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1. Basic concepts 

1.1. The objective of Sagas is to make your House’s mark on the evolving history of  
Althea, including by controlling territory, and building cities, fortifications for cities, 
ports, fortresses, temples and wizards towers.  

1.2. A House comprises a group of at least 10 players registered with the Saga’s GM. 
Each House begins the game with a Homeland comprising of 3 adjacent provinces 
(one of which is designated as its Capital).  

1.3. If a new House is established, it will be allocated a Homeland and Capital by the GM 
in an appropriate area of the map (including the possibility of a newly opened up 
area. 

1.4. A House’s Homeland cannot be lost (though can be temporarily occupied and if the 
Capital itself is occupied, the House becomes a vassal for the next year).  

1.5. If a House disbands or its total registered player numbers fall below 10 (checked 
each Quest), its areas are declared vacant and all existing armies and fleets 
immediately disband and its garrisons become autonomous garrisons. 

1.6. For every territory controlled, the House may nominate 1 senator to the Imperial 
Senate.  Each Senator receives 1 vote in the Imperial Senate. The Senate gathers 
each Quest to determine laws, keep the peace, set policy and politic.  

2. Sequence 

2.1. Sagas is divided into years and each year into three campaign seasons (spring, 
summer and fall). Each campaign season is a game turn. There is a further, Winter 
“Adjustment” season. The turns of all the Houses are played simultaneously; they 
must secretly write down their orders and these orders are read aloud when all the 
Houses have finished.  

2.2. Every year is played in the following sequence: 

2.2.1. Winter 

2.2.1.1. Update the control of provinces 

2.2.1.2. Disaster – Check for Famine 

2.2.1.3. Income 

2.2.1.4. Adjust military units 

2.2.1.5. Build structures 

2.2.2. Spring 

2.2.2.1. Diplomacy 

2.2.2.2. Borrowing from and repaying the Asturian Bank 



2.2.2.3. Expenditures 

2.2.2.4. Blessings and Magic 

2.2.2.5. Orders writing 

2.2.2.6. Virtual Movement and Conflict resolution 

2.2.2.7. Physical Movement and Conflict Resolution 

2.2.2.8. Retreats 

2.2.3. Summer 

2.2.3.1. Disaster – Check for Plague 

2.2.3.2. Borrowing from and repaying the Asturian Bank 

2.2.3.3. Diplomacy 

2.2.3.4. Expenditures 

2.2.3.5. Blessings and Magic 

2.2.3.6. Orders writing 

2.2.3.7. Virtual Movement and Conflict resolution 

2.2.3.8. Physical Movement and Conflict Resolution 

2.2.3.9. Retreats 

2.2.4. Fall 

2.2.4.1. Disaster – Check for Dragon Rage 

2.2.4.2. Borrowing from and repaying the Asturian Bank 

2.2.4.3. Diplomacy 

2.2.4.4. Expenditures 

2.2.4.5. Blessings and Magic 

2.2.4.6. Orders writing 

2.2.4.7. Virtual Movement and Conflict resolution 

2.2.4.8. Physical Movement and Conflict Resolution 

2.2.4.9. Retreats 

2.3. In the orders writing phase, a House can assign an order to each one of its units. 
The available orders are Hold, Advance, Besiege, Support, Convoy, Convert and 
Raze. 



2.3.1. Hold: A hold order leaves a unit in place.  If no order is given the unit holds. 
Order form is: [Army/Fleet/Garrison] – [Location] – Hold – [Location] 

2.3.2. Advance: An advance order is used to move from one area to another. 
Movement ending in an area occupied by or at the same time as another unit 
advances into it results in a conflict. Order form is: [Army/Fleet] – [Location] – 
Advance – [Location] 

2.3.3. Besiege: A besiege order is required to commence or continue a siege. 
Order form is: [Army/Fleet] – [Location] – Besiege – [Location] 

2.3.4. Support: A support order has the unit remain in place holding, and also 
providing support to a unit in an adjacent area. Order form: 
[Army/Fleet/Garrison] –  [Location] – Support– [Army/Fleet/Garrison] – at [end 
Location] 

2.3.5. Convey: A convey order provides for a fleet to convey an army.  The army’s 
orders will be an advance and will fail if the convey is disrupted. Order form is: 
[Fleet] – [Location] – Convey  – [Army] -[start Location] – to [end Location] 

