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I'he Quar
It seems the Quar have always been at war. When the first wandering
clans of insect gatherers built their low, mud-walled buildings, it was as
much to keep out other Quar as the wild animals. As they first learned to
make tools to get food, they quickly learned to make weapons to defend
themselves. The mud walls quickly became fortified citadels, and then
city-states. In five thousand years of civilization, the only constants of
their culture have been the changing of the seasons, the month of storms,
and the threat of war.

The Quar are the inhabitants of a rugged, mountainous, and storm-
wracked world called Alwyd. Their planet is warm, like ours, and shares
many of the same characteristics. One notable difference, however, is
Cythwyn - the Month of Storms. Every third year, at the end of the calendar,
all of Alwyd is tormented by the worst storms imaginable. Sandstorms drop
sand thousands of miles from the nearest desert. Snow falls in the tropics.
Black blizzards scour croplands down to bedrock. It is a terrible time, but the
quar are used to terrible things, for to be a quar is to be resilient.

Quar are just like you and me - perfectly normal creatures, bereft of
magic or supernatural powers or other-worldly technologies. They do
eat bugs, though, and lots of them, which is why they have long, agile
snouts and even longer tongues. Most quar, when they’re not fighting each
other over slights real or imagined, are farmers, or tradequar, or merchants.
Mostly they live simple, happy lives. Mostly.

In their native tongue, ‘Alwyd” means ‘home’, and to a quar, nothing is
more important. The patch of dirt, the tiny hovel full of kits and kin - these
are the things most quar gladly devote their lives to. Most quar. But there are
other quar - ambitious, striving quar - for which a mere warm bed and full
belly are not enough. These are the ones that scheme, that connive, and their
machinations bring whole nations and kingdoms into conflict. Constant
conflict, brutal conflict, for the history of Alwyd is written in blood.
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THE RULES
OF CONFLICT

~N N
Core Concepts
Experience allows the rhyflers of the Long War to move around the
battlefield making use of every shred of cover and every momentary
distraction of the enemy. Though it is tough to shoot an enemy, it’s
easy to make him duck - and sometimes making him duck is enough.
Good tactics, keeping your options open while denying the enemy
theirs, will let you achieve your objectives.

Rhyfler’s Attributes

Rhyflers have seven attributes that define how they function in play:
Skill, Might, Toughness, Movement, Equipment, Special Abilities,
and Point Value.

Skill (Sk) — The rhyfler’s ability to carry out standard actions, which
include combat. To make a Skill check 3d6 are rolled; a result less
than or equal to the rhyfler’s Skill is a success. Higher Skill makes a
better rhyfler.

Toughness (T) — A rhyfler’s resilience to melee attacks, explosions,
and the like.

Might (Mt) — The amount of damage a rhyfler deals in melee combat. The
dice indicated are used to determine the effect of a successful melee attack.

Movement Allowance (MA) — The number of inches a rhyfler can
move with a standard move action.

Equipment — The weapons and equipment the rhyfler carries
onto the battlefield. Most weapons have their own profile
detailing their attributes.

Special Abilities — Additional Skills and actions specific rhyflers may
perform. Some require a Skill check, while others are always in effect.

Point Value - This is a numerical value approximating the rhyfler’s
worth on the battlefield relative to other rhyflers. This value is used
to build Patrols of equivalent strength.

The number in parentheses following the point value indicates
how many of these rhyflers a commander may gather for every 300
points spent on his Patrol.
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Weapon Attributes

Ranged and melee weapons have their own attributes that define
how they function in play.

Snapshot (Sn) - Bulkier weapons are more difficult to bring quickly
to bear on a target of opportunity. This number is subtracted from
Skill when the rhyfler takes an Opportunity Fire or a Reaction shot.

Range Band (R) — A weapon’s range band determines it effectiveness
over distance. For every full range band between the attacker and his
target a -1 modifier is applied to the Skill Check to hit.

Special Abilities — Additional abilities and actions specific rhyflers may
perform when using the weapon.

Rhyfler Status

Various states are used to describe a rhyfler’s readiness, or Status,
on the battlefield. These are Ready, Engaged, Overwatch, Prone,
Gobsmacked and Out of Action.

Ready — This is the normal status of a rhyfler, ready for action.

Engaged - If a rhyfler is in base-to-base contact with an enemy
rhyfler he is Engaged.

Overwatch — During the opposing commander’s turn a rhyfler on
Overwatch may perform an immediate Ranged Attack or Area Fire
Combat Action against an enemy rhyfler performing an action within
his line of sight.

Gobsmacked - A nearby explosion, a misfiring weapon, a clumsy dive
for cover, and the butt of an enemy’s rifle top the long list of things
that can discomfit a rhyfler in the midst of combat, destroying the
concentration required to stay alive on the battlefield. Whatever the
cause, a Gobsmacked rhyfler receives a marker and retains it until

he spends an action to pull himself together and get rid of it. In the
meantime the only actions he can take are going Prone, moving ¥ MA
into cover, and recovering himself.

When a rhyfler becomes Gobsmacked from a ranged attack they
will become Prone as well. They lose Ready or Overwatch status.

Prone — All rhyflers know keeping low to the ground makes all the
difference. A rhyfler may go prone at the end of any move, or may go
prone as a result of enemy fire. Melee attacks at prone rhyflers have
+2 bonus to hit. Ranged attacks at prone rhyflers have a -2 penalty

to hit (not cumulative with terrain), though if the rhyfler is prone
behind cover (with respect to the shooter) there is no LOS and he
can’t be attacked.
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A Prone rhyfler can move at %2 MA, or they can rise and move
normally, giving up 1” of movement. They can also spend an action to
give up prone position before firing or taking some other action. A Prone
rhyfler can also make ranged attacks normally, though not over any cover.

Prone status will co-exist with one of Ready, Engaged,
Overwatch, or Gobsmacked.

Out Of Action (OOA) - The rhyfler has received a serious injury and
may even be killed. The figure is replaced with a marker - this area
is Difficult terrain. Another rhyfler can tend to the injured rhyfler,
ascertain his status and maybe get him off the board, see Tend
Wounded under Actions.

Die Rolls

Uncertain outcomes are decided by dice. Six-sided dice (d6) are
used for all rolls. The notation “3d6” means that three dice are rolled
and the results added together. The notation “Xd+Y” means that

X dice are rolled, summed, and then Y is added to the result. Thus
“1d6+2” means that you roll one die and add 2 to the result, yielding
a number from 3 to 8, and 2d-1 means you roll two dice, add them
together, and subtract 1, yielding a result from 1 to 11.

Skill Check

When a rhyfler attempts to perform certain actions on the battlefield
a Skill Check is used to determine his success. Three Six-sided dice
(3d6) are rolled and compared to a target number equal to his Skill
plus or minus any modifiers. If the result is equal to or under this
target number, the rhyfler has succeeded. A result above the target
number is a failure. Extreme low and high results on the check
often have additional effects reflected in a table associated with the
particular Skill check. Modifiers to Skill checks, such as the Medic
Special Ability, are applied to the Target Number, not the die roll

Pluck

Pluck is an in-game resource used to perform special actions and
occasionally bend the rules. Examples of using Pluck include but are
not limited to:
Increase a rhyfler’s Skill by one to change a failure to a success.
Increase a rhyfler’s Might roll by one to change the result of the
damage inflicted.
Using a point of Pluck to move a rhyfler up to 1” without
spending an action

Making a charge attack.
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The listed examples are “Official” rule modifications that do not need
to be discussed with your opponent. Our intent with Pluck is using it as a
resource to do things outside the rules that would add to the narrative or
overall enjoyment of the game at your Opponent’s discretion.

Each commander begins the game with five Pluck. Commanders also
gain Pluck when one of the following situations occurs.

Putting an enemy OOA :+1 Pluck
Tend Wounded Roll of 1 or 2: +1 Pluck
Rhyfler performs a Steady action: +1 Pluck

Leader performs a Regroup action: +3-5 Pluck

Measuring

Commanders can measure any distance at any time. For ranged
weapons the distance between two rhyflers is the distance between
their bases. For purposes of movement commanders should measure
from the forward base edge of the starting position to the farthest
base edge of the final position.

Line of Sight

In order to declare an attack action against an enemy rhyfler, the firer
must have a line of sight to his target. The line of sight can be checked
by drawing a straight line from the firer to the target. If the line goes
through a solid object that would fully obscure the target the attack
cannot be made. Partially obscured targets may benefit from the effects
of cover, the level dependent on the type of intervening terrain.

Terrain

Armies fight where they can, while small groups fight where they
must, and more often than not that happens in congested, uneven
places. After setting up the terrain for the Skirmish, but before placing
any rhyflers, commanders should agree on the categorization of each
piece of terrain, and how it affects the rhyflers.

Clear — Including open fields, plains, and streets, clear terrain does
not hinder a rhyﬂer’s movement, nor does it provide him with cover
from ranged weapons.

Difficult — Examples include thick brush, shallow water, and other
minor obstacles. When a rhyfler is in difficult terrain his movement
allowance is halved. Difficult terrain may or may not count as cover.
Impassable — Large walls, buildings, deep water, and wide gaps are
examples of impassable terrain. These terrain features may not be
crossed by rhyflers without special equipment.
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Activation Deck
Terminology
Deck - The set of Activation Cards used to play the game.

Turn - One run through an entire Activation Deck. When the deck
is exhausted, reshuffle the cards and start another Turn, alternating
which commander goes first.

Round - When your opponent has pulled a card from the Activation
Deck it is your Round to Activate rhyflers.

Activation- When a rhyfler is performing an Action. Some Actions
require the use of multiple Activations to accomplish.

The Activation Deck is used to determine how may Actions a commander
has at his disposal during a Round. The Deck is composed of three cards
numbered 3, four cards numbered 4, and three cards numbered 5. Using
this Deck a commander knows he will always have at least three Actions
at his disposal, with the potential of one or two more.

At the beginning of each Turn the Deck is shuffled, then one card
is removed and placed faced down on the battlefield. Commanders
alternate drawing cards to determine how many Actions their
opponents may perform during the Round. On drawing the card
the drawing commander does not tell their opponent, the active
commander, what number is on the card. The active commander
performs three Actions and then asks, “Do I have a fourth Action?”
Similarly, the active commander will not know if he has a fifth Action
until having completed his fourth Action. Once he is done with his
Round the card is shown and discarded, then the commander who just
finished his Round draws a card for his opponent in the same way.

Random OQutcome Tables

The battlefield is a chaotic, random space in which both the gritty
and whimsical appear. Fate will sometimes make its presence know
with a chart that uses two dice rolled together, with the two numbers
determining a specific event on the battlefield.

Roll Outcome  Notation
Each die resultsina 6 Very Positive 6/6
Either results in a 6, the other in a 2-5 Positive 6/-
One results in a 6, the otherina 1 Both bad and good 6/1
Neither die resultsinalora6 Neutral -/-
Either results in a 1, the other in a 2-5 Negative 1/-
Each die resultsina 1 Very negative 1/1

A RHYFLER'S POCKET-BOOK
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Gathering Forces
Before the battle, commanders choose from his available rhyflers
to form a Patrol. The group mustered will be composed of rhyflers
whose combined point value is equal to or less than a total decided
upon by the commanders. For beginning or quick battles 200 to

300 points is ideal, while 400 to 500 points works for experienced
commanders or longer battles.

Force Restrictions

Some types of rhyflers are rare in the world, numbering in handfuls

rather than legions. The number of these rhyflers allowed to fight in

a Skirmish is restricted by their Force Allowance. This is noted in the
rhyfler’s profile.

The Battlefield
The battlefield should either be a 2ft by 2ft board or, for larger games,
a 3ft by 3ft board.

Deployment

A commander’s initial placement of his rhyflers often spells the
difference between victory and defeat. When starting a battle both
commanders agree on who will place his rhyflers first.

The commander chosen to deploy first places his entire army
on the field within a designated starting area. His opponent then
deploys his rhyflers. After both forces have been deployed, the
commander who placed his rhyflers first begins the battle as the
active commander.

Activation

The active commander may assign up to two Actions to any rhyfler,
only one of which may be used to perform a Combat Action. The
commander does not have to indicate in advance which rhyflers will
receive how many actions—they may see the result of each Action
before deciding on the next. A rhyfler’s two Actions do not need to be
performed consecutively. When the deck is exhausted, reshuffle the
cards and start another turn.

The two Action per rhyfler limit is only in effect during the
current Round. The limit does not carry over from one Round to
another. If a commander wishes he may have the same rhyfler
perform Actions several times over the course of multiple Rounds,
but never more that two during an individual Round.
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Actions

The Actions a rhyfler may perform are broken down into four
categories; Movement, Combat, Leadership, and Recovery. They
are listed by name, followed by the number of actions required to
perform the action.

Movement Actions

Move (1) - A ready rhyfler may move up to its movement allowance
in any direction. This movement may bring a rhyfler into base-to-base
contact with an enemy rhyfler, changing his status to Engaged.

Sprint (1) - A ready rhyfler may move up to double his movement
allowance. This movement cannot take the rhyfler within two inches
of an enemy rhyfler; if it does the opponent may make an immediate
free melee attack against the sprinting rhyfler. This action cannot

be used to bring a rhyfler into base-to-base contact with an enemy
rhyfler. A Sprint action can not be combined with a second movement
action or a Charge.

Jumping (varies) - As part of his movement a rhyfler may jump

to a lower position with a difference of up to 1” in height without
penalty. A rhyfler may jump down a large distance (between 1” and
2” in height) if he uses an entire action, but no other movement is
allowed. Jumping down a large distance as part of a normal move
also requires making a Skill check. Failing the Skill check means the
rhyfler lands Gobsmacked. Jumping down more than 2” in height
requires two actions and a Skill check at -1 per each additional inch
with the same consequences for failure.

A rhyfler may perform a jump of up to 1” in height or up to 2”
horizontally as part of a sprint move, halving the total distance of the
move. To leap higher or farther the rhyfler must make a Skill Check
at a penalty of -1 per extra inch. If he fails he becomes Gobsmacked at
the point where the jump is declared.

Disengage (1) - An Engaged rhyfler may make a Skill check to move
away from an enemy with which he is in base-to-base contact. If it
succeeds, the rhyfler may move up to its movement allowance away
from its opponent. If it fails the enemy rhyfler gets an immediate free
attack. If the disengaging rhyfler survives this free attack he may then
move away from his opponent.

Multiple opponents make disengaging difficult. The rhyfler’s
Skill check is at -1 for each additional enemy beyond the first.
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Combat Actions

Ranged Attack (1) - A Ready rhyfler shoots at an enemy rhyfler within
his line of sight and not Engaged with a rhyfler friendly to the shooter.

If the target is not Gobsmacked the target’s commander
immediately declares whether the target will be Diving for Cover or
taking a Reaction shot. Gobsmacked rhyflers will not react to fire. The
action is chosen before the attack is resolved, but takes place after the
attack is resolved.

The attacker then makes a Skill check with the following modifiers:

-1 if the target chooses to make a Reaction Shotr

-4 if the target Dives for Cover

-1 for each full range band between shooter and target

-1 if the target has light covet, such as light smoke or light brush

-2 if the target has cover, such as ¥ behind object, heavy brush,
intervening figures, or target is Prone

-3 if the target has heavy covet, such as purpose-made fortifications,
loopholes, trenches or if LOS crosses a Smoke marker

+2 for a fully automatic weapon firing at a single target

The results of the Skill check are compared to the following:

-If the attacker rolls a 3 the target is Out of Action and the
attacker can take a free one point action.

