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£ ? 4 \.. Age Skirmishes or SAGA The Crescent & The Cross
& ~?ulebooks Please note that this faction is not part of the
R }‘ ma'tn SAGA canon and as such is not for tournament play.
,.; o <tis ‘designed to give you something different and fun to
S play between friends or at friendly club meetings. We hope
you enjoy it!
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3 Thls faction has its basis in the myths, legends, sagas
l;" and .superstitions of the Early Middle Ages and gives
Ak form to a.belief in the supernatural, in particular the art of
-_;1 '} lecromancy, that in our more ‘enlightened’ times we might
RN c:ﬂffantas'ucal But not so to the Early Middle Age mind.
P t\“l’,he term Revenant would have been widely known across
.&‘1 ' Western Europe of our period and is a catch-all term
?_5‘ vr5|ble ghosts or animated corpses returned from the
vgr'éve.to 1errpr|ze the living. The word “revenant” is derived
S Jrom t.t;le Latm rever}:rsns “returning” (the French verb
oo revemr‘ means “to come back”). We have deliberately not
445 wntten ‘much: by way of! uff* for the faction so, with a little
N 2Y reseqch you can adap;\’i
3 P. _wofthe Darj(Age or Crusades factlons For example, the
Fo of Seidr sorcery features many examples o
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\Aielcome to SAGA Revenants 1. The Necromancer has an Armour of 6 agamst Shootmg * g
SAGA Revenants is a new Faction for the SAGA game and 5 in Melee. Ror . Slosa :
system 1t is for use with the main rules in the SAGA Dark 2. The Necromancer generates three SAGA dice _ 1 LN

3. The Necromancer can spend Dread Tokens to roll
additional SAGA dice (one per Dread Token) up to the
maximum number of dice allowed (eight). e
4. Necromancers have power over their minions within L. - "

This is known as the Necromancer’s Control Zone. Umts’ ,,t.q
of Revenants outside this range are subject to certain - i, gL
restrictions (see below). l“;ﬁ;@ﬁ
5. Necromancers can use Dread Tokens to absorb "= i
wounds ' R < gt
6. Necromancers only generate two dice in Melee but &' =3
have a four dice Shooting attack with a range of L, 4.", _-.} .v}‘--'
representing all kind of foul magics at their disposal. % *
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7. Necromancers are evil, craven, treacherous and 4
despicable sorcerers who certainly DO NOT abide by the -
rules of common decency and the laws of honourable
combat. They are not bound by the Warlord’s Pride special -
rule.

8. The Necromancer has the Resilience, Determination,

We Obey and Side By Side Warlord special rules.
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The Revenant Battle Board. -

performance. You can never
have a pool of more than six Dread Tokens at any oneli ;
m::gﬁucm_q generate and spend more than | :
six during te that when your opponent needs m(w.m
stween either allowing an effect, or giving you h

UEmMJM",m:w. they may not choose Dread Tokens if you
currently have six in your pool. A

Some of the Battle Board abilities are for use by units of
Revenants only and not the Necromancer. It's obvious
which ones they are (they usually involve adding models,
and it's bad enough you're a Necromancer SO don't e
worse by trying to use these abilities on your Warlord!.

SAGA: Revenants 55 i
‘From an original grimoire by Dan Porter, translated by Lord S.

ant models sculpted by Bob Naismith. Painted by Darren Lini
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