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SagaBorn Battles is a miniatures game of player vs player skirmishing. The lands of Atheles
have long been in a dark age, though now magic has begun to return. Adventurers, tomb
raiders, and grave robbers search the lands for ancient relics of magic.

GOALS:

Build an adventuring group, delve into the dungeon or ruins, and battle over the lost relics of the past.

How TO PLAY

1. Set up the scenario and choose your adventurers.
2. Try to achieve the scenario goals or defeat all enemy units.

Players are given 400 points to start and spend those points to build a team. A team consists of squads, which
are comprised of units. The cost of your team is the total cost of the chosen squads, Talents, and upgrades.
The goal is often the recovery of a grand relic or the elimination of the opposing plunderers.

ADVENTURERS

SagaBorn Battles pits two groups of adventurers exploring the ancient secrets, dungeons, and ruins of Atheles.

Currently, there are three factions: House Ka’'Dal, the Wanderers, and mercenaries (who can be aligned with
either side). Future expansions will bring other factions into play.

Unit Cards:

SquadCost: The Squad cost.

HP (Health Points): This is how many hits a creature can take before it is killed.

Move: The number of hexes a creature can move on its turn.

Range: The maximum distance an attacker can be from an opponent in order to attack.
Attack: The number of dice rolled in an attack.

Defense: The number of dice rolled while defending from an attack.

Height: The highest elevation change a character can climb from one hex to another. A character cannot attack
an adjacent unit, nor can they be attacked from a height higher than their height rating.
Special Ability: Ability unique to the Squad.

Talents: Some characters can take Talents, which give them special feats.

Relics: Some characters can use Relics.

Weapons: Some characters can use Weapons.

Squad Type: Hero, Minion, or Creature
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Combat

Round

Round order:
1. Roll initiative using 3 battle dice. The side with the most hits wins initiative. Reroll ties.
2. Combat begins. Winner of the initiative roll moves first by activating a unit. (Optionally, the winner may
choose to forfeit the first move, detailed below). j
3. Opponent activates a unit. 1
4. Take turns until all units have been activated.




COMBAT

Initiative

Initiative is rolled at the start of each round. Each player rolls a d20. The highest roll gains initiative for the
round. A winner may optionally pass initiative to their opponent. In larger groups, one person for each side rolls
initiative for the team.

The player with initiative chooses one Squad to activate, and then alternating between players until every
Squad has been activated. When a Squad is activated, it flips its turn coin (or “taps” its card) to indicate it has
been used that round and may not be activated again until the next round.

Squad Activation:

e Select a squad.
e All units of that squad may move as many hexes as wanted and able.
e All units may attack if within range of an opponent.

There are two actions per round: a move action followed by a standard action. All units in a squad may move,
and then each can perform a standard action.

- Move Action
- Standard action

Open a door or chest
Attack

Cast a Spell

Pick up a Relic

Pass a Relic
Activate a relic

To hit:

Roll the number of dice indicated in the Attack stat. The defender rolls the number of dice equal to their De-
fense stat. For the attacker, stars determine the number of hits. For the defender, shields determine the num-
ber of attacks defended.

Critical hits cause 2 damage, but can be blocked with a single shield. Normal hits must be blocked before Criti-
cal hits.

Example
Halvar attacks Brym. Halvar has an Attack of 4, and Brym has a Defense of 3. Halvar rolls 4 dice and gets a
shield, a blank, a hit, and a critical. Brym rolls 3 and gets a blank, a hit, and a shield.

Brym’s blank and hit are discarded. His shield blocks one hit from Halvar. Normal hits are canceled first, so
Halvars hit is canceled, but his critical hit scores. Brym takes 2 damage.

Attack: Using their base attack on the character or creature card.

Heroic Action: A heroic action is a player vs player d20 roll. It is often in response to a special ability or spell.
Highest result wins.

Move Action: The player may move up to their full movement.
Standard Action: A standard action is one action that takes a limited amount of time. Examples: Opening a

door, picking up and identifying a relic (this is one action), casting a spell, passing a relic to another creature,
or using a relic that has an action.
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Battle Dice

A Battle Die is an 8 sided die. Blue shields are Shields, blank is a Miss, red star is a Hit, and a hollow red star

is a critical hit.