-If the attacker rolls a 4 or less the target is Out of Action
regardless of the number needed.

-If the attacker succeeds at the Skill check the target is Out of Action.

-If the attacker fails the Skill check but rolls less than 13 and
the target chose Dive for Cover the attacker will move the target to
cover and the target is Gobsmacked.

-If the attacker rolls 13 or more and the target chose to Dive for
Cover the target’s commander will move the rhyfler to cover.

-If the attacker rolls a 17 or more the attacker is Gobsmacked.
-If the attacker rolls an 18 or more the attacker is Out of Action.

Reaction Shot — Reaction Shots are conducted as normal Ranged
Attacks and apply the Snapshot penalty of the Weapon. The target of
a Reaction shot must be the original attacker, and said attacker may
not perform a Reaction Shot in response.
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Dive for Cover — If there is cover from the attacker within the target’s
MA the commander moving the rhyfler moves the him to the cover

of their choice, and marks the rhyfler as prone if necessary to take
advantage of the cover.. If there is no cover within the rhyfler’s MA the
moving commander moves the rhyfler up to 1” in any direction and
marks them prone.

If this move passes through Difficult terrain the rhyfler must
make a Skill roll at the point they enter that terrain; they continue
the movement if they succeed but if they fail they fall Prone and
Gobsmacked at that point.

Supporting Fire (1 Pluck) — When a rhyfler fires at an enemy target,
friendly rhyflers within 4” that have line of sight to the target may
spend a point of Pluck to fire in support. For each supporting rhyfler
the firer gains +2 to his Skill check. Supporting rhyflers may not
perform another combat action until their commander’s next card.

Aimed Shot (2) - A ready rhyfler armed with a ranged weapon may
spend two actions to perform a ranged attack without incurring
penalties from the distance to the target. If the commander does not
have two actions available the attack fails.

Overwatch (1) — A ready rhyfler may spend an action to enter
Overwatch status. This lasts until the rhyfler performs another
action, either during his opponent’s turn or his own.

Opportunity Fire (1 Pluck) — A Ready rhyfler may spend 1 Pluck to
make a Ranged Attack against an enemy rhyfler who takes a non-
combat action in his LOS and within 3 range bands. A rhyfler fired
upon may choose to reply with a Reaction shot, Diving For Cover or
continuing their action after the shot is resolved. In any case the Skill
check subtracts the Snapshot penalty for the weapon, in addition

to other modifiers, eg -1 for not diving, -4 for Diving For Cover. If a
Reaction Shot is chosen he must target the rhyfler shooting at him, and
that rhyfler cannot Dive for Cover.

Out of Action

A thyfler Out of Action may be stunned, wounded, or KIA. They will
not take any further actions in this scenario. Their exact condition is not
determined until another rhyfler in base contact spends an action to
check on them. They can then be evacuated by either side if necessary
for the scenario. Otherwise their condition is determined at the end of
the scenario if necessary. In the meantime they serve as an obstacle.
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Area Fire (1) - A rhyfler with an automatic weapon may attack several
figures in a group. All figures must be within a 4” diameter circle. The
Skill roll necessary is -1 per figure in the target group. Light cover does
not apply, but if any figure has better cover assume all figures have
the best cover. Targets will decide to Dive for Cover, return fire, or
move independently, and then a roll is made for each figure with the
appropriate modifier for their response.

Throw Grenade (2) - Rhyflers typically carry smoke and
fragmentation grenades, though their quality varies widely, or
wildly. When a rhyfler throws a grenade his commander indicates a
location (for a smoke grenade) or a target rhyfler (for a fragmentation
grenade) within 10”, rolls two dice, and checks the appropriate chart.

Smoke Grenade

Roll Outcome

6/6 Place a smoke marker at the designated location, and a second smoke marker 1”
away.

6/- Place a smoke marker at the designated location.

6/1 Place a smoke marker at the designated location, and the opposing commander places
a second smoke marker up to 2” away.

- Opposing commander places a smoke marker up to 3” away from the designated
location.

1/- Grenade bounces and produces little smoke.

1/1 Place a smoke marker immediately in front of the thrower.

A smoke marker should be the same size as a rhyfler’s base. Ranged
attacks tracing LOS through a smoke marker have a -3 penalty to
Skill. Ranged attacks tracing LOS within 1” of a smoke marker have a
-1 penalty to Skill.

All smoke markers are removed when the Activation Deck
is reshuffled.

Fragmentation Grenade

Roll Outcome

6/6 Target suffers a 3d6 Might attack, rhyflers within 3” suffer a 2d6 Might attack

6/- Target suffers a 2d6 Might attack, rhyflers within 2” suffer a 2d6 Might attack
6/1 Target suffers a 2d6+1 Might attack, thrower is Gobsmacked

-/- Target suffers a 1d6 Might attack.

1/- Grenade bounces away and is harmless

1/1 Thrower suffers a 2d6 Might attack
* Follow the rules for a Might Attack under the Melee Action

Either type of grenade may be thrown blind, at a target or location
the thrower cannot see. Smoke grenades can be placed normally this
way, but a rhyfler can only throw a fragmentation grenade if he could
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reasonably know a target is there, having seen enemies moving to that
location or hearing them fire from that location, etc. In this case the
grenade throw rolls *three* dice and the opposing commander chooses
two of these dice to compare to the chart.

Melee Attack (1) - The rhyfler declares an attack against an engaged
enemy, performing a Skill check to see if the attack succeeds. The
attacker’s Skill is modified by their bonus with their melee weapon
(if any), and for certain conditions listed below. If the result is equal
to or below the rhyfler’s modified Skill the opponent is hit.

+1 per additional friendly rhyfler Engaged with Target.
+2 Target is Prone or Gobsmacked
-2 Target is behind a barricade

Regardless of the number needed to hit, certain extreme results on
the dice always have an added effect as shown in the following table:

3 — Always a hit and the Might roll is tripled.

4,5 — Always a hit and the Might roll is doubled.

16 — Always a miss and the target gets a free attack.

17 - Always a miss and the target gets an automatic hit.

18 — Always a miss and the target gets an automatic hit with
the Might roll doubled.

If the Skill roll is successful the attacker rolls their might and the
result is compared to the target’s Toughness:

If Might roll is equal to Toughness the attacker can push the
target 1”7 in any direction.

If the Might roll is greater than Toughness the target is
Gobsmacked.

If Might roll is at least double Toughness but not triple it the
target is Out Of Action.

If Might roll is at least three times Toughness the target is Killed.

If a Gobsmacked target is Gobsmacked again by a melee attack
they are out of action.
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Charge (1 Action, 1 Pluck) — A ready rhyfler may spend one point of
Pluck to perform a charge maneuver. The rhyfler moves at least his
full and up to double his movement allowance to engage an enemy
rhyfler. If the rhyfler ends the move in base-to-base contact with an
enemy, he may immediately perform a free melee attack action.

Only the target of the Charge may perform an Opportunity Fire
against this rhyfler. Overwatch actions may occur as normal.

Powerful Blow (2) — An engaged rhyfler may spend two actions
to land a more powerful blow against an Engaged opponent. The
attack is at a +1 bonus to both Skill and Might for the attack. If the
commander does not have two actions available the attack fails.

Leadership Actions

Group Movement (2) — A ready rhyfler with the Leader ability may spend
two actions to allow himself and a number of ready friendly rhyflers to
make a normal move or sprint move. This counts as one activation for

both the leader and any friendly rhyflers moved. If the commander does
not have two actions available the movement is canceled.

Regroup (Whole card) — Before using any actions on a new card a
commander may have a rhyfler with the Leader ability perform a
Regroup action. His opponent reveals the current card and the active
commander gains Pluck equal to the card’s value.

