Seven Samurai Rules
Seven Samurai (tentative name) is a single-player deck-building card game where you defend a small Japanese village from an invading army of ninja. You start off with a small group of villagers, who each day must decide to visit the town to recruit mighty samurai or try to defend the village themselves.

The ninja invasion spans 5 days, with increasing number of ninja appearing each day. If the village still stands at the end of the 5th day, you achieve victory! Otherwise, the village is lost and you lose the game.

Components
· 54 cards (10 villagers, 24 samurai, 20 ninja)
· 14 dice (1 village, 3 gates, 5 invasion, 5 defense)
· 10 cubes (to indicate health loss)

Setup


Note: Gray piles are facedown, White piles are face-up

1. Prepare the Ninja Reserves. These are all the ninja cards waiting to be deployed.
a. Remove the Boss Ninja and Mini-Boss Ninja cards from the ninja deck and place them to the side. They will not be shuffled in with the rest of the ninja.
b. Shuffle the rest of the ninja cards and create a facedown deck.
2. Prepare the Town. This is where samurai can be recruited to join your cause.
a. Look through the samurai deck, take out one Sword Fighter and one Spear Fighter, and place them face-up in a row. The game starts with these 2 samurai available to recruit
b. Shuffle the rest of the samurai cards and create a facedown deck
c. Draw the top card and place it face-up. This random samurai card is also available to recruit
3. Prepare the Player Area.
a. Shuffle the villager cards and create the facedown draw deck.
b. Leave some room to the left of the draw deck for the discard pile and the injured pile
4. Prepare the Village and Village Gates. These are the points you have to defend to gain victory.
a. Place 3 dice in a row on the 6-side. These represent the health of the Western, Northern, and Eastern gates respectively
b. Place 1 die close to yourself, also on the 6-side. This represents the health of the village
5. Prepare the first wave of Ninja Invaders.
a. From the Ninja Card Deck, draw 3 cards and place them facedown, one at each gate
6. You are now ready to begin the game.

Game Round
The game consists of 5 rounds, each representing a day. Each round is divided into a Day phase, a Night phase, and a Dawn phase. During the Day phase, you run through your deck of cards to recruit new samurai and/or set up defenses. During the Night phase, the ninja invade the village and you use the defenders to fight them off. During the Dawn phase, your team refreshes and the ninja prepare a new wave of invaders.



Note: Anatomy of a Samurai card. The Villager cards follow a similar layout

Day Phase
· During the day, you play multiple turns until you’ve fully gone through your draw deck.
· Turn sequence
1. Draw cards from the draw deck until either you’ve reached your hand limit of 5 or there are no more cards to draw.
2. You can recruit samurai using the cards in your hand.
· Look at the cost to recruit the samurai, which usually involves Money and/or Influence
· Discard cards from your hand, gaining the Money and Influence indicated in the top-left corner
· If the recruitment cost is fully paid, the samurai joins your team and the card is placed into your discard pile
· If you gained a resource from a discarded card that was not used to pay for this recruitment, you can still use it for another recruitment this turn. Any unused resource is lost at the end of the turn
3. You can deploy defenders. For each card in your hand, place it at one of the 3 lanes in the village (i.e., the Western, Northern, or Eastern lane)
4. When there are no more cards in your hand, replenish the samurai in the town. Draw samurai cards until there are 3 available samurai to recruit for next turn
5. Continue to next turn by repeating this sequence
· If the Draw Deck is empty at the start of the turn, then the Day Phase ends



Note: Anatomy of a Ninja card

Night Phase
· During the night, you process the invasion lane-by-lane, carrying out combat between the invaders and defenders.
· Lane sequence
1. Starting with the Western lane, reveal all the facedown ninja from the invaders pile. Splay them in a column so it’s clear the order in which they will attack.
2. Roll invasion dice equal to the number of enemies in this lane. Assign one die to each enemy such that the first enemy gets the highest valued die, the 2nd enemy gets the 2nd highest, and so on.
3. If the assigned die matches a symbol on the enemy’s ability text, the enemy “surges” and activates their ability.
4. Splay the defenders in a column as well. The order of the defenders is the same order that you deployed them in (e.g., the first deployed card is the first defender)
5. Roll defense dice equal to the number of defenders in this lane.
· You can assign these dice to the defenders at any time during combat
· The assigned die must match a symbol on the card’s ability text. This will cause the defender to “surge” and activate their ability
· Each card can have up to one die assigned to them
· It is possible to have unassigned dice at the end of the lane sequence
6. A fight occurs between the first invader and the first defender
· The invader and defender attack each other simultaneously, dealing damage equal to their Attack values. Place cubes on the cards to indicate damage taken.
· If the defender’s damage taken matches or exceeds its Health value, then it is defeated. Move the card to the discard pile and remove its assigned die (i.e., the die does not return to the pool to be used again). The next defender steps up to continue the fight
· If the invader is defeated, remove it from the lane along with its assigned die. The next invader steps up to continue the fight
7. Repeat combat until one side is completely defeated
· If the defending team is defeated, then the remaining invaders all deal damage to the village gate at the respective lane. If the gate is destroyed, then damage is done to the village itself instead. If the village is destroyed, then the game is lost.
· If the invading team is defeated, then no damage is done to the gate or village.
8. Repeat the lane sequence for the Northern lane, then again for the Eastern lane.
· When combat in all three lanes are resolved, then the Night Phase ends

Dawn Phase
· During dawn, both the invading and defending team refresh for the next day
· Dawn sequence
1. First, check for victory. If this is Round 5 and the village isn’t destroyed, then the game is won! Otherwise, the game continues normally
2. Move all remaining defender cards to the discard pile
3. Shuffle the discard pile to form a new facedown draw deck
4. Add 3 new ninja to the current set of invaders
· If Round 3, then draw 2 cards from the ninja deck and add the Mini-Boss
· If Round 5, then draw 2 cards from the ninja deck and add the Boss
· For all other rounds, draw 3 cards from the ninja deck
5. Shuffle all invaders and deal them facedown evenly to the 3 lanes. The number of enemies in one lane should equal the Round number

Keywords
· Attack = how much damage this card deals during combat
· Destruction = how much damage the invader deals to gates and the village
· Disable = ignore the opponent’s activated surge ability
· Dodge = ignore the opponent’s attack value
· Fatal Blow = if defeated by Fatal Blow, card is removed from the game and cannot be returned for use
· Heal = return a card from the injured pile to the discard pile
· Health = how much damage this card can take before it is defeated
· Influence = one of the 2 main resources used to recruit samurai
· Injured = if injured when defeated, card is placed in separate injured pile and cannot be used until it is healed
· Money = one of the 2 main resources used to recruit samurai
· Rearrange = change the order of the cards in the lane
· Ranged Attack = instead of attacking simultaneously, deal damage before the opponent deals their damage
· Repair = increase a gate or the village’s health by 1 to a maximum of 6
· Reroll = take unassigned defense dice and roll them again
· Reveal = flip enemy face-up
· Surge = when an assigned die matches a symbol on the card’s ability text, causing the ability to activate

Recruitment by Combat
· Certain samurai can only be recruited if you defeat them in combat
· Treat this battle like a normal combat sequence in the Night phase
· Deploy your cards to engage in this battle. Roll defense dice equal to the number of cards you deployed
· Roll an invasion die for the samurai you want to recruit
· Resolve combat normally
· You must have at least one undefeated defender at the end of this combat to make this recruitment a success
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