘: In his haste (or during a fight) the king drops the precious
dossier he hasn’t let go of since leaving the Great Hall.
He will not leave without it, under any circumstances!
The Heroes must protect him, pick up the dossier, perhaps
even snatch it from an Inquisitor fleeing with it, before
resuming their escape.

Just as the Heroes are about to be caught, three royal
guards arrive. They immediately shout, “For The Holy
Daughter of Castille! ” and charge back the way the group
came, to face Brutes pursuing the royal couple. Clearly
the guards will be slaughtered, but they buy precious
time. This event exists only to show the loyalty the queen
inspires and to place the Heroes before a dilemma: fight
with honor and die or flee to save Sandoval and Isabella.
A group of Inquisitors bursts through a door ahead of
the party; from their blood-splattered clothes, they come
from the Great Hall and have likely committed a massacre
to get here. This is a Brutes Squad (Power 6) led by
Octavio Araujo, a Henchman (reuse Diego Gonzalez’s
stats if needed; toughen him a bit if the first fight was too
easy). If the Brutes are eliminated, Octavio retreats, only
to return later.

Once in the service corridors, the king heads for another secret
passage leading into the San Cristobal undercity. If the Heroes
suggest enemies might come through that route, Sandoval is
categorical: “No. My parents and I rediscovered this passage.
It’s completely safe.”

An Empathy roll (D1) reveals that Sandoval is lying. He did
not rediscover this secret passage with his parents, but with
someone else. However, he is absolutely sincere when he
speaks of the safety of these tunnels. Still, the place and the
moment are poorly chosen to pry, and the truth will have to
wait!

“Your Majesty. Grand Inquisitor Melendrez has

proclaimed your excommunication for blasphemy and
treason against the Crown. The Hierophant...” Sandoval
finishes for her: “...cannot disavow his armed hand.” He
then turns wordlessly toward the Heroes. His wife steps
to his side and slips her hand into his, while he presses
the infamous archives, the source of all discord, against
his chest. He seems to be waiting for their answer.

The Heroes are now accomplices to a heretic, a traitor to the
nation, and the victims of a coup carried out by the Church.
What do they decide?



To be continued

This scenario is the first of the campaign that will be published
with the 7TH SEA, 3rd Edition core book. You are absolutely
free to invent the continuation of these adventures, which will
pit Good King Sandoval against the Vaticine Church. The core
book contains enough hooks and ideas to let your imagination
run wild. You will also discover what we have planned on a
journey that will take the Heroes into the darkest corners of
Castille and of Théah...
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Personal Details

Name: Manuella de Olivera de la Cruz
Archetype: Cursed Heir
Nation of Origin: Castille

Background: Officer
® Castillian
Languages: @ Montaigne

@® Eisenor

hills

Cunning Extraordinary

O Investigation @ @ @ @ @ 4 O Legends @ @ @ @ f:SJ 4
<> Stealth @@@@@ 4 O Sorcery @@@@@ 4
> Theft DB DEE4 < Theology QR DN©0E4

Military Politics

0 Sailing Q@@@@ 4 <> Intrigues Q@@@@ 4
@ Strategy Q @ @ @ i:é) 4 <> Protocol JQ Q @ J’:ﬁ.) @ 4
<> Survival 00®(5)+ O seiContol  @E)(D(6)(G)4

Social

Sty @DDO!
0 Persuasion @
Performance fB fé f? fa fg
0 J J J J J (©©) Firearms Specialist: when you make a
roll using the Aim Skill while armed
with a pistol or musket, 10s count as

Combat Nplitudes  swsese o osn

(©&) Team Player: when you spend 1 Hero
Point to help another Hero, they add

Attack: 4d10 to their hand (instead of 3d10).

Defense: k-? Cursed Heir: by invoking your family

D : ~¥” lineage, you gain 1 additional die on Po-
AIRAEE, litics Skills to gain access to discussions

Toughness: / secret meetings.

e eni: L“-? Leadership: you gain 1 additional die

on any roll meant to spur a group into
action or coordinate collective actions.