Recovery Actions
Steady (1) — A ready rhyfler may spend an action to add a point of
Pluck to his commander’s pool.

Recover (1) - Remove a Gobsmacked marker from a rhyfler. The
rhyfler may also stand up and lose Prone status as part of the same
action, but they do not have to.

Tend Wounded (1) - A rhyfler may move 1” to get into base to base
contact with an Out Of Action rhyfler who has not yet been checked
to see the extent of their wounds by rolling a die:

1 & 2- The rhyfler had his bell rung but a good shake helps him
pull himself together. He returns to the fight and starts prone.

3 - The rhyfler is ambulatory but can no longer fight. He can only
take movement actions, and only towards his rear area.

4 - The rhyfler is alive and bandaged, but can’t move on his own. He
can be carried off by his comrades during the battle or will fall into the
hands of whoever controls the battle at the end of the fight.

5 & 6 - The rhyfler is KIA.
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Special Abilities

Automatic

Automatic weapons may perform the Area Fire action.

Cavalry

A rhyfler with this ability may perform a combat action as part of
anormal move. The attack may be performed at any point during
the rhyfler’s movement. Ranged attacks performed with this ability
are at an additional -2 to the Skill Check, but Melee attacks grant the
attacker the Wallop ability.

Communications

This rhyfler’s equipment brings him a constant stream of
information about the battle, allowing him to keep his commander
updated. After his opponent draws his activation card, his
commander may spend a point of Pluck to reveal its value.

Dead-eye (X)

This rhyfler is extraordinarily skilled with his ranged weapon and
may aim for a particular spot on the target. When a rhyfler with this
ability performs an Aimed Shot they also increase their skill by X.

Hardened

Some rhyflers are used to the chaos of the battlefield, shrugging off
effects that would paralyze those with less training. A Hardened
rhyfler may automatically ignore the need to go Prone when hit by
ranged fire.

A hardened rhyfler is not Gobsmacked when he dives for cover.

Hero

Veterans of many battles, Heroes are difficult to put at a disadvantage.
Heroes have the Hardened and Veteran abilities.

A commander’s Patrol may only include one Hero for every 100
points gathered, with a maximum of four allowed.
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Infiltrate

A rhyfler with this ability may start the Skirmish off the battlefield.
When his commander chooses to bring this rhyfler on the field he
designates a point anywhere on the battlefield, no closer than 4” to an
enemy rhyfler. He then spends a Action, and rolls on the Infiltrate table.

Infiltrate

Roll Outcome

Psst! Behind you! - Place the rhyfler anywhere on the battlefield, including Engaged

6/6 with an enemy rhyfler. This is considered a free action and does not expend a Action
from the current Card.
Where did he come from?!? — Place the rhyfler anywhere within 4” of the designated

6/- o - .
point, including Engaged with an enemy rhyfler.

6/1 Stepped on a branch! — Place the rhyfler at the designated point. This is a free action
and does not expend a Action from the current Card.

-/- Sneaky bugger! — Place the rhyfler at the designated point.

1/- Wait, where am I? — Opponent places rhyfler within 4” of the designated point,
including Engaged with an enemy rhyfler of his choice.

1/1 Should have turned left at... - Opponent places the rhyfler anywhere on the
battlefield, including Engaged with an enemy rhyfler of his choice.

Killing Strike

This rhyfler is extraordinarily skilled with his melee weapon and
may aim for a weak spot on his opponent. A rhyfler with this ability
may reduce his effective Skill for an attack by two, allowing him to
increase his Might by two.

Leader (X/Y)

Leaders allow a commander to better control his troops through their
abilities to activate multiple rhyflers at once. A rhyfler with this ability
may perform a Leadership action with a number of rhyflers equal to his
Leadership value (X) and within his Leadership range (Y), in inches.

Leap (X)

When jumping during a movement action, this rhyfler multiplies
the distance allowed, both horizontally and vertically, by their
Leap value. This allows the rhyfler to ignore certain barricades and
obstacles, as well as enemy rhyflers.

Loader

This weapon works more efficiently with assistance from an additional
rhyfler. If the firing rhyfler is in base contact with another friendly
rhyfler, increase the roll needed to pass any Skill Check by +1.
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Medic (X)

Trained to patch up minor wounds and get rhyflers back on
the battlefield, Medics can do a better job of Tend Wounded by
subtracting their level to their skill for the Tend Wounded roll.

Parry

Armed with advanced training in hand-to-hand combat, this
rhyfler, when Gobsmacked by a melee attack, may attempt a Skill
check to avoid the change in Status.

Pathfinder

This rhyfler is extremely adept at surprising his opponents. The
rhyfler has the Infiltrate ability, and when rolling on the Infiltrate
table, this he rolls three dice and chooses which two to apply.

Ranged/Melee (X)

Rhyflers receive extensive training in the weapons they are issued,
allowing them to add this value to the target number when
performing the listed combat action.

Resilient

Tougher than his companions, a Resilient rhyfler can do a Tend
Wounded action on himself.

Shotgun

Originally hunting weapons, Shotguns have found favor in the
trenches. These weapons fire a group of small projectiles that cover
an area, but lose effectiveness over range. Within the first range band
the shotgun affects only the target, but with +1 to Skill. In the second
range band it affects the target and an additional rhyfler of the firer’s
choice within 1” of the primary target. In the third range band it
affects the target and an additional two rhyflers of the firer’s choice
within 2” of the primary target. Shotguns may not fire beyond three
range bands.

Skirmisher

At home in the wilderness, these rhyflers are trained to make better
use of terrain. Skirmishers do not suffer movement penalties from
difficult terrain, and increase modifiers from cover by 1—clear terrain
grants a -1, light cover increases to -2, etc—to a maximum penalty of -3.
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Slow Reload

These complex weapons require the spending of an action to reload
after a ranged attack. If the commander elects not to immediately
reload the weapon the rhyfler must be marked as carrying an
unloaded weapon.

Sniper Scope

Equipped with telescopic sights, these weapons only apply range
penalties up close. A weapon with a Sniper Scope suffers a -2 penalty
within its first range band, and a -1 within its second. The third range
band for the weapon is at no penalty, and further penalties are then
calculated from that point, thus the fourth range band is at a -1.

Standard

Any rhyfler within 2” of his side’s standard bearer can add 1 to their
Skill for all purposes.

If a standard bearer is Gobsmacked he will cling to his
standard whatever the situation (that’s why they were chosen,
after all). If he is Killed the standard falls to the ground and may
be picked up by any adjacent rhyfler who spends an action. A
rhyfler who picks up his own side’s standard gains the Standard
Special Ability. If an enemy rhyfler picks up the standard, the side
losing the standard gives 3 Pluck (or all they have) to the side
gaining the standard. If the original side regains their standard
they take back 3 Pluck (or all that remains).

Veteran

Trained to shrug off battlefield conditions that leave other rhyflers
subdued, a successful recovery does not count as one of a Veteran
rhyfler’s two allowed actions.

Wallop

A rhyfler with this ability has trained in the art of melee weapons,
or he is naturally very strong, allowing him to attack with great
might. A rhyfler with the Wallop ability may perform a powerful
blow attack by spending a point of Pluck instead of the second
action normally required.
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The Maer Braech Offensive
With the death of Alykinder, father of the Crusade, in 1780 the
Crusader alliance quickly began to fracture. With central command
in disarray and with many nations in open rebellion the Crusade
effectively split in two. In the west Campryg (Marshal) Loeck
declared himself leader of the western nations while in the east at the
main Crusader HQ in Tok a civil war had broken out to determine
leadership. The entire continent was at war.

Throughout 1780 and 1781 Loeck, headquartered in Maer Braech,
attempted to build a new coalition and allied himself with the
nations of Easky and Western Arnyara.