9 * %

SHIELD CRITICAL HIT

Battle Dice design:

Movement

Movement is 1 hex (1”). All hero or creature cards have a rating for movement. A player may move the figure a
number of hexes equal to or less than the unit’'s defined movement rating.

It costs one additional move point to climb up a vertical terrain level. A figure can climb up the number of levels
equal to the unit’s height rating in a move, as long as they have enough move spaces to reach the top.

Movement into a water tile costs double movement, as does movement from one water tile to another. Move-
ment from a water tile to dry land costs no extra.

Some units have abilities that allow them to move up level, or in and out of water with greater or lesser speeds.

Movement out of a hex which is adjacent to an enemy costs double.

Optional Rule: You can convert a standard d8 by using this chart:

1-3 Shield - -
4-5 Blank

6-7 Hit

8 Critical



Height

If a unit is one or more levels above another unit, it gains one extra die during attacks and defense.
Being in water is considered one level below ground.

A unit which is above another can not strike an adjacent unit if its terrain level is higher than the height of the
target. A unit below can not strike an adjacent opponent if they are on terrain higher than their height. Units
with greater than 1 Range can strike units beyond their height if they can see them.

Cover and line of sight

A unit must be able to see the foe they are attacking. If they are adjacent, that is easy, but for ranged attacks
you must be able to see from the eyes of the attacking unit to part of the body of the foe. Weapons, shields,
and other accessories don’t count as valid targets.

If there is a wall between the attacker and defender, the defender is out of line of sight. If a Unit is behind ter-
rain which is equal to or taller than the Unit, it is out of line of sight.

Example:
A Fey Cat is behind a hill that is 3 high. The attacker draws a line of sight from their eyes to the center of the
Fey Cat. If this intersects with the terrain that is higher, then the fey cat has cover.

Friendly units do not block line of sight, but enemy units do.

TALENTS:

If a character card has a hand icon, that means they can use Talents. A Hero is allowed up to 3 Talents, unless
otherwise stated on their card.

e Battlecall (10): At the start of the round, choose one group within 2 spaces of the selected figure. That
group can immediately move 2 spaces near the figure that gave the Battlecall.

e Cleave (10): On your turn, if you deal an adjacent creature enough damage to make it die, you get an
immediate, extra attack against another creature within reach. You can use this ability once per round.

e Dodge (10): You receive a +1 dodge bonus to your defense.

e Extended Shot (10): If your range is 2 or above, you may add +2 to your range.

e Feint (10): You are a master at combat deception, you may make the defender reroll one die of your
choice. You can use this ability once per round.

e Lone Wolf (10): If no friendly creatures are within 6 spaces, you may exhaust this card to reroll all dice
rolls. A die can only be rerolled once.

e Parry (20): You may exhaust this card to reroll up to two dice during a defensive roll.

e Protector (10): Once per round, you may suffer the damage that was intended to a friendly target
within 2 spaces.

e Ruthless (10): At the beginning of combat, you may lower your Defense by 1 to gain a +1 to your At-
tack.

e Riposte (20): You may exhaust this card to attack a creature who just attacked you.

e Run (10): You add 2 to your speed stat.

e Weapon Specialty (10): You gain +1 to your attack stat.
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DEFINITIONS

Attack: Using their base attack on the character or creature card.
Card: A card represents a battle unit on the table.
Creature: A type of unit.

Exhaust: A card which has one use per turn can be exhausted by turning it sideways. Exhausted cards get
refreshed at the start of a new round.

HP (Health Point): The amount of health a unit has.
Height: This is a measurement of how tall a character is. A character can not attack someone who is at an
elevation higher than their height score unless they have range. A character who is shorter than a elevation dif-

ference cannot be attacked by an adversary adjacent to them unless the adversary has range.

Heroic Action: A heroic action is a player vs defender d20 roll. It is often in response to a special ability or
spell.

Initiative: A d20 is rolled at the start of each round. Whoever rolls the highest wins initiative. The winner may
choose to pass initiative to their opponent.

Move Action: The player may move a number of hexes equal to or less than their movement rating.

Spell: Casting a single spell.

Squad: One or more units that all belong to the same group, represented by a card.