::) Camaraderie: you may spend your
Hero Points for your allies (outside of
Helping Hand, for example, to increase

ﬂ Damage). This requires that you be in a
ﬂ un s position to help them, at minimum, pre-
sent in the same room.

@ Melee
Scholarship
Q Engineering Q@@@@ 4

O Humanities @ @ @ @ @ 4
0 Science @@@@@4

T raits
Brawn: @ @O0
Finesse: @ @0
Resolve: @@ @® )
Panache: @@ OO
Wits: 9@ @® 0

Martial

Oam @@
O Athletics Q Q @ @ @ 4
L1

QOO
olo

8500 Advantages

Altruistic: once per game, you may suf-
fer a harmful effect in place of another
character.

‘\‘ﬁ Officer: once per game, you cut through

chaos with a brief order, ending a state of
fear, panic, or disorganization with an
action that automatically succeeds (af-'
fected allies can act normally starting
this exchange).

‘T;? Unfortunate: once per game, you gain 1

Hero Point when you choose to fail an
important roll without even rolling the
dice.

00000 ¢S siero Points

@@@@@ @ @ Add 1d10 to your pool

@ Increase Damage dealt by 1

@ @ @ @ @ @ ® Add 3d10 to an ally’s pool if you are & Keep acting even while Out of Action
actively helping them

@ Activate an Advantage

@ Perform a Legendary Feat (5 points)



Background

Manuella earned her rank through courage and devotion on the
battlefield against the Montaigne army. She serves the Crown
loyally, or at least she serves the Castille she believes it should
be: strong, dignified, and protected from fanatics. Good King
Sandoval embodies that ideal, and that is why she joined Los
Vagabundos. Her burden is her family name, a shadow that
stains her reputation like ink on a baptismal dress; one of the
most prestigious names in Castille, but also her father’s, a Villain
allied with the worst scoundrels, a traitor to the Crown who,
they say, played an active role in the death of King Salvador
Sandoval.

Religious Views: Manuella received a classic Castillian
education. She has read the Book of the Prophets and can hold an
in-depth conversation on the subject. For her, Theus’s existence
is a certainty. Despite that, she is highly critical of the Vaticine
institution and especially the Inquisition, which she sees as a
dangerous drift.

J

Personal goal: Manuella believes her father is plotting with
other Grandes against Good King Sandoval. By undermining
that conspiracy, she will prove (to herself as much as to others)
that she is not doomed by blood to follow her progenitor down
the same path.

Group goal: discover the true reason for this reception. Why
is the king of Castille gathering so many notables in one place
tonight, and who truly benefits from the event? Identify what
is at stake and report a clear answer to the Secret Society. And
above all, whatever happens, protect the lives of Good King
Sandoval and his wife.

Noles



Personal Details | Trais

Name: Hugues de la Chapelle Montmoront Brawn: QO O O
Archetype: Schemer Finesse: @ @)
Nation of Origin: Montaigne Resolve: @@
BaCkgrOund Politician Panache: QQQ@

@ Castillian
Languages: @ Montaigne

@® Avalonian

Wits: 9@ @® 0

hills

Cunning Extraordinary Martial

0ODRR! Ol QOO O am ololololoL
Ssein QOO Qs - QRO QA DO
Omr QOO Omy QOO Ome  GODOO

Military Politics Scholarship
0 Sailing @ @ @ @ i:S) 4 @ Intrigues f:é) @ 4 Q Engineering @ @ @ @ @ 4
6

O Strategy @ @ @ @ i:é) 4 <> Protocol g g g J’:) @ 4 O Humanities Q @ @ @ @ 4
<> Survival OE)DEE4 O seli-Contol  @E@DE)E)4 O Science 0D E)G)4