2.3.6. Convert: Order allowing a unit to convert from Army to Garrison, Fleet to 
Garrison, Garrison to Army, and Garrison to Fleet. Order form is:  

[Army/Fleet] – [province Location] – Convert to Garrison – [fortified city 
Location],  

[Garrison] – [fortified city Location] – Convert to [Army/Fleet] – 
[surrounding province Location] 

2.3.7. Raze: Order allowing an unit in a province or city to destroy a building or 
building level (city, port, fortification, fortress, temple or wizards tower) in the 
province or city. A unit in a province cannot raze buildings protected by a 
fortified city without razing the fortification first. If a garrison razes a fortification it 
immediately converts to an army and moves to the surrounding province unless 
that province is occupied, in which case the garrison is destroyed. Order form is: 
[Army/Fleet/Garrison] –  [Location] – Raze– [Building type] – at [Location]  

3. Landmarks 

3.1. At strategic points are there are existing major cities, places of power and trade 
routes that may be controlled. The Old Dwarf Roads also crisscross the land. 

3.2. Major Cities 

3.2.1. Major cities and their number of quarters/revenue, and status as a port:  

3.2.1.1. Ancient Estra (5d, port),  

3.2.1.2. Marienburg (1d),  

3.2.1.3. Paravon (1d),  

3.2.1.4. Keshan (1d), 

3.2.1.5. Cathay (1d), and 



3.2.1.6. Saran (1d)  

3.2.2. No House starts in control of any of these cities and they all start with an 
autonomous garrison. All existing cities are fortified and ports. 

3.3. Places of Power 

3.3.1. There are 5 places of power in Althea that may be controlled: 

3.3.1.1. The Tower of the Arch Mage in Estra (level 5 wizards tower). 

3.3.1.2. The Lake of the Lady on the border of Baile Iska and Aris (level 5 
temple) 

3.3.1.3. The Shrine of the Hammer in the Spine of the World Mountains on the 
border of Middlemark and Carpathia (level 5 temple) 

3.3.1.4. The Endless Stair of Chaos on the Island of the Damned off the coast 
of Nasgaroth (level 5 wizards tower)  

3.3.1.5. The Great Pyramid of the Necromancer on the border of the Nine 
Deserts, eastern Expanse and Kush (level 5 wizards tower) 

3.4. Trade Routes 

3.4.1. A trade route is composed by two end provinces (posts) and one or more 
areas which the route goes through. The effect of the commercial route is 
determined during the income assignation. 

3.4.2. Whenever a House controls a post in a trade route, it gets 6 ducats, unless 
there is a unit in one of the areas that the route crosses that does not belong to 
one of the Houses who control the route posts and does not consent to the 
movement of trade. 

3.4.3. If a post is an end of more than one route, the House controlling the post gets 
ducats for every route that is not blocked as specified above. 

3.4.4. If one of the posts is occupied by an autonomous garrison, the player 
controlling the other post still gets the money. However, if there is also an 
enemy unit, the route is blocked. 

3.4.5. The trade routes are: 

3.4.5.1. The Great Slave Route: 

3.4.5.2. Eastern branch starts at Cathay, passes through Chung Kuo (south), 
Kush, the Nine Deserts and ends at Saran.  

3.4.5.3. Western branch starts in Keshan, passes through the Plains and 
Cressidia and ends in Saran.  

As the name implies this is the heart of the slave trade in Althea and its 
income is derived from the buying and selling of slaves. 

3.4.5.4. The Silk Road starts in Cathay, passes through Chung Kuo (north)), 
Boshudan, the Eastern Expanse (north), and Carpathia, Middlemark 



(south), and ends in Marienburg . 

3.4.5.5. The Fey Route starts in Keshan, passes through Baile Iska (south), 
Baile Iska (north), Aris (north) and ends in Paravon. The Fey Route is the 
link between the forests of Baile Iska and rest of Althea and is the source 
of many wondrous and magical treasures. 

3.5. Old Dwarf Roads 

3.5.1. Althea is linked by ancient roads built during the time of the almost forgotten 
Dwarven Empire.  One road runs the length of eastern Althea (Aumar, between 
Middlemark and Carpathia and ends in Asturia) and a second the length of 
western Althea (Dalriada, between Aris and Baile Iska, Hodenwold, and ends in 
Cressidia. 