Tensions along the Coftyr/ Maer Braech border had been
building for many years before Alykinder’s death and Loeck’s
rise. With their Western Arnyaran allies the Crusaders of Maer
Braech attacked up and down the Coftyran border in early 1782.
The Coftyran’s primary defense along their border was The Wall. A
structure hundreds of miles long bristling with guns and defenders,
that had protected Coftyr for centuries. In the early 1770s the
Crusaders had defeated The Wall and driven deep into Coftyr
before supply issues, as the Crusader war effort grew too large and
unwieldy, forced them to retreat back into Maer Braech in 1775.

In the opening weeks of the invasion the fighting was intense.
Both sides had learned many hard fought lessons during the conflict
from half a dozen years before and employed them to great effect.

The Gyrn Gate was one of many key objectives along the border
on the morning of the invasion and there continued to be fierce
fighting during the following weeks around the gate as the Crusader
5th Tokish division supported by tractor squadrons attempted to
breach The Wall. The Gyrn Gate and the adjacent sections of The Wall
were primarily defended by the Coftyran 20th Gate division and
elements of the local militias.




The Coftyr - Maer Braech Border 12th of Dael, Morning, 1782
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THE CRUSADE
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The Crusader Army is legendary for its military success, much of
which is due to its high degree of standardization. Alykinder’s
reformation of the Tokish army in 1750 modernized the Crusader
Army in every aspect, from tactics and fundamental strategies, to
logistical operations and equipment. Though the Crusader Army
includes rhyflers of many nations, they all follow the Crusader plan.

Infantry use squad- and section-level tactics under the direction
of a skillful and veteran corps of Yawdryls and Milwers. Leadership
by the NCO is a hallmark of the Crusader light infantry. These
squads use the long-range and powerful Ryshi heavy rifle to fix
targets at long distance, and then close to use the semi-automatic
Bogen combat rifle in the assault. Portable machine guns are often
detached to individual sections, giving commanders a valuable
support weapon at the ready. The light infantry also make extensive
use of mortars, and every Crusader NCO is expected to know how
to direct his company’s mortar fire. A Crusader infantry section is to
be aggressive on the attack, bypassing enemy strong-points where
possible in order to advance the line of battle.

Rhyflers who show courage in combat or exceptional promise
may be transferred into the Guard Catrawds. These battle-
hardened veterans form the vanguard of any Crusader offensive,
and the Guard Catrawd is the fundamental building block of the
Crusader brigade. An ordinary line Catrawd may consist of militia
or conscripts of uncertain courage and untested mettle. A Guard
Catrawd, by contrast, is a thoroughly motivated and hard-fighting
body of rhyflers. The Guard is further augmented with dedicated
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armor and artillery assets to create a truly daunting force. The deeds
of the Crusader Guard are legendary.

Though the skill and number of its rhyflers are justifiably
famous, much of the success of the Crusade Army has come
from its tight organization. Tables of Standards, the powerful
Commissariat Branch, and a heavy emphasis on logistics—the
clock- work-like operation of the Crusader Army is a result of these
mundane operations. For every Quar who serves on the line, there
are five Quar who work in supply. But many Quar, including some
Crusaders, look at the machine-like operation of the Crusader Army
and wonder what it portends for the future of civilization.

In recent years, some of the polish has worn off of the Crusader
Army’s reputation. The Crusade has been underway for a decade,
and the depleted ranks of the Army have been filled with raw and
uncertain recruits, many of them from recently conquered territories.
Though the Crusaders are generally victorious in combat, they find
these victories increasingly difficult to achieve, and losses of veteran
units to injury or retirement are felt ever more keenly. Rebellions are
springing up in captured territories, leading many to wonder if the
Iron Regime’s grip is perhaps not as strong as it might seem.

Crusade Mt Ma  Toughness Equipment Special Abilities = Points
Rhyfler 12 | 1d6+2 5 4 Bogen 25
Rhyfler 12 | 2d6-1 5 4 Ryshi 28
LMGRhyfler | 12 | 1d6+2 | 5 4 H-11a 35(1)
Sharpshooter 13 | 1d6+2 5 4 Bogen Dead-eye (2) 35(2)
Milwer 12 | 1d6+2 5 4 Bogen Leader (2/3) 28(1)
Yawdryl 13 | 1d6+2 5 4 Bogen Leader (3/4) 30(1)
is-Caerten 12 | 1d6+2 5 4 Grifkis Leader (2/5) 30(1)

Weapon R Sn Abilities

Bogen 6 -2

Ryshi 8 3

H-11a 10 -3 Automatic, Loader

Grifkis Shotgun 4 -1 Shotgun
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Team One

Rhyfler - Ryshi  Rhyfler - Ryshi

The Crusader squad is comprised of ten quar and is commanded by a
yawdryl with a milwer as second-in-command.

The squad deploys in three elements of three quar each with
the yawdryl trailing the squad, or joining one of the elements as the
situation dictates. Each element includes two rhyflers with bogens
and a rhyfler armed with a ryshi heavy rifle. The squad’s first team
is lead by the milwer.

Crusader rhyflers constantly train in the methods of rapid assault,
allowing them to fire effectively as they advance with teams covering
each other as they move. On the defense the ryshi gunners provide
accurate fire at range while the less accurate bogens suppress targets.
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Standard Issue Crusader Uniform

The standard issue Crusader uniform has changed very little over
the years. The helmet and green jacket cut have remained constant
as has the Tokish pattern web gear. Variation in uniform is primarily
regional and by branch. Common modifications are short pants
and demi-boots in tropical and desert climates, cold weather gear
and kilts among the north-easterners.
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Bogen Rifle

The Bogen is a 12mm, gas-operated, rotating bolt, semi-automatic
rifle. The Bogen uses either a 5- or 10-round magazine and weighs
roughly 2.4 kg fully loaded. The standard round has a muzzle veloci-
ty of 580m /s and an effective range of 150-250 meters. The C-pattern
variant also comes standard with a bayonet lug.

The Bogen 12mm semi-automatic is the standard rifle of
Alykinder’s light infantry forces. The Bogen replaced the Gwelt
semi-auto after the Aacon factory complex was taken by Tok in the
first year of the Crusade. Alykinder targeted the Craesilian lowlands
early in his first campaign specifically to take the factory complex
there, both for its added production capacity and to gain control of
the many weapon systems produced there. Damage to the complex
during the three-month siege was light and full production was
restored just a few weeks after the culminating battle.

In service for decades the Bogen is generally regarded as the
most robust and sturdiest massed-produced rifle on Alwyd.

Ryshi (R4) Heavy Rifle

The Ryshi (R4) is a 20mm, spring-recoil, semi-automatic rifle. It
weighs 7.5 kg fully loaded and uses a seven-round magazine. The
standard round has a muzzle velocity of 720m/s and an effective
range of 500-600 meters. As the R4 requires a solid stance and firm
support (a squad-mate’s shoulder will do) for any kind of accuracy, it
is unwieldy to fire in close quarters and the prudent rhyfler therefore
almost always equips his bayonet when combat is imminent.

The R4 provides a lethal “punch” for light infantry squads and
most small-unit tactics are based around it. Light infantry squads
will typically be equipped with two or three R4s, while the rest of
the squad carries extra ammunition for them. The heavy round
is designed to penetrate everything from other quar right up to
medium armor. Its massive weight and recoil reduce accuracy, but
when a round hits home, it HITS.
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Grifkis Shotgun

The Grifkis shotgun is one of the most finely-crafted firearms on

the Continent. In an era of assembly lines and mass production, the
10 gauge, 6 kg, double-barreled shotgun is one of the few weapons
that is still almost completely hand-made. Of all the varied shotguns
that have been used throughout the Long War, it is among the most
sought after and desired.