O Investigation

Social
Ottty GODOE
O persusion @@ @) () 4 ﬁ[ﬂljﬂlﬁugts
0 Performance 8) (7)1 6)(5) 4 TS
@ J J J J :'.~"".? Reputation: Upright. You gain 1 addi- ‘* Politician: once per game, obtaining an
“*7 tional die on rolls when your Reputation audience with a decision-maker automa-
3 works in your favor. tically succeeds.
@Hmhul mplliuﬂgs k'? Schemer: you gain 1 additional die on ‘* Relentless: once per game, you gain 1
" politics Skills to find information in a Hero Point when you refuse to settle for
Attack: court or at a social event. a merely “satisfactory” result or a small
tack: o 3 3 : victory, and it gets you into trouble.
L Staredown : you gain 1 additional die
Defense: = when you try to intimidate or persuade
through fear.
Damage: P
Q Friend at Court: spend 1 Hero Point to
Toughness: reveal that you have a close friend pre-
sent at a party, ball, or any other social
Movement: 125 P A

:1:) Indomitable Will: spend 1 Hero Point
to automatically resist when another
character tries to intimidate, seduce, or
manipulate you.

%ﬂ unﬂs '\1\3 Intuitive: once per game, ask the Game

Master a yes/no question. They must
@ @ @ @ @ - answer honestly with “Yes” or “No”.
@ @ @ @ @ @ @ Add 1d10 to your pool @ Increase Damage dealt by 1

@ @ @ @ @ @ @ Add 3d10 to an ally’s pool if you ® Keep acting even while Out of Action
are actively helping them @ Perform a Legendary Feat (5 points)

@ Activate an Advantage



Background

Hugues is the ambassador of an Empire many despise, in a
kingdom that has not forgotten the war. He smiles, bows, and
quotes protocol, but he knows the slightest misstep could spark
a crisis. Because of his rank and office, he will never publicly
contradict his monarch or his country, even if, deep down, he
knows the war is senseless and his king is a dangerous madman.
That is precisely why he joined Los Vagabundos. He is convinced
that, infiltrated among Théah’s highest dignitaries, he can act for
thelgreater good. Shot for high treason, he would serve no one.

Religious Views: Hugues respects Vaticine rites the way
one respects a social code, especially because an ambassador
cannot afford to display contempt for others’ faith (particularly
in Castille). He attends services when required, knows the
“useful” prayers and the proper formulas, but his belief is
mostly conventional: Theus is a reassuring idea, not a flame that
guides him. He deeply distrusts those who claim to speak in the
divine’s name and considers the Church—and even more so the
Inquisition—a political force rather than a spiritual one.

J

Personal goal: the ceasefire between Montaigne and Castille is
recent and fragile, and tonight’s reception looks like a perfect
stage for an “unfortunate” incident. Hugues knows he would be
an ideal scapegoat, and he is determined not to be the fool. It is
up to him to prove that not all Montaigne are Villains, and that
they can be worthy of trust.

Group goal: discover the true reason for this reception. Why
is the king of Castille gathering so many notables in one place
tonight, and who truly benefits from the event? Identify what
is at stake and report a clear answer to the Secret Society. And
above all, whatever happens, protect the lives of Good King
Sandoval and his wife.

Noles



T raits
Brawn: @ @O0
Finesse: 9@ ®®
Resolve: @@ )
Panache: @@ OO
Wits: @ @O0

Personal Details

Name: Mallory Reilly
Archetype: Outlaw
Nation of Origin: Avalon
Background: Criminal

@® Avalonian

Languages:
guag ® Castillian

Cunning

O Investigation

<> Stealth
@ Theft

Military

> Sailing DEDEE) 4
O Strategy @ @ @ @ i:é) 4
0 Survival @ @ @ i:é) @ 4
Social

O Empathy

0 Persuasion
0 Performance

Combat Aplitudes <

Attack:
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Q
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Defense:

Damage:

Toughness:

Movement:

Aounds
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hills

Extraordinary

O Legends @@@@@ 4
O Sorcery @@@@@ 4

O Theology @ @ J’:Z) @ @ 4
Politics
<> Intrigues J f:) f:) 4

<> Protocol

> Self-Control

61016
1 lolole}
M loleloleL

Martial
0 Aim

O Athletics

0 Melee
Scholarship

®BHDOD
L 3 19IOIO%
LJOl0IGIOR

Q Engineering
O Humanities

0 Science

010101616%
olojololo]
DODOD

ﬁ[ﬂnuntugzs

(&) Cast Iron Stomach: drink as much as
you like; alcohol has no effect on you.
You suffer no negative consequences.

o 7 Outlaw: you gain 1 additional die on
“"") Cunning Skills to disappear into crowds
and across rooftops.

k~ 2 Small: you gain 1 additional die on any
**“ roll where your size is an advantage.

@ Brush Pass: spend 1 Hero Point to cut a
purse, slip a ring off someone’s finger, or
plant an object that fits in your hand on
another character without them noticing.

@ Got it! spend 1 Hero Point to instantly
pick a lock, open a safe, or disarm a
trap.

@ Second Story Work: spend 1 Hero
Point to find a way to access a building,
room, or guarded site without being no-
ticed. Spend 1 additional Hero Point to
bring someone with you.

Criminal: once per game, spotting the
best exit or hiding place automatically
succeeds.

Envious: once per game, you gain 1
Hero Point when you try to take so-
mething you covet, and it gets you into
trouble. )

Fortunate: once per game, reroll all or
part of a dice roll.

siero Poinds

@ Add 1d10 to your pool

@ Add 3d10 to an ally’s pool if you
are actively helping them

@ Activate an Advantage

@ Increase Damage dealt by 1
@ Keep acting even while Out of Action
@ Perform a Legendary Feat (5 points)



Background

Mallory is a high-end art thief, specializing in one-of-a-
kind pieces and private collections. Under the identity of an
impeccable Avalonian steward, they talk contracts, insurance,
and trade routes, without actually knowing commerce. Where
others chase fortune, Mallory chases the piece that will make
history, the heist the whole world will talk about. Los Vagabundos
recruited Mallory for their talent at blending into a crowd and
getting into places they aren’t welcome; they offer heists worthy
of that talent, and it is as much conviction as the adrenaline that
made Mallory join.

Religious Views: Mallory grew up in Avalon, where you learn
early that there are creatures older than nations. Deep down,
they aren’t “against” Theus; they simply think it’s pointless to
restrict oneself to a single religion. When Mallory hears the
word heresy, they can’t help but remember that in Avalon you
can pray at church in the morning, while carefully avoiding a
stone circle at dusk.

Personal goal: King Sandoval recently got his hands on
something valuable. You must discover what it is exactly, where
it is kept, and why it matters so much, so you can gauge the
consequences and determine who wants to seize it.

Group goal: discover the true reason for this reception. Why
is the king of Castille gathering so many notables in one place
tonight, and who truly benefits from the event? Identify what
is at stake and report a clear answer to the Secret Society. And
above all, whatever happens, protect the lives of Good King
Sandoval and his wife.

Noles




Personal Details

Name: Hans Miiller

Archetype: Idealist
Nation of Origin: Eisen
Background: Soldier

Languages:

Cunning

O Investigation

<> Stealth
> Theft

DODOD
1 lololel
QOO

@® Eisenor
® Castillian

hills

Extraordinary

O Legends @Q@@@4
O Sorcery @@@@@ 4
O Theology @ @ J’:Z) @ @ 4

Politics

<> Intrigues
<> Protocol

> Self-Control

10100168
M lolelole]

ololel6lo8

T raits
Brawn: @ @ @)
Finesse: @ @0
Resolve: @@ @® )
Panache: @@ OO
Wits: @ @O0

Martial

0 Aim Q
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@ Melee Q

Scholarship

B)DE)E) 4
1 l6lok
000!
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O Humanities

0 Science

00 HH!
5loalolo8
DODOD
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> Sailing QDG4
O Strategy Q@@@ 4
0 Survival @@@@@ 4
Social

OEmpathy @@@@S 4
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Alduantages

Combat Apitudes

Attack:

Defense:

Damage:

Toughness:

Movement:
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(&) Dracheneisen Dagger: you own a mas-
terwork weapon, a dracheneisen blade
forged by one of the last Nibelungen.
You gain 2 additional dice on any roll
where you use it.