Standard Action: A standard action is one action that takes a limited amount of time. Examples: Opening a
door, picking up and identifying a relic (this is one action), casting a spell, passing a relic to another creature, or
using a relic that has an action.

Round: a single round consists of all units completing their moves.

Unit: A single figure.

BATTLE UNITS

A unit has special abilities, stats, and restrictions based on their card text.

The bottom bar has symbols which represent a unit’s abilities. A hand indicates that a unit may have Talents.
A goblet indicates that the unit can use Relics. A sword shows that they can use weapons. If a Squad has the
ability to use weapons, only one Unit may equip that weapon for that cost.

Choosing your units.

Each team is given 400 points they can spend on building a squad. Epic games may have more, and both
sides are given equal points. For each 10 points unspent, you gain +1 to your initiative.

Al units and squads must be from the same Faction, or a Faction that is allied.
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FACTIONS

Esepric (D 115 pTS
Hero Unique

HP 5

Move 5

Range 1

Attack 4

Defense 4

Height 6

Talents, Relics, Weapons

Ability
Two Handed Fighting: Esedric can divide his attack
between 2 foes who are adjacent to him.

BrYM () 120 pTS
Hero Unique

HP 6

Move 3

Range 4

Attack 4

Defense 3

Height 4

Talents, Relics, Weapons

Ability

Heavy Crossbow: If Brym scores a hit with his primary

weapon, the target is pushed back 1.

VALDA (D) 90 PTS
Minion Unique

HP 4

Move 4

Range 1

Attack 4

Defense 4

Height 7

Relics, Weapons

Ability
In and Out: Valda can move 2 after a successful hit
that causes damage.

BOGGARTS (3) 120 PTS
HP 1

Move 4

Range 1

Attack 2

Defense 2

Height 3

Ability
Fleet: (Passive) the boggarts are quick and have an
additional move already point added in.

Devious: A boggart and all friendly units surrounding
a foe gain +1 to attack if the target is flanked by the
boggart.




BOGGART SLINGERS (3) 135 P1s
HP 1

Move 4

Range 3

Attack 2

Defense 1

Height 3

Ability
Fleet: (Passive) the boggarts are quick and have an
additional move already point added in.

Hit and Run: A boggart can move 1 after it uses its at-
tack. A boggart must attack a target to use this ability.

DRETCH DEMONS (2) 90 PTS
Creature

HP 2

Move 2

Range 1

Attack 1

Defense 3

Height 3

Ability
Regeneration: As a standard action, a Dreg can roll
one die. If they roll a hit or a critical, they regain 1 HP.

Reinforcement: You may add an additional unit for 45
pts.

VARGEN 50 PTS
Minion Unique

HP 2

Move 3

Range 1

Attack 2

Defense 3

Height 5

Ability
On the Defense: Once per turn, Vargen can reroll one
defense die.




WANDERERS

HALVAR (D 115 pTS
Hero Unique

HP 6

Move 5

Range 1

Attack 4

Defense 3

Height 6

Talents, Relics, Weapons

Ability

Rage: When at half health or below, Halvar may
Rage at the beginning of his round to gain +2
Attack and:1 Defense.

AvaLis (D 110 pts
Hero Unique

HP 4

Move 4

Range 5

Attack 3

Defense 2

Height 5

Talents, Relics, Weapons
Ability

Longshot: If Avalis’ foe is at range 4 or above,
they lose 1 Defense.

BRUEN 80PTS
Minion Unique
HP 4

Move 4

Range 1

Attack 3

Defense 3

Height 5

Relics, Weapons

Ability

Strike Down: Once per round, if Bruen slays
an adjacent foe, he may then attack another
adjacent foe in the same round.

TEVLIN 50 PTS
Minion Unique

HP 1

Move 5

Range 2

Attack 2

Defense 1

Height 3

Ability

Hit and Run: Tevlin can move 1 after he uses
its attack. Tevlin must attack a target to use this
ability.




FEY CAT (2) 120 PTS
Creature

HP 1

Move 4

Range 1

Attack 3

Defense 3

Height 2

Ability
Jumper: Elevation changes of 1 do not count to a
Fey Cat.

Water Fear: A fey cat suffers -2 to defense in
water.

Reinforcement: You may add an additional unit
for 60 pts.