4. Military Units 

4.1. Only one unit (army, fleet or garrison) can occupy an area (province, city or sea 
area) at a time.  An exception to this rule is that more than one fleet may occupy a 
sea area by agreement though any fleet any choose to engage in conflict with 
another fleet in that area if it wishes (two or more fleets in the same sea area cannot 
support each other).  

4.2. Most units have a movement rate of 1 area per turn, though some elite units have a 
movement rate of 3. Strategic movement: each turn, a House may move 1 unit any 
distance through its controlled or vassal provinces, or between provinces linked by 
an Old Dwarf Roads. 

4.3. In order for a unit to displace another unit in an area, it must either have a greater 
strength (its own or in combination with support from other units in adjacent areas) 
or if equal then defeat the unit in physical battle.   

4.4. The loser of conflict must retreat or be destroyed: 

4.4.1. If the loser was advancing, its advance will fail and it will remain where it was 
(unless another unit had moved into that location, in which case it is destroyed).   

4.4.2. If the loser was holding/supporting/besieging, it either retreats into an 
adjacent unoccupied location, fortified city or fortress (other than the one where 
the attacker came from) or is destroyed.  

4.5. Army units can move through provinces or be conveyed by fleets over sea areas. A 
chain of fleets is needed to convey an army across multiple seas areas in a single 
move. 

4.6. Fleet units can move over sea areas, or along coastal provinces with adjacent 
coasts. 

4.7. Garrisons 

4.7.1. Garrison units occupy "fortified cities" or "fortresses".   

4.7.2. Two units may be in the same province if one is garrisoned in a fortified city 
and another is outside the city.   



4.7.3. A fortified city can be garrisoned by ordering an army or a fleet in a province 
containing an unoccupied city to "convert" during a movement phase.  The 
garrison thus created can only hold, support actions into its corresponding 
province, or convert back to a fleet or army.   

4.7.4. An army could convert into a garrison in the spring and that garrison could 
then convert into a fleet in the subsequent summer.  It could not, however, 
convert directly into a fleet in one season.   

4.7.5. An army or fleet that is forced to retreat from a province with an unoccupied 
fortified city or fortress can convert to a garrison.  It could not retreat by 
converting into a garrison if the unit that displaced it was a garrison converting 
into its location since you cannot retreat to the location your attacker came from. 

4.8. Autonomous Garrisons 

4.8.1. Some fortified cities and fortresses contain "autonomous garrisons" which are 
not owned by any House. They act as obstacles and must be besieged or 
bribed to be removed. 

5. Sieges 

5.1. To displace a garrison it must be besieged.  To besiege a garrison, an army or fleet 
in the containing province must issue the besiege order for two consecutive 
campaigns.   

5.2. After successfully issuing the first besiege order, the besieging unit must either issue 
a second besiege order or a "lift siege" order on the subsequent movement phase.  
It cannot choose to move or support another action.   

5.3. A besieged garrison (one whose city's siege started during the previous campaign) 
cannot convert, although it can support another unit moving into its province to 
displace the besieging unit.   

5.4. When the siege is complete, the garrisoned unit is eliminated.  If the garrison is 
eliminated before the siege is completed (eg: the siege starts in the Fall and the 
owning power decides not to maintain the garrison on the subsequent adjustment 
phase) the sieging unit is free to issue other orders in what would be the second 
campaign of the siege. 

5.5. Fleets can only convert to garrisons or besiege fortified cities or fortresses that are 
also ports.  The port cities are signified by an anchor symbol on the map. 

 

WINTER ADJUSTMENT 

1. General 

1.1. During the Adjustment phase, a House: checks for famine; receives income; builds 
and maintains military units; summons epic creatures; empowers rune warriors; and 
may devote ducats to the building of cities, fortifications, ports, temples and towers.   



2. Famine  

2.1. A certain number of provinces may be struck by famine each winter.  Roll 1d6 for 
each region.  On a roll of 1 all provinces in the region are affected by famine. 

Region (and constituent provinces) 

Kachamrith 

Baile Iska 

Alfheimr  

Dalriada 

The Grand Principality of Aris  

The Hodenwold  

Estra (The Old Empire)  

The Free Cities of Asturia  

The Grand Duchy of Middlemark  

The League of Aumar  

Carpathia  

Eastern Expanse 

Nasgaroth 

Boshudan 

Chung Kuo 

Kush 

The Nine Deserts  

Territory of Cressida  

The Plains 

 

2.2. The effect of famine is: 

2.2.1. Any unit in a famined province at the end of the spring turn is eliminated.  This 
includes garrison units. 

2.2.2. New units may not be built in famined provinces. 

2.2.3. Famine has no effect on control. 



2.2.4. A famined province without a garrisoned city will not produce income. A 
garrisoned city will produce income, but the province will not. 