Idealist: you gain 1 additional die on
any roll meant to directly protect
someone.

Duelist Academy: you trained at the
Kummerholt academy and learned the
Death Knell maneuver. When you use it,
you fight without regard for your own
safety to bring down powerful enemies
quickly. You must wield a small blade
(such as a dagger or stiletto); spend 1
Hero Point to rush your opponent and
pepper them with stabs. They suffer
Wounds equal to your Melee ranks +
their highest Trait. These Wounds cannot
be avoided or prevented in any way.
However, during your Reaction, you
cannot defend yourself, any Attack
against you gains an automatic Success.

::) Perfect Balance: spend a Hero Point to
cross a narrow beam, leap from one
place to another, or perform any other
feat based on balance and agility.

QJ) I won’t die here: spend 1 Hero Point to
ignore all negative effects (Dramatic
Wounds, Threats, etc.) for 1 round. }

] 3

'\l,'? Foolhardy: once per game, you gain 1
Hero Point when your recklessness,
nerve, or audacity gets you into trouble.

— ¢

\"k Passionate: once per game, cancel all
Wounds suffered by another character. Ins-
tead, you suffer one Dramatic Wound.

‘T;? Soldier: once per game, you may “hold
your line.” Choose a semi-enclosed area
(doorway, corridor, stairs, foot of the
throne, etc.). As long as you don’t move,
and until the end of the Scene, no enemy
can pass through that area without first
going through you and facing you.

siero Poinds

@ Add 1d10 to your pool

@ Add 3d10 to an ally’s pool if you
are actively helping them

@ Activate an Advantage

@ Increase Damage dealt by 1
@ Keep acting even while Out of Action
@ Perform a Legendary Feat (5 points)



Background

Hans learned a simple, brutal lesson in Eisen: death never warns
you. There are no “clean” duels or elegant bravado there, only
mud, hunger, and death that strikes the moment you look away.
One second of attention and you live; one hesitation and you fall.
Hans sells his services as a bodyguard. Today, he has been hired
to protect Hugues de la Chapelle Montmoront, a Montaigne
diplomat. Protocol allows each ambassador to bring only one
armed man; Hans is therefore one of the few people carrying a
wedpon tonight.

Religious Views: Hans saw his country ravaged by the War
of the Cross. Banners raised in Theus’s name justified burned
villages, executed families, and bloody massacres committed by
“men of faith.” In the face of the Vaticine Church—and even
more so the Inquisition—he keeps a mask of respect, but behind
that politeness lies cold anger. The idea that one could kill “to
save souls” is unbearable to him. That is why he joined Los
Vagabundos.

Personal goal: identify any security flaw before it can be
exploited, and gather information on “secret” access points
(service doors, passages, rotations) in order to extract his-client
if the situation turns bad.

Group goal: discover the true reason for this reception. Why
is the king of Castille gathering so many notables in one place
tonight, and who truly benefits from the event? Identify what
is at stake and report a clear answer to the Secret Society. And
above all, whatever happens, protect the lives of Good King
Sandoval and his wife.