The story goes that, long ago, Tokish is-Caertens (Ffos-ki) started
carrying small double-barrel shotguns as an affectation rather than a
tool. They were a status symbol, signifying the bearer as an up-and-
comer, and fit nicely with the swagger in a brand new Ffos-ki’s step. As
the years went on and the is-Caerten’s role on the battlefield changed,
the Grifkis became an integral part of a Ffos-ki’s kit. Now the shotguns
are handed down from father to son, or Caerten to is-Caerten. A
shotgun carried by a member of the officer corps often has a rich
legacy shadowed only by the officer’s own treasured family history.

&

H-11a Light Machinegun

One of the many reforms of the Crusader Army was the introduction
of the light machinegun into the infantry section. The H-11A was
originally designed by Lower Barroese engineers, but was quickly
adopted by the army of Tok prior to the formation of the Republic. Its
inclusion gives the Crusader infantry section a compact and powerful
support weapon, increasing its steady volume of fire without slowing
the rhyflers down. While the Crymuster consider the Cryfen a squad
defensive weapon, there is no question that the H-11A is an offensive
weapon in the Crusader armory.The original H-11 took an unusual
14mm round, but the H-11A version uses the same 12mm ammunition
as the Bogen to help ease logistical concerns. This versatile weapon

is often employed on vehicles as well, particularly where there is no
room or spare weight for the HMG.
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Though much smaller than the Crusader Army, the Coftyran
Crymuster should never be underestimated as a fighting force.
Steeped in rich martial tradition and dedicated to preserving
traditional Quar society, the Crymuster is more than willing to stand
and fight the Crusader juggernaut.

The rallying point of the Crymuster is the Great Wall, a
monumental fortification that extends along the border of Coftyr.
It is here new rhyflers are instructed. It is both a working defensive
system and a monument to Coftyr’s opposition to the Crusade. Not
even the vaunted Crusader Air Fleet has been able to bypass it, as the
fighters of the Royal Coftyran Flying Squadrons have turned them
back on every attempt. As the Crymuster is fighting a defensive war
with fewer resources than the Crusade it is a fundamentally more
cautious force. The GHQ will develop an operational plan, which
is then scheduled in minute detail before being distributed down
the ranks. Officers and rhyflers are expected to follow the main plan
and know the contingency plans by heart, and are not expected to
improvise upon the plan. Though this reduces flexibility, it does
prevent the Crymuster from being caught overextended on the
attack, or in a headlong panic on the withdrawal. This adherence to
a master plan also allows for large actions to be undertaken without
taxing lines of communication.
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The defensive and traditionalist nature of the Crymuster has
also dictated their choice of arms. The Crymuster Rhyfler wields the
Harlech Long Rifle. Accurate, powerful, and with an effective range
of 500m with its iron sights, the Harlech gives the Crymuster Rhyfler
a weapon that outdistances the Crusader’s Bogen by almost twice.
The Crymuster also makes extensive use of heavy machineguns in
depth defense, creating cunning ambushes for advancing enemies.
The tenth quar of every squad carries the Cryfen light machinegun,
which is used to provide covering fire when enemies get too close
to the squad. The squad then withdraws to prepared positions and
picks off their enemies again.

A Coftyran rhyfler can take pride in the manufacture of his
weapons, kit, and uniform. Where the Crusader uniform is sparse,
utilitarian, and mass-produced, the Coftyran uniform evokes an
earlier period. Leathers are still often hand-stitched, and the sternum
plate of the haversack proudly displays his unit. These are not
merely quaint anachronisms—Coftyr sees itself as the last bastion of
traditional civilization, and this quality and detail serve to remind the
Crymuster Rhyflers of the social bonds of the Quar.

Special

(:()fty ran Ma Toughness  Equipment Abilities Points
Rhyfler 12 | 2d6-1 5 4 Harlech 25
Rhyfler 12 | 1d6+2 5 4 Cryfen 32(1)
Sharpshooter 13 | 1d6+2 5 4 Harlech Dead-eye (2) 35(2)
Milwer 12 | 1d6+2 5 4 Harlech Leader (2/3) 28(1)
Yawdryl 12 | 1d6+2 5 4 Doru Leader (3/4) 33(1)
is-Caerten 12 2d6 5 4 Pistol, Sword Leader (2/5) 28(1)

Weapon R Sn Abilities

Harlech 8 -3

Cryfen 8 -3 Automatic, Loader

Doru 4 -1 Automatic

Pistol 4 -1

A RHYFLER'S POCKET-BOOK



Coftyran Squad

Yawdryl - Doru
Rhyfler Element

Rhyfler - Hardech Rhyfler - Harlech
Gun Element

Milwer - Harlech thﬂﬂ - Ciyhen Rhydler - Hirleeh

The Crymuster squad is comprised of ten quar and is commanded by a
yawdryl with a milwer as second-in-command.

When on the attack and under fire the squad will deploy in two
elements: a rhyfler element of six and a gun element of the light machine
gunner and his loader. The rhyfler element, lead by the yawdryl, will
maneuver against the enemy while the gun element, commanded by the
milwer, provides a base of fire to cover the advancing rhyflers.

On the defense Crymuster doctrine is based around the might of
a well-trained firing line, able to loose volley after volley into their
opponent’s ranks.
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Standard Issue Crymuster Uniform
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No.6 Combat Dress

The current Crymuster combat uniform is constructed of a blue
wool that is lightweight and comfortable in Coftyr’s varied
weather. In honor of the mir Myrvvn royal family uniform facings
and trim are yellow with red accents for the officer corp.

The chest plate carries the regimental signifier or official
number engraved on the front and the individual’s identifying
information engraved on the reverse.
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Harlech Long Rifle

The venerable Harlech Long Rifle is one of the longest-serving
military arms of the Crymuster, first tested in 1698 as the Royal
Coftyran Arsenal Four-Line Rifle it has undergone many revisions
in the near century since its inception. The Harlech uses a fixed five-
round clip rather than being magazine fed, because of this the rifle
is incapable of a high volume of fire as compared to more modern
weapons, but it makes up for this with its long range and accuracy.

Cryfen LMG

The evolution of the machine gun in the Crymuster has been as

an adjunct to the basic infantry rifle, resulting in a light weapon
intended to be used by a single rhyfler. Using the same ammunition
as the Harlech, the Cryfen (named for the foundry where the weapon
is produced) operates on a long-recoil action with a complicated
feed of a fabric belt of bullets fed from a hopper. The Cryfen has a
slow rate of fire, especially compared to the machine guns of the
Crusaders, but earlier models with higher rates of fire were prone
to jamming and fouling. This complicated weapon is delicate, and
requires careful maintenance and cleaning on the battlefield. It is
usually carried by a Milwer, or a veteran rhyfler who needs no
reminding of a rhyfler’s duty to keep his weapon ready for action.
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Doru SMG

One of the most surprising innovations in modern weaponry is the
brainchild of Caerten Doru of the Royal Coftyran Arsenal. Officially
the Special Purpose Submachine Gun, the weapon is more commonly
known by the name of its inventor. This SMG fires 7mm pistol
cartridges from an ingenious open bolt design that is both robust and
easy to construct. While SMGs are known in other armies, the Doru
is much more reliable. But the demand for this weapon far outpaces
the supply, as it is widely coveted by the daring trench raiders,
cavalry, artillerists, and ordinary rhyflers. At present, the Royal
Arsenal cannot manufacture the weapon to meet demand, limiting
its availability. Woes betide the rhyfler who would hoard or lose this
valuable weapon!
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SKIRMISHES

Every battle serves a purpose, and each commander has his own
objective for victory, some more important than others. Even when
all is lost, a good commander can steal victory from his opponent by
cleverly accomplishing minor objectives that will lead his enemy to
ruin over time.

Objectives
Objectives are broken down into four categories. Each objective is

worth a number of points used to determine which commander has
won the day.

Primary Objectives — 5 points

Determined by the Skirmish at hand, primary objectives are the
main goals of both commanders involved in the battle. The primary
objectives of both Patrols are listed in the Skirmish’s description.
Often at odds, it is rare that both commanders will succeed at
fulfilling their primary objectives.