3. Income 

3.1. Each House receives income in the form of gold "ducats".   

3.2. The income comes from four sources: 

3.2.1. 1 ducat for each sea space that contains one of your fleets. 

3.2.2. 1 ducat for each controlled province. 

3.2.3. 1 ducat per level for each city controlled.   

3.2.4. Income from trade routes. 

3.2.5. 1 ducat for every 5 population cards held at the end of the Grand Quest (each 
attendee at Grand Quest receives a population card that can be provided to a 
House). 

3.3. The last House to have a unit in a province is the one who controls it regardless of 
the season.  Thus if a unit starts out in province A in the spring and moves to 
province B and then to province C in the summer and to province D in the fall, at the 
beginning of the following adjustment phase that House would count the income for 
all four provinces if no one else moved into them.   

3.4. If a province has an ungarrisoned city, the last House in the province gains control of 
the city.  If one House has a unit in a province and another has a garrison in the city, 
the province income will go to the one House while the city income goes to the 
other.   

3.5. If the unit in the province leaves or is eliminated while the garrison remains, control 
of the province will revert to the House with the garrison.  This applies to 
autonomous garrisons as well.   

3.6. A besieged city produces no income. 

4. Vassals 

4.1. A House whose Capital is controlled by a foreign House – Liege (determined at end 
of Fall) is considered to be a Vassal of the conqueror for the next year and must pay 
tribute to the conqueror of 25% of their treasury rounded down (calculated after 
Winter Adjustment income determined). The Liege may use the vassal’s provinces 
for strategic movement as if the vassals’ provinces were its own. 

4.2. Any occupation of a House’s Homeland automatically ends at the end of the Fall 
turn and any occupying foreign units return to their own Homeland (if there is a 
vacate province) or disband.  

4.3. A House may agree to become or remain a Vassal at any time for “protection” on 
whatever terms the parties agree.  

5. Units 

5.1. Military unit payment.   



5.1.1. During the Winter each House must choose which military units it wishes to 
maintain or build.  The cost of maintaining or building a unit is the same.  

5.1.2. New units may be placed only in controlled provinces that contain a city and 
are located in the House's homeland.  They may be placed either in the 
province or within a fortified city. This means that the maximum number of new 
units that can be built is 3 (assuming all home provinces have a city). 

5.1.3. Only one unit may be placed in a particular province.  If another unit is in a 
city one may be placed in the province or vice versa, but a unit cannot be 
placed both in the city and another in the province during the same adjustment 
phase. 

5.1.4. Old units may not be traded for new ones in the same province. However, a 
House could remove a unit from one province or city (ie: not pay for it), and then 
place another unit in another province or city. 

5.1.5. Once units are paid for, they are paid for the entire year.  No further ducats 
need be paid for the units for the rest of the year, but also, no "refunds" of 
ducats can be made for units that may be eliminated or disbanded during the 
year. 

5.1.6. Each existing unit must be explicitly "maintained” or "disbanded” before the 
GM will consider your orders complete.   

5.2. Units and unit costs 

5.2.1. The standard military units are all assumed to be of a standard composition; 
that is, they are mainly composed of mercenaries and levies who fight (usually 
no harder than necessary) for money, and are highly susceptible to bribes or 
desertion. Standard units: 

5.2.1.1. Costs 2 ducat. 

5.2.1.2. Has a strength of 1. 

5.2.1.3. Costs normal amount to bribe. 

5.2.1.4. Has a movement rate of 1 (land for armies, sea/adjacent coasts for 
fleets) 

5.2.2. Some military units of different composition exist.  Each House may only have 
one special unit in play at any one time from the following list.  They can be 
armies, fleets or garrisons. 