Noles
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Personal Details

Name: Veronica Cardinale

Archetype: Conspirator
Nation of Origin; Vodacce

Background: Sorte Strega
@ Vodacci
Languages:  Castillian

@® Sarmatian

olelolek
1 lololel

hills

Extraordinary

O Legends
@ Sorcery

ololeloloL
11 oL

e QODEE* Omoy GOEOO*
Military Politics

<> Sailing @@@@@ 4 < Intrigues QQQOO 4
0 Strategy @ @ @ @ @ 4 <> Protocol Q Q @ f:) 4
< survival )E)DE)(E) 4 O Self-Control  {9){8){7) O B4
Social

O Empathy

0 Persuasion
0 Performance

b@@
@@@

@
Q
olo]

e
Cew

Combat Apitudes

Attack:

Defense:
Damage:
Toughness:

Movement:

Aounds

00000 ¥
00000 %
00000y
00000 %

T raits

Brawn: @ @O0

Finesse: @ @0

Resolve: @@ )
Panache: @@ ® )
Wits: 9@ @® 0

Martial
0 Aim

O Athletics

0 Melee
Scholarship

DODDO
QOO
olololek

Q Engineering
O Humanities

0 Science

010101616%
T olololo]
Molelolek

Advantages

(&) Sorcery: you are a Sorte Strega and

know how to read the threads of Destiny.
Backlashes:

QO0000L0L0O00.

L J_,,') Conspirator: you gain 1 additional die

on Cunning Skills when your plans were
prepared in advance.

\) Barterer: spend 1 Hero Point to per-

suade someone to accept a deal. The
Game Master may spend 1 Villainy point
to make a Villain immune to this effect.

\) Extended Family: spend 1 Hero Point

to discover that a distant cousin is
nearby. They can provide shelter, gear,
or information.

Oath: spend as many Hero Points as you
wish and make a promise to another cha-
racter. For the rest of the Scene, when
you take an Action aimed at keeping that
promise, add 1 additional die to your
hand per Hero Point invested. The pro-

mise must be something important, diffi-
cult, or dangerous.

Curious: once per game, you gain 1
Hero Point when you take an interest in
something, and it gets you into trouble.

Iluminating: once per game, you can
tell whether someone is lying to you.

"k Sorte Strega: once per game, you may
Force Fate for free, i.e., obtain a Success
without the Game Master gaining Villai-
ny points.

siero Poinds

@ Add 1d10 to your pool

@ Add 3d10 to an ally’s pool if you
are actively helping them

@ Activate an Advantage

@ Increase Damage dealt by 1

@ Keep acting even while Out of Action

@ Perform a Legendary Feat (5 points)



Background

Veronica Cardinale discovered very young that she was a Sorte
Strega. She quickly understood that revealing her nature meant
losing her freedom: she would have been promised to a prince-
merchant, because a Fate witch is worth more than a fleet. So
Veronica carefully smothered every sign of sorcery. When
marriage came, it was a calculated choice: a merchant influential
enough to offer protection, but not powerful enough to attract
covetous eyes. At his death—brutal and surrounded by too
much silence—Veronica inherited a perfect cover: a respectable
woman who travels to defend her family’s commercial interests.
Veronica joined Los Vagabundos because their cause spoke to
her: striking the powerful by using their secrets as weapons.

Religious Views: Veronica received a traditional Vaticine
upbringing in Vodacce. She knows the Prophets, knows when
to cross herself, when to lower her eyes, and she can speak of
Theus with a sincerity that is not feigned. For her, sorcery is not
a rebellion against Theus; it is a reality of the world, and if Theus
created this world, then He also created its mysteries.

J

Personal goal: determine which faction of the Church controls
the evening (Verdugo’s men, Melendrez’s Inquisition, perhaps a
third faction) without being spotted.

Group goal: discover the true reason for this reception. Why
is the king of Castille gathering so many notables in one place
tonight, and who truly benefits from the event? Identify what
is at stake and report a clear answer to the Secret Society. And
above all, whatever happens, protect the lives of Good King
Sandoval and his wife.

Noles



Gorte Glrega Game nid

Here is a quick reference for Sorte Strega magic. It requires
that you have a tarot deck available (the 7TH SEA tarot if you
own it, or any tarot deck).