Secondary Objectives — 2 points

In addition to the commander’s primary objectives there are usually
several targets of opportunity he can accomplish to help secure his
victory or lessen his defeat. Most Skirmishes will include secondary
objectives in their description. The following secondary objectives can
be claimed in any Skirmish. All secondary objectives are worth 2 points.

eIncapacitate the enemy commander.

eIncapacitate the entire enemy Patrol.

Minor Objectives — 1 point

Many events over the course of a battle may bring a commander
closer to victory. Each minor objective completed is worth 1 point.

eIncapacitate an enemy Hero.

eCapture an enemy Standard.
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Narrative Objectives — 1-2 points

During the course of a battle many amazing and incredible events
happen, as do numerous tragedies and humorous misdeeds. If over
the course of the battle an event occurs that stands out to both you
and your opponent as something special, give the originator of the
event a narrative objective. Narrative objectives of 1-2 points should
be awarded when a rhyfler performs some heroic deed or whimsical
misstep. Narrative objectives remind us that fate has a sense of humor
and a reverence for heroism.

Winning the Day

After the battle has ended, total the objectives of both Patrols. The
commander with the highest total is victorious.

Time-Limited Skirmishes

Some objectives must be

achieved as quickly as possible, Time Limits

and other times rhyflers must
hold on for as long as they can.

Skirmishes with time limits 100 or less 2

must be completed after a 200 3

certain number of Turns, based 300 4

on the size of the Patrols 400+ 5

involved.
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Meeting Engagement

Description

Two Patrols meet on the field of battle. Both seek a victory that only
one will achieve.

Deployment

The commanders must decide which of them deploys his rhyflers
first. The Patrol first to deploy starts the battle as active commander.

Each commander may deploy his rhyflers up to 8” in from his
side of the battlefield.

Pluck - Both commanders begin the battle with 5 Pluck.

Primary Objective

Last Rhyfler Standing — The commander with the most rhyflers left,
by point value, at the end of the battle gains 5 objective points.
Secondary Objective

Each commander must attempt to keep his opponent from gaining
ground on the field. For every rhyfler of his past the middle of the table
at the end of the battle a commander will gain 2 objective points.

Patrols

This Skirmish may be fought with Patrols of any size. A great starting
point for new commanders is 300 points, while an experienced
commander may prefer the challenge of a Patrol 400 to 500 points in size.
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Ambushed

Description

From out of nowhere the attackers came. The Patrol’s only hope is to
escape the ambush and bring word of their assailants to the bulk
of their forces.

Deployment

The defending commander deploys first, placing his rhyflers within
2” of the road in the middle of the battlefield. All his rhyflers must be
within 17 of another friendly rhyfler and may start Prone.

The attacking commander splits his Patrol into no more than four
groups, the contents of which do not need to be equal. The attacking
commander then deploys these groups of rhyflers at least 12” from
the defenders.

Pluck — The attacking commander begins the battle with 7 Pluck, the
defender begins with 5 Pluck.

Primary Objectives

Run Away! - The defender gains 5 objective points if more of his rhyflers
leave the battlefield than are claimed as casualties. Otherwise his
opponent gains the objective points. This is determined by point value.

Who Ambushed Whom? - Alternatively, the defending commander
may gain the 5 objective points by routing the attacking Patrol.
Secondary Objectives

Get Him Out of Here — The defending commander selects a rhyfler
from his Patrol as being particularly important. If this rhyfler is
safely escorted off the battlefield his commander will gain two
objective points. The rhyfler’s death brings two objective points to
the opposing commander.

Patrols
This Skirmish may be fought with Patrols of any point value.
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Defend!

Description

One Patrol in a defensive position must hold the line while keeping the
enemy from crossing the field. This Skirmish uses time limits.

Deployment

The defending commander deploys his rhyflers first, up to 8” in from
his edge of the battlefield. He may also deploy up to 18 linear inches
of obstacles to hamper his opponent’s progress.

Then the attacking commander deploys his rhyflers up to 8” in from
the opposite side of the battlefield. The attacker starts the battle as active
commander.

Pluck - Both commanders begin the battle with 5 Pluck.

Primary Objective

Hold the Line! — The defending commander must keep the attackers
from reaching his edge of the battlefield. If at the end of the battle
there are no attackers within 6” of the defender’s edge, he gains 5
objective points. If there two or more attacking rhyflers within the
6” zone, their commander gains the 5 objective points.

Secondary Objectives

They Shall Not Pass! — For each Ready attacking rhyfler that is not
past the attacker’s initial line of deployment at the end of the battle,
the defending commander gains 2 objective points.

Patrols

This Skirmish may be fought with Patrols of any point value. To
increase the difficulty of the Skirmish, for every 200 points the
defender gathers the attacker may bring 300.

40



Seize the Prize
Description

Two commanders vying for the same prize. One has it, but will he be
able to keep it? This Skirmish uses time limits.

Deployment

The attacking commander places his rhyflers first, anywhere on the
battlefield no more than 8” from an edge. The defending commander
then places his rhyflers within a designated area in the center of the
battlefield 12” in diameter. The defending commander designates
which rhyfler has the object both side want. The attacker begins the
battle as active commander.

The contested object is too large to be moved by a single rhyfler.
Two rhyflers may move it but at half Movement Allowance. For
each additional rhyfler beyond the first two, the group may add an
additional inch to their Movement Allowance.

Pluck — Both commanders begin the battle with 5 Pluck.

Primary Objectives

Get the Thing! — The two commanders are fighting for possession of the
object. Whichever commander has the prize at the end of the battle gains
5 objective points.

Patrols

This Skirmish may be fought with Patrols of any size. A great starting
point for new commanders is 300 points, while an experienced
commander may prefer the challenge of a Patrol 400 to 500 points in size.
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TALES

A series of Skirmishes can be linked together as a Tale, allowing
commanders to fight connected battles in which the outcome of
one influences the rest. The warring commanders agree upon the
number of Skirmishes the Tale will include. The commanders
then decide which Skirmishes will be played and in what order.

Each commander then builds a Force, a 600 to 1000 point pool of
rhyflers, from which Patrols will be drawn. This Force will be used
throughout the Tale, gaining experience and tactical advantages, as
well as losing rhyflers to injury and death.

While building his Force each commander selects rhyflers to
represent its Leader and his Retinue, known as Characters. These
characters will earn experience points (xp), which can be spent to
increase their abilities or gain advantages for the entire Patrol during
upcoming Skirmishes.

Once the Forces are gathered the commanders decide on
the first Skirmish to be fought. They each gather Patrols to the
agreed point total and fight the battle. At the end of the Skirmish
both commanders total the experience points their characters has
collected. These are spent either on Character Advances (profile
increases for these rhyflers) or Patrol Advantages (small bonuses that
will affect the next battle).

After both commanders have finished adjusting their Patrols, the
next Skirmish in the Tale is fought. This process repeats until the Tale
is finished and one commander is declared victorious.

Characters

The characters consists of one leader to represent the commander

on the battlefield and one rhyfler for every 100 points in the Force.
The actions of these characters are tracked throughout a Skirmish,

recording when they Incapacitate opposing rhyflers, or seize a
secondary objective.
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Gathering Experience

During a Skirmish each
commander will track the
deeds of his characters.
Record every opposing
thyfler one of your characters
Incapacitates. At the

end of the Skirmish the
commanders will also gain
experience points due to
the outcome of the battle
and if they completed any
secondary objectives.

Using Experience
Points

Between Skirmishes,
experience points are spent
either to advance the profile

hl - n oq ~
Gathering Experience

Characters

Incapacit'ate an enemy worth equal or 25xp
fewer points than character.

Incapacitate an enemy worth more points 50xp
than character.