DUAL SIDED CARD:
WARRIOR: AGGRESSIVE
(2) 90 pts

Minion

HP 1

Move 3

Range 1

Attack 4

Defense 1

Height 5

Weapons

Ability
Versatile: At the start of the turn, you can flip this
card over.

Reinforcement: You may add an additional unit
for 45 pts.

WARRIOR DEFENSIVE
HP: 1

Move: 2

Range: 1

Attack: 2

Defense: 4

Height: 5




WEAPONS

SHORTBOW 20 PTS
Range 4
Attack 3

CROSSBOW 30 PTS
Range 5
Attack 4

GREAT SWORD 40 PTS

Range 1

Attack 6

Cleave: On their turn, if wielder slays an adjacent
foe, they may then attack another adjacent foe in
the same round.

HALBERD 20 PTS

Range 2

Attack 4

Reach: Reach weapons have a range of 2, but
the attack is considered as adjacent.

RELICS

Relics can be picked up by any creature, but can
not be used by anyone but a hero. It takes one
action to pick up a Relic and the unit must be
standing on the hex with the Relic. It takes one
action to pass a relic, which must be done by the
unit holding the relic.

Relics of the Base Set by Type

LESSER

Lower Relics

(2) Broken Relics

(2) Cracked Healing Stone
Action roll 1d6

1 no effect
2-3 Roll 1 Battle die and suffer any damage rolled
4-5 Roll 2 Battle dice and heal any shields rolled

STANDARD RELICS

(1) Masterwork weapon: +1 to Attack

(1) Masterwork armor: +1 to Defense

(1) Precision goggles +1 to range

(1) Healing Stone: Roll 3 Battle dice, heal equal
to shields rolled.

(1) Gem of Focus: +1 to Damage once per turn.
(1) Tangle Stone: One use. 1d6 range. Entangle
all within a Range 2 radius. 1d6 Turns. Slows
movement by 4.

(1) Summon Creature: Summons a Navirite
Sprite: 1 HP, Move 5, Attack 3, Defense 1, Flying
(1) Enchanted Eyepatch : You gain +1 to your
range.

GREATER

(1) Rapid Attack : Gain One Extra Attack per
Round

(1) Call Element : One use : Attack 5, Range 3,
to all within a 2” radius.

(1) Relic of the Whirlwind : You may attack all
adjacent creatures with a single range 1 attack.

6 Roll 2 Battle dice and all allies within 4 heal any shields.
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| GOAL IS TO PRESENT A SYSTEM THAT IS SIMPLE, STREAMLINED, AND EFFICIENT. IT IS
| MEANT TO ENCOURAGE MORE STORYTELLING AND EPIC ACTION RATHER THAN BROWSING
L THROUGH RULEBOOKS AND ARGUING OVER WHAT IS “ALLOWED.” '
8 | ¥ A @
THls 8 LEVEL SYSTEM WAS CREATED FOR THE DARK RETURN, BUT CAN BE USED IN
RALMOSTANY FANTASY SETTING. . | g &g ¥ ﬁé
SEVEN PLAYABLE RACES: ELVES, DWARVES HALF—DWARVES HUMANS ELFLINGS FERAL
' ELFLINGS, AND FAUNS. " 0 : v Wi
EIGHT CLASSES: FIGHTER, BARBARIAN, ARCHEON, LUMINAR, WYLDER, BARD RANGER, AND
' ROGUE Iy : it
. SIMPLIFIED SKILL SYSTEM: ONLY NINE SKILLS COVERING ALL THE THINGS AN ADVEN—
TURER MAY NEED TO KNOW OR BE SKILLED IN. / o 3 -
" TALENT SYSTEM: REPLACING THE PREREQUISITE FEAT SYSTEM IS A POINT BASED TALENT
- SYSTEM S
HEROIC ACTION: A SIMPLE SYSTEM TO RESOLVE MOST CONFLICTS. EACH PARTY ROLLS A_
" D20, ADDS THE COINCIDING BONUS, AND THE HIGHEST ROLLER WINS! &% ,
- A SIMPLE MANA BASED MAGIC SYSTEM. SPELLS ORGANIZED BY MANA COST WITH NOJ®
LEVEL OR CLASS RESTRICTIONS. - '
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