5.2.3. Special Unit: Citizen's Militia: 

5.2.3.1. Costs 4 ducats. 

5.2.3.2. Has a strength of 1. 

5.2.3.3. Costs twice the normal amount to bribe. 

5.2.3.4. Has a movement rate of 1 (land for armies, sea/adjacent coasts for 
fleets) 



5.2.4. Special Unit: Elite Mercenaries: 

5.2.4.1. Costs 4 ducats. 

5.2.4.2. Has a strength of 2. 

5.2.4.3. May be bribed for the normal amount. 

5.2.4.4. Has a movement rate of 1 (land for armies, sea/adjacent coasts for 
fleets) 

5.2.5. Special Unit: Elite Professionals: 

5.2.5.1. Costs 6 ducats. 

5.2.5.2. Has a strength of 2. 

5.2.5.3. Costs twice the normal amount to bribe. 

5.2.5.4. Has a movement rate of 1 (land for armies, sea/adjacent coasts for 
fleets) 

5.2.6. Special Unit: Cavalry: 

5.2.6.1. Costs 4 ducats. 

5.2.6.2. Has a strength of 1. 

5.2.6.3. Costs normal amount to bribe. 

5.2.6.4. Has a movement rate of 3 on land 

5.2.7. Special Unit: Elite Cavalry, Knights etc: 

5.2.7.1. Costs 8 ducats. 

5.2.7.2. Has a strength of 2. 

5.2.7.3. Costs twice the normal amount to bribe. 

5.2.7.4. Has a movement rate of 3 on land 

5.2.8. Special Unit: Fast Fleet, Raiders etc: 

5.2.8.1. Costs 6 ducats. 

5.2.8.2. Has a strength of 1. 

5.2.8.3. Costs normal amount to bribe. 

5.2.8.4. Has a movement rate of 3 on sea and coastal areas 

5.2.9. Special Unit: Elite Fleet, Dreadnaughts etc: 

5.2.9.1. Costs 10 ducats. 



5.2.9.2. Has a strength of 2. 

5.2.9.3. Costs twice the normal amount to bribe. 

5.2.9.4. Has a movement rate of 3 on sea and coastal areas 

6. Building 

6.1. A bare province generates 1 ducat each year and is assumed to be occupied by 
various villages and other small population centres.   

6.2. Cost and effect 

6.2.1. Urban area (Towns, Small Cities, and Large Cities) 

6.2.1.1. The first quarter cost 2+1 ducats to build, the second quarter costs 
2+2 ducats to build, the third quarter cost 2+3 ducats to build, and so on. 

6.2.1.2. Each quarter generates 1 ducat per year.  

6.2.1.3. Only one urban area can be built in a province.  

6.2.2. A fortification for a city or an isolated fortress costs 3 ducats to build. A 
fortress becomes a fortification for a city if the city is added later. 

6.2.3. A port costs 3 ducats to build and allows a fleet to convert at that location. 

6.2.4. A temple costs 2+1 ducats for the first level, 2+2 ducats for the second level, 
and so on. Each level allows the House to call on 1 blessing per year and is 
stackable. A House may only have 1 temple. 

6.2.5. A wizards tower costs 2+1 ducat for the first level, 2+2 ducats for the second 
level, and so on. Each level allows the House to cast one wizards spell per year 
per level and is stackable. A House may only have 1 wizards tower. 

6.3. A building can be destroyed or reduced by 1 level as the case may be if the “raze” 
order is given by an army or fleet occupying the city or surrounding province. A raze 
order against a city or buildings located within a city is only effective if the city is not 
garrisoned by a hostile force. 

7. Epic Creatures and Rune Warriors 

7.1.1. Epic Creatures 

7.1.1.1. Epic Creatures stand at least 7 feet tall, have 20 global HP; 
automatically kill players on contact regardless of armour or shields 
(though can be parried by normal weapons); do 3HP damage to other epic 
creatures; and take normal damage from each other and rune warriors. 
Epic creatures are slain by hits from siege missiles. 

7.1.1.2. Costs: 12d for 1, 24d for 2, 48d for 3 and so on.  The summoning 
power fades and vanishes over the Winter period and the creature 
disappears permanently. 

7.1.1.3. Summoning an Epic creature requires a 1 hour ritual in the public 
ritual circle at the Grand Quest Event with a minimum number of 



summoners equal to the ducat cost. Additional preparation for role playing 
purposes is encouraged. 

7.1.1.4. On the creature being summoned, a dedicated summoner is also 
invested with the power to heal the epic creature.  Healing an epic creature 
occurs in a similar manner to ordinary healing but take 3 minutes rather 
than 30 seconds. 