If enemy is a Veteran. 25xp*
If enemy is a character. 25xp*
Character completes a secondary objective 25xp

End of Skirmish

Won the battle. 25xp
Lost the battle. 10xp
For each completed a secondary objective 10xp

* In addition to Reward for Incapacitation

of a character, or to purchase tactical advantages for the next conflict.
Character Advances last the remainder of the Tale, while Patrol
Advantages are expended when used, and may be purchased again.
A commander may choose to purchase multiple Patrol Advantages,
including the same advantage multiple times.

Each option lists a point cost, plus any restrictions. Experience
points may be held over from one Skirmish to the next, but may only

be spent in between battles.

Character
Advances

Patrol
Advantages

i=1

Boost character’s Skill +1
(maximum +2)

Re-roll any die roll

100xp during the course of 25xp

the next Skirmish

Boost character’s

Auto-recover at end of

Toughness +1 250xp battle from KIA 50xp
(maximum +1)

Gain the Veteran or 150x Additional point of 10x
Hardened Special Ability P Pluck P
Gain the Hero 150xp Additional Action to be 05
Special Ability + Veteran spent during a Card P
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Recovering Out of Action Rhyflers

After the Skirmish all Gobsmacked rhyflers recover automatically.
Out of Action rhyflers must roll on the following table or their
commander must spend 50xp to return them to action.

Out of Action Recovery

Roll Outcome

I'm invincible! - Full Recovery. In addition rhyfler may increase any

6/6 attribute by 1, not to exceed maximum. The rhyfler becomes a character.
Well, I won't make that mistake again! — The rhyfler recovers. If rhyfler is a

6/-
character he gathers +25xp.

6/1 Yow, that hurts! Rhyfler recovers, but has sustained a major injury. Rhyfler
suffers a -1 to his Skill and Might attribute.

-/- | No, really, I'm fine — Rhyfler recovers.

1/- He shall fight no more! — The rhyfler is dead.

1/1 He was the best of us! — The rhyfler is dead and the remaining rhyflers are

-1 Skill in their next Skirmish.

Tale Victory
At the end of the Tale, The commander that won the most Skirmishes

is the victor. Commanders should use their total Objective Points to
decide a tie.
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REFERENCE

Smoke Grenade

Roll Outcome

6/6 Place a smoke marker at the designated location, and a second smoke marker 1”
away.

6/- Place a smoke marker at the designated location.

6/1 Place a smoke marker at the designated location, and the opposing commander places
a second smoke marker up to 2” away.

- Opposing commander places a smoke marker up to 3” away from the designated
location.

1/- Grenade bounces and produces little smoke.

1/1 Place a smoke marker immediately in front of the thrower.

A smoke marker should be the same size as a rhyfler’s base. Ranged
attacks tracing LOS through a smoke marker have a -3 penalty to Skill.
Ranged attacks tracing LOS within 1” of a smoke marker have a -1
penalty to Skill.

All smoke markers are removed when the Activation Deck is reshuffled.

Fragmentation Grenade

Outcome

6/6 Target suffers a 3d6 Might attack, rhyflers within 3” suffer a 2d6 Might attack

6/- Target suffers a 2d6 Might attack, rhyflers within 2” suffer a 2d6 Might attack
6/1 Target suffers a 2d6+1 Might attack, thrower is Gobsmacked

-/- Target suffers a 1d6 Might attack.

1/- Grenade bounces away and is harmless

1/1 Thrower suffers a 2d6 Might attack

* Follow the rules for a Might Attack under the Melee Action

Either type of grenade may be thrown blind, at a target or location

the thrower cannot see. Smoke grenades can be placed normally this
way, but a rhyfler can only throw a fragmentation grenade if he could
reasonably know a target is there, having seen enemies moving to that
location or hearing them fire from that location, etc. In this case the
grenade throw rolls *three* dice and the opposing commander chooses
two of these dice to compare to the chart.



Ranged Combat Procedure

Ranged Attack (1) — A Ready rhyfler shoots at an enemy rhyfler within his
line of sight and not Engaged with a rhyfler friendly to the shooter.

If the target is not Gobsmacked the target’s commander immediately
declares whether the target will be Diving for Cover or taking a Reaction
Shot. Gobsmacked rhyflers will not react to fire. The action is chosen
before the attack is resolved, but takes place after the attack is resolved.

The attacker then makes a Skill check with the following modifiers:

-1 if the target chooses an action other than Dive For Cover

-4 if the target Dives for Cover

-1 for each full range band between shooter and target

-1 if the target has light covet, such as light smoke or light brush

-2 if the target has cover, such as % behind an object, heavy brush,
intervening figures, or target is Prone

-3 if the target has heavy cover, such as purpose-made fortifications,
loopholes, trenches or a Smoke Marker

+2 for a fully automatic weapon firing at a single target

The results of the Skill check are compared to the following:

-If the attacker rolls a 3 the target is Out of Action and the attacker
can take a free one point action.

-If the attacker rolls a 4 or less the target is Out of Action regardless
of the number needed.

-If the attacker succeeds at the Skill check the target is out of action.

-If the attacker fails the Skill check but rolls less than 13 and the
target chose Dive for Cover the attacker will move the target to cover
and the target is Gobsmacked.

-If the attacker rolls 13 or more and the target chose to Dive for
Cover the target’s commander will move the rhyfler to cover.

-If the attacker rolls an 17 or more the attacker is Gobsmacked.

-If the attacker rolls an 18 or more the attacker is out of action.



Melee Combat Procedure

Melee Attack (1) — The rhyfler declares an attack against an engaged
enemy, performing a Skill check to see if the attack succeeds. The
attacker’s Skill is modified by their bonus with their melee weapon (if
any), and for certain conditions listed below. If the result is equal to or
below the rhyfler’s modified Skill the opponent is hit.

+1 per additional friendly rhyfler Engaged with Target.
+2 Target is Prone or Gobsmacked

-2 Target is behind a barricade

Regardless of the number needed to hit, certain extreme results on the
dice always have an added effect as shown in the following table:

3 — Always a hit and the Might roll is tripled.

4,5 — Always a hit and the Might roll is doubled.

16 — Always a miss and the target gets a free attack.

17 - Always a miss and the target gets an automatic hit.

18 — Always a miss and the target gets an automatic hit with the
Might roll doubled.

If the Skill roll is successful the attacker rolls their might and the result is
compared to the target’s Toughness:

If Might roll is equal to Toughness the attacker can push the target
1”7 in any direction.

If the Might roll is greater than Toughness the target is Gobsmacked.

If Might roll is at least double Toughness but not triple it the target
is Out Of Action.

If Might roll is at least three times Toughness the target is Killed.

If a Gobsmacked target is Gobsmacked again by a melee attack they
are out of action.



Profiles

Crusaders

Crusade Ma  Toughness Equipment Special Abilities Points
Rhyfler 12 | 1d6+2 5 4 Bogen 25
Rhyfler 12 | 2d6-1 5 4 Ryshi 28
LMG Rhyfler | 12 | 1d6+2 | 5 4 H-11a 35(1)
Sharpshooter 13 | 1d6+2 5 4 Bogen Dead-eye (2) 35(2)
Milwer 12 | 1d6+2 5 4 Bogen Leader (2/3) 28(1)
Yawdryl 13 | 1d6+2 5 4 Bogen Leader (3/4) 30(1)
is-Caerten 12 | 1d6+2 5 4 Grifkis Leader (2/5) 30(1)

Weapon R Sn Abilities

Bogen 6 -2

Ryshi 8 %

H-11a 10 -3 Automatic, Loader

Grifkis Shotgun 4 -1 Shotgun

Coftyrans
- Special

C()ftyran Sk Ma Toughness  Equipment Abilities Points
Rhyfler 12 | 2d6-1 5 4 Harlech 25
Rhyfler 12 | 1d6+2 5 4 Cryfen 32(1)
Sharpshooter 13 | 1d6+2 5 4 Harlech Dead