
The secrets of Théah are yours!

This compilation of rules, updates and player information contains details on
every aspect of 7th Sea. For new players, it provides an introductory guide to
an exciting world of swordsmen and swashbucklers. For experienced players, it
contains all the new material from the 7th Sea second printing, allowing you
to stay caught up on everything. Whether you’re a bright-eyed newbie or a
grizzled veteran, a salty pirate or a gallant musketeer, this book has what
you’re looking for. 

The 7th Sea Compendium contains:

• An updated history, expanded details on the Secret Societies, and new
information on Objectionism and the Inquisition.

• Expanded details on the mysterious Syrneth, including rules for creating your
own artifacts.

• A ship-building system, allowing your players to create new vessels for their
Heroes.

• A quick-start Hero creation guide, compiled lists of character abilities,
pictures of the powerful Lærdom runes, and more!
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Welcome to the 7th Sea Compendium, a companion volume
to the 7th Sea basic rules. This book sums up a few
modifications we’ve made to the game so that 7th Sea
players can make the most of the product. 

You might be asking yourself why a compendium is needed
or even desired. During 7th Sea’s initial publication, time
constraints and space factors prohibited us from doing
everything we would have liked. Certain sections needed
developing, while others could have been more smoothly
integrated with the rest of the game. While we weren’t
happy with these gaps, we simply didn’t have the option to
address them as well as we would like. 

Fortunately, the gaming public loved 7th Sea enough to
overlook the shortcomings. The game became a big hit and
the rulebooks quickly sold out, which necessitated a second
print run. As we sat down to prepare the printing, we
realized that we had a chance to improve upon what we had
done — correct some of the oversights, develop certain
background sections, and make the product better. It was
not a “second edition”: our problems were fairly minor, and
we didn’t want to make any wholesale changes to such a
new world. It was merely a tidying up of certain loose ends
— adjusting the books more to our satisfaction. 

The problem was that so many players had already bought
the first printing, and none of them would be able to use
the changes without buying another set of books. We didn’t
want to gouge the readers who had helped make 7th Sea a

success in the first place, but we couldn’t just reprint the
same oversights without doing something to correct them. 

After debating the problem, we decided to compile all the
changes, refinements and cuts made between the first
publication and the second into a single volume. Any player
who asked for it would receive it for free; that way, everyone
would have access to the complete 7th Sea rules without
have to purchase two copies of the basic books. What you
hold in your hands is the result of that decision: a “version
1.5” covering all of the changes we have made. It includes
revised material on the world of Théah, rules modifications,
and material only found on the 7th Sea website. 

The first section notes all of the minor rules which have
been changed or modified between the first and second
printing. It also cites the textual changes which have been
made, such as additional world development and sections
which have been moved.

The next section is designed for players and GMs alike. It
contains all of the text added to the second printing,
subtracted from the first, or otherwise unavailable in either
edition. With them, experienced players won’t have to
purchase another copy of the basic rules, regardless of
which one you have. It also includes information on the
mysterious Syrne which first appeared in portions of  the
Erebus Cross adventure series.

The third section contains information for GMs only. It
includes a brief discussion of the Inquisition and a pair of
Secret Societies, and an in-depth look at the Syrne and their
powerful artifacts. The Syrne section contains a
comprehensive chart for creating your own artifacts, as well
as some suggestions on how to give them a personal touch.

Finally, we’ve included some extra odds and ends: sailor
slang cut from the Players’ Guide, images of the Lærdom
runes, and a fast-start Hero creation section, including lists
of all the Swordsman Schools, Sorcery types, Skills, Knacks,
Advantages, and Backgrounds — all compiled in one
location.

The Compendium is not a “stand alone” product. You still
need the 7th Sea basic books to play the game. But for

7th Sea

4

Introduction

Sam
ple 

file



What’s Changed

5

completists who wish to have every aspect of the game —
and first edition players who want to know more about
Théah and its people — it gives you everything you need for
no additional charge. We hope you find it useful during
your adventures in the world of 7th Sea.

Rules Changes
The following changes have been made to the 7th Sea
system. They are all minor and do not affect the overall
mechanics of the game. As with all the rules, you may keep,
change, or discard them as you see fit. The GM has the final
say as to which rules he or she will use.

System Rules
• Free Raises now add 5 to your roll, instead of subtracting
5 from your TN.

• When you take a number of Dramatic Wounds equal to
your Resolve, instead of suffering a –2 penalty to all rolls,
none of your dice (except Drama dice) explode.

• Missile Weapon Ranges are in yards, not feet.

• Firearms suffer no Short Range Modifier when fired at a
target less than 10 feet away.

•You are surprised for one entire Round, not one Phase.

NPC Wounds
• Henchmen can take a number of Dramatic Wounds
equal to their Resolve before being Knocked Out.

Rules for Perception Checks
The GM will call for a Perception Check whenever he wants
to see if your Heroes spot something that isn’t readily visible,
such as a hidden catch, a far-off ship, or a dust-obscured
hieroglyph. A Perception Check is a straight Wits roll, only
adding dice for Advantages such as Keen Senses which
specifically add to Perception Checks.

The Repartee System
If you successfully Intimidate your target, he or she has a
penalty when acting directly against you of one unkept die
+ one additional die for each Raise you made. This penalty
lasts until the end of the Scene.

What’s Changed
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