7.1.2. Rune Warriors 

7.1.2.1. Rune warriors are normal players except that they can strike Epic 
creatures doing normal damage as per their weapon type. A Rune warrior 
wears a gold head band. 

7.1.2.2. Costs: 3d for 1, 6d for 2, 12d for 3 and so on.  The runic power fades 
and vanishes over the Winter period and the player bearing the power is 
no longer a rune warrior. 

7.1.2.3. Creating one or more Rune warriors requires a 1 hour ritual in the 
public ritual circle at the Grand Quest Event with a minimum number of 
participants in addition to the rune warriors equal to the ducat cost.  
Additional preparation for role playing purposes is encouraged. 

EXPENDITURE PHASE (EACH SEASON) 

8. Disasters  

8.1. Plague 

8.1.1. This is only done during the Summer.  The effect of plague is that all units in 
the plagued provinces are eliminated.  A certain number of provinces may be 
struck by plague.   

8.1.2. For each House roll 2d6.  On a roll of 2, the House’s Capital is afflicted by 
plague. As plague can spread, counts the number of adjacent provinces and 
randomly determine where it moves next. Repeat this until the plague moves 
into a sea area.  

8.2. Dragon Rage 

8.2.1. This is only done during the Fall.  If Dragon rage occurs a dragon has been 
awoken and ravages the land before flying off. The effect of dragon rage is that 
all units in affected provinces (and their cities) are eliminated and provinces and 
cities do not raise income in the next income phase.  When a dragon awakes, 
the world trembles, nations burn and empires fall. 

8.2.2. To determine dragon rage, first a 1d6 die roll determines whether there is any 
dragon this year: 

1-5 No dragon 

6  Dragon 

8.2.3. If there is a dragon, it starts in marked place in central mountains of the island 
of Estra.  To determine its movement, count the number of adjacent areas and 



randomly determine where it moves next. Repeat this until the dragon either 
moves off the map board, returns to its starting point or has moved 12 times. 

9. Borrowing from the Asturian Bank.   

9.1. The first option during the expenditures phase is the borrowing of ducats.  Houses 
may borrow up to 25 ducats from "the bank".   

9.2. The loan can either be for 1 year at 20% interest or for 2 years at 50% interest.  At 
the *end* of the borrowing phase of the indicated season of the indicated year, the 
full amount including interest must be paid.   

9.3. Another loan can be taken out to pay off the first loan as long as the outstanding 
principal at any time is not greater than 25 ducats.   

9.4. Loans can be paid back early during any borrowing phase, interest first.  For 
example, you can take out a loan of 15 ducats in Summer of 2014 for two years.  By 
Summer of 2016 you must pay 23 ducats (interest is always rounded up), but if you 
only had 13 ducats in your treasury at the beginning of the Summer 2016 borrowing 
phase you could take out another loan of 10 ducats during that phase so that you 
had sufficient funds to pay off the loan.   

9.5. Careful planning must be executed to ensure that you don't default on the loan.  If 
you are unable to pay off a loan, you suffer the same effects as assassination below 
and you will not be allowed to borrow from the bank for 3 years.   

9.6. In addition to borrowing ducats from the bank, Houses may loan ducats to other 
Houses. Loaning ducats to another House can be done during any borrowing phase 
and happens before the bank collects any outstanding loans due during that phase.  
The receiving House (and any third party)will not know whether he really received 
the loan until the phase is actually processed.  Whether or not the House pays back 
these nonbinding loans is up to the individual House.  A House who is in debt to the 
bank cannot loan money to another House before paying off that loan.  Thus you 
cannot, as your last dying gasp, borrow 25 ducats and give them to your ally. 

9.7. The GM processes the pay/borrow commands in the following sequence: 

9.7.1. "Pay to bank" commands. 

9.7.2. "House pay to other House" commands (must be no outstanding loans). 

9.7.3. "Borrow" commands.  Total principal cannot exceed 25d. 

9.7.4. Bank collects any due loans. 

Example: If you have 20d and a 25+13=38d loan due, you *cannot* borrow 18d to 
pay off that loan because you would be over your credit limit temporarily, even 
though you would immediately drop back down below it. 

In this case you would need to get other Houses to help you out.  You could pay the 
20d toward the loan, changing it to 18+0d, and borrow 7d more, so you would need 
11d from other Houses to avoid the penalty. Paying to the bank comes first so you 
couldn't use the money received from other Houses to lower your loan in order to 
increase the amount you could borrow.  However, if they gave you the money on the 
previous season it would only have to be 6d.  With 26d and a 25+13=38d loan, you 



can pay it off to 12+0d, allowing you to borrow up to 13d to pay off the remaining 
12d due. 

10. Expenditures   

10.1. General 

10.1.1. Each House can make up to four expenditures during each campaign.  The 
ducats for the expenditure are subtracted from the House's treasury.  If the 
expenditure is invalid the cost of the expenditure is nevertheless subtracted 
from the treasury. 

10.1.2. Expenditures will be executed in their numerical order.  If the treasury is 
insufficient to support all the expenditures (eg: an expected loan from another 
House didn't come through) the remaining treasury will be used anyway. 

10.2. Famine relief.  3 ducats.   

10.2.1. This order is given to end the effects of famine in a province.  The name of 
the province is noted. 

10.3. Pacify Rebellion.  12 ducats.   

10.3.1. This order is given to end the effects of a rebellion in a province. 

10.4. Bribes 

10.4.1. General 

10.4.1.1. Bribes are used to change the allegiance of military units. 

10.4.1.2. If several bribes are directed at the same unit during the same 
campaign, only the largest one is considered.  All smaller ones are ignored 
and wasted.  If there is a tie for the largest bribe, all bribes to that unit fail 
and are wasted. 

10.4.1.3. Bribes can be larger than the minimum costs listed in multiples of 
three ducats.  Larger bribes are common to offset suspected counter-
bribes.  The minimum cost for all bribes for garrisons in major cities (those 
with a number imprinted) are doubled. 

10.4.1.4. A House who orders a bribe to buy another unit may also submit 
orders for that unit in the same campaign. 

10.4.1.5. The size of the bribe must be large enough to carry out the specified 
bribe order.  Even if the amount of the bribe is large enough to carry out 
another, cheaper, bribe, if there are not enough ducats for the ordered 
bribe, it fails. 

10.4.2. Disband autonomous garrison.  6+3n ducats.  If successful the specified 
autonomous garrison is removed from play. 

10.4.3. Buy autonomous garrison.  9+3n ducats.  If successful the specified 
autonomous garrison will become one of your own units. 

10.4.4. Another House’s garrison to autonomous.  9+3n ducats.  If successful the 



specified garrison owned by another House will become autonomous.  

10.4.5. Disband another House’s garrison.  12+3n ducats.  If successful the specified 
garrison is removed from play. 

10.4.6. Disband army or fleet.  12+3n ducats.  If successful the specified unit is 
removed from play. 

10.4.7. Buy army or fleet.  18+3n ducats.  If successful the specified unit becomes 
one of your own.  An army remains an army and a fleet will remain a fleet. 

10.4.8. Conquered province to rebel.  9 ducats.  This order is given to start a rebellion 
in an enemy-controlled province that is not part of his home country.   

10.4.9. Home province to rebel.  15 ducats.  This order is given to start a rebellion in 
an enemy-controlled province that is part of his home country. 

10.5. Counter-bribe.  3n ducats.   

10.5.1. Used to nullify a suspected bribe attempt. The unit must be specified.  Any 
multiple of 3 ducats can be spent. 

10.5.2. If a unit has a bribe and a counter-bribe the number of the counter-bribe 
ducats is subtracted from the bribe ducats.  If the remaining number of bribe 
ducats are too few to carry out the ordered bribe, it fails. 

10.5.3. Counter-bribes are only effective against bribes, they cannot be used to 
against rebellions or assassination attempts. 

10.5.4. Counter-bribes can be ordered for another House's units or autonomous 
garrisons as well as for your own units. 

10.6. Rebellions 

10.6.1. If the province contains a fortified city or a fortress, the rebellion affects the 
city unless there is a garrison.  If there is a garrison, the rebellion only affects 
the province, even if the garrison leaves or is eliminated. 

10.6.2. Rebellions are directed at a particular House.  They will remain in the 
province and/or city until they are pacified, put down or liberated.  

10.6.3. Income cannot be collected from a province and/or city that is in rebellion, 
although income can be collected for a city within a rebelling province if the city 
is not in rebellion itself.  

10.6.4. A rebellion may be pacified using the pacify rebellion expenditure.  

10.6.5. A rebellion in a province may be put down by the controlling House by issuing 
a hold order for an army or fleet or garrison in the province.  

10.6.6. To put down a rebellion in a fortified city or fortress, the normal besiege 
sequence must be carried out.  

10.6.7. A rebellion may be liberated by a unit of another House moving into the 
province.  The rebellion is liberated immediately whether or not it is in a city.  
The rebellion is also liberated if another House buys a unit in the rebelling 



province.  

10.6.8. Any House other than the one to which the rebellion is directed gets an 
automatic support in moving into a rebelling province. If two other Houses 
attempt to move into a rebelling province at the same time, neither can take 
advantage of this support.  

10.7. Assassination 12n ducats.   

10.7.1. Every year, each Houses receives one 'assassination chit' (each chit allows 
an assassination attempt to be made on the House indicated on the chit).  For 
every province or city controlled by a House at the start of the Spring turn, 1 chit 
for the House will be added to a bag (so more powerful Houses are more likely 
to be the target of assassination attempts. Each House draws 1 chit from the 
bag, selected randomly. 

10.7.2. A House must have such a chit to attempt an assassination on another 
House.  Once an attempt is made, the corresponding chit is destroyed.  Chits 
can be traded amongst the Houses.   

10.7.3. When an assassination is attempted, a 1d6 die roll is made.  For every 12 
ducats paid in the attempt, the chances of the attempt being successful 
increase by one number.  36 is the maximum, yielding a 50% success rate.   

10.7.4. More than one assassination attempt may be made on the same House, but 
the effects are the same if one or both of them succeed: 

10.7.4.1. All the units of the victim of a successful assassination attempt are 
paralyzed for the campaign.  All orders are converted to hold orders 
although they may still be supported by other Houses' units.  The hold 
orders cannot be used to put down rebellions and all sieges that the House 
is attempting are broken. 

10.7.4.2. Any of the victim's garrisons that are under siege are immediately 
eliminated. 

10.7.4.3. Some number of the victim's controlled provinces will take advantage 
of the assassination to rebel.  Check for each province: 

Type of province   rebels on a die roll of 

A homeland province with a unit  1 

Homeland province with no unit  1-2 

Conquered province with unit  1-3 

Conquered province, no unit   1-5 

10.7.4.4. The assassinated House is not eliminated though there is a period of 
chaos due to the sudden shift in power at the top. 

11. Blessings and Magic  

11.1. Blessings 



Calling on a blessing from the gods requires a temple and a half hour ritual in the 
public ritual circle at the Grand Quest Event with a minimum number of summoners 
equal to the ducat cost. Each blessing costs 3 ducats plus 1 ducat per strength level 
above 1. Available blessings are: 

11.1.1. Shield: protects a designated province or city from one curse (blessing 
strength level must be greater than or equal to curse to be effective) 

11.1.2. Bounty: counters natural famine in a province (1 province per strength level) 

11.1.3. Cleanse: counters natural plague in a province (1 province per strength level) 

11.1.4. Fair weather: counters Ice (blessing strength level must be greater than or 
equal to Ice strength level to be effective) 

11.1.5. Calm: calms a Storm (blessing strength level must be greater than or equal to 
Storm strength level to be effective) 

11.2. Equinox magic (requires a wizards tower) 

11.2.1. Casting equinox magic requires a wizard’s tower and a half hour ritual in the 
public ritual circle at the Grand Quest Event with a minimum number of 
wizards/witches equal to the ducat cost. Available equinox magic is: 

11.2.2. Curse (curse strength level must be greater than shield blessing, if any, to be 
effective): 

11.2.2.1. Famine: causes famine in the target province 

11.2.2.2. Plague: causes plague in the target province 

11.2.3. Ice: freezes one sea area for one season allowing an army to move across it 
as if it were a land province and prevents passage by fleets (any fleet present 
must retreat or if unable to do so is destroyed) (Ice strength level must be 
greater than or equal to Fair weather blessing, if any, to be effective) 

11.2.4. Storm: creates a storm in a sea area and prevents any movement across the 
sea area for one season (any fleet present is destroyed) (Storm strength level 
must be greater than or equal to Calm blessing, if any, to be effective). 

 

Note: Sagas is based on Machiavelli, a board game by Hasbro.  Sagas uses the 
above variant of Machiavelli to govern geo-game conflict.   