Do you need to hide to use Fate magic?

As long as the Strega only reads the threads, her powers
are invisible. However, as soon as she touches the threads,
others may notice something. To stay discreet, she must suc-
ceed on a Stealth roll (Difficulty 1) when using Minor Ar-
cana and Difficulty 2 when using Major Arcana. Of course,
if no one is watching the witch—or if chaos reigns around
her—no one will notice and no roll is necessary.

T Reading the Threads of Fate
At any time, and for free, the Sorte Strega may read the threads
of Fate. To do so, she rolls Wits + Sorcery. The Difficulty
depends on the number of targets she is trying to read (to see
the links between two people, Difficulty 2). The Difficulty may
increase if the target is protected by another Sorte Strega. By
reading the threads of Fate, the Sorte Strega can learn:

The links between several people
A person’s Arcana

As long as the Sorte Strega only reads Fate’s threads without
touching them, using her sorcery is free.
Warning: Sorte Strega do not appear in the threads of
Fate, so they cannot read information that concerns them
directly or indirectly.

T Weaving the Threads of Fate

At the start of the game, the player draws as many cards as
their Sorcery rank. Each time they use one, they draw a new
card from the deck. At any time, they may spend 1 Hero Point
to change all or part of their hand.

Minor Arcana

Minor Arcana let the Strega optimize the information gained
from Reading to grant bonuses. They can be triggered at the
cost of 1 Hero Point or 1 Backlash, always before the dice roll.
Once used, the card is discarded and the player draws a new
one.

Minor Arcana are tied to Skills determined by the suit of the
card.

Cups / Hearts Swords / Spades Batons / Diamonds Coins / Clubs
Athletics Melee Aim Legends
Empathy Stealth Engineering Humanities
Sailing Intrigues Theft Investigation
Theology Persuasion Protocol Strategy
Science Survival Performance Self-control
Their effect depends on the card’s number.
1-2: on the target’s next roll, they roll 1 additional die.
3—4: the target may reroll their dice. The new result must Major Arcana

be kept.

Z‘: 5-6: the Difficulty of the target’s next roll is reduced by 1.
If it drops to 0, it is an automatic Success.

:‘: 7-8: the target gains 1 additional Hero Point from their
roll (minimum 1 point if it is a Success, plus more depen-
ding on extra Successes).

:‘: 9-10: the Keep Threshold of the target’s next roll is re-
duced by 1.

Page—Knight: the target may reroll their 10s.
Queen: the target’s Skill is increased by one rank (+1 die
rolled; Keep Threshold lowered by 1).

:‘Z King: the effects of the next Minor Arcana used by the
Strega are doubled.

For example, with a 5 of Wands / 5 of Diamonds, the
Sorte Strega can reduce the Difficulty of an ally’s next
Aim roll by 1.
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Major Arcana let you manipulate the threads you perceive.
Their effects are powerful and can be triggered at the cost of 1
Hero Point and 1 Backlash. Once used, the card is discarded.

1/The Lovers: the Strega intertwines two threads to bind two
people who can no longer detach from one another. The two
characters must help each other. This can be two Heroes, two
Villains, or a Hero and a Villain.

2/The Devil: the target feels infused with newfound charm and
a sharp wit they never suspected. They automatically succeed
at a Social action, whatever the Difficulty.

3/The Duel: the target discovers sudden skill in combat and
wields their blade with great dexterity. They automatically
succeed at a Martial action, whatever the Difficulty.

4/The Emperor: the Heroes’ Fate enjoys unusual calm.
Everything seems stable and without surprise. The Game Master
may not spend Villainy points until the end of the Scene.

5/The Glyph: the Arcana’s glyph appears before the Strega
and releases a mystic wind that washes away magic around
her. The witch may redirect a magical effect—whether caused
by sorcery, an artifact, or a Monster—toward a valid target of
her choice.



6/The War: the Strega clashes two threads to provoke strong
tension between two people who can no longer stand each
other. The two characters must show open hostility for the
duration of the Scene. They don’t have to come to blows, but
they will be unable to agree on anything and will argue at the
slightest opportunity. This can be two Heroes, two Villains, or
a Hero and a Villain.

7/The Hero: the Hero Arcana lends its strength to the person
the Strega designates, who suddenly feels invincible. The
target ignores penalties from Dramatic Wounds (except the last
one, which makes them Defenseless).

8/The Thrones: the target feels profound serenity. They
become immune to all forms of coercion (intimidation, fear,
and so on).

9/The Magician: sudden energy floods the target. They feel
unstoppable and ready for anything. They may activate one
of their Advantages or a magical effect of their choice without
paying its cost. If they have no Advantage or magical effect to
activate, they gain 3 additional dice on their next roll.

10/The Beggar: the Strega reads her target like an open book.
She can see the target’s true emotions on their face, even if
they try to hide them. This can let her know whether someone
is sincere (warning: it shows what the person believes, not
necessarily the truth).

11/The Moonless Night: a person’s Arcana appear to the
Strega to reveal something hidden. The Game Master reveals
an important secret about a target to the witch.

12/The Hanged Man: the Strega focuses on a character’s thread
and grips it tightly in her hands. The target is immobilized.
They cannot act or defend. They may still speak (which may
allow them to give instructions).

13/The Ferryman’s Coins: the Strega upends the order of
things for a fleeting instant and bends Fate to her will. She may
trigger a Legendary Deed without spending Hero Points.

14/The Prophet: the Strega ties two threads of Fate and allows
two characters to exchange knowledge. On their next roll, each
of those two characters may use a Skill as if they had the same
rank as the other.

15/The Reunion: the Strega finds the thread of a specific
person and follows it back to swap their minds. The witch ends
up in her target’s body, and the target in the Strega’s body. Both
may act as they wish. From now on, the two characters use
the other’s Traits, Skills, and Advantages, along with all their
abilities. Thus, if a Strega swaps with a Duelist, she has access
to all their fencing maneuvers, and conversely the Duelist
can use the Strega’s Tesse. A Fate witch must be able to read
the threads of Fate for this Arcana to work, which means she
cannot use it while blindfolded.

16/The Road: the target is in perfect harmony with their
companions and knows exactly what to do to support them.
They may spend 1 Hero Point to help another Hero; that Hero
may then reroll as many dice as they wish on their next roll
(once).
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17/The Wheel of Fortune: the Strega turns the Wheel of Fate,
changing Luck into Misfortune and vice versa. On a character’s
next roll, every Success is treated as a failure and every failure
as a Success.

18/The Sun: the Arcana of glory shines its rays upon a person
the Strega designates. The target gains as many Successes as
the Strega’s Sorcery rank.

19/The Witch: the Strega manages, for a few moments, to
escape Fate. She may remove a number of Backlashes equal
to her Sorcery rank.

20/The Tower: the target is seized by deep despair, as if they
knew their fall was near and unavoidable. Their next Action
automatically fails.

21/The Treachery: the Strega focuses on a person’s thread to
entangle it. The target takes an action against their own side
and/or in favor of the opposing side.

Excuse/The Fool: the target suddenly feels emboldened and
ready for any feat. The Keep Threshold of their next roll is
reduced by 3.

7 Backlashes

When a Strega uses her powers, she must spend a Hero Point
and/or take a Backlash (depending on whether the Arcana
played is minor or major). Fate does not appreciate the
Streghe’s meddling, and it always collects what it is owed.

For each Backlash, the Sorte Strega must remove 1 die from
her hand when she makes a roll. At any time, a Strega may
choose to pay in blood to remove a Backlash: she must suffer 1
Wound per Backlash she wants to remove.



Follow the development

on Patreon:
www.patreon.com/agate_7thSea
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