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come to SAGA: Revenants 1. The Necromancer has an Armour of 6 against Shoc
A: Revenants is a new Faction for the SAGA game and 5 in Melee. MR AR,
2m. It is for use with the main rules in the SAGA Dark 2. The Necromancer generates three SAGA dice s
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4. Necromancers have power over their minions within L.
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restrictions (see below).
5. Necromancers can use Dread Tokens to absorb
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have a four dice Shooting attack with a range of L,
representing all kind of foul magics at their disposal.
i 7. Necromancers are evil, craven, treacherous and
ern Europe of our period and is a catch-all term despicable sorcerers who certainly DO NOT abide by the
ible ghosts or animated corpses returned from the rules of common decency and the laws of honourable
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' for the faction so, with a little , We Obey and Side By Side Warlord special rules.
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Movement of S toward,s-ihe
ey are turned into units by Battle Beard may not take them into Me

away from any enemy unit.
i 'ed in conjunction with the Gates of HeM
e Board ability to raise a unit of twelve Revenants.
placing the Grave Pit marker with ﬁgurés all The Revenant Battle Board.
ants must be placed in the area preonsf_Jy occupied ;
Grave Pit marker. Any excess figure: -

as the first Activation of the turn for this unit. If the 5 » 1ce eir performance. You can never
it marker was in contact with an enemy unit, thist. ~ have a pool of more than six Dread Tokens at any 0

...'-',_-af." o Dread Tokens, they may not choose Dread Tokens if you .,“"
* venant Special Rules currently have six in your pool. ]
¥, “hey Walk: Some of the Battle Board abilities are for use by units of ,ﬁ-',"..

: 1 Revenants, being dead, can never be Exhausted. Revenants only and not the Necromancer. It's obvious e
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SAGA: Revenants
i From an original grimoire by Dan Porter, translated by Lord S.

- SAGA system written & owned by Alex Buchel (Studio Tomahawk) -

2 Of the Necromancer, i
venants that is out
e at the start of thei

Dan Porter wishes to thank:
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The Leicester Phat Cats Gaming Club ;

Lord S wishes to thank Alex & Studio Tomahawk,
Dan Porter, Mike Hobbs, Dan Wi

' ey,can be activated in an order decided by the
Smar cer If thIS Movernent brmgs them mto Melee SAGA: Revenants is Copyright Gripping Beast Ltd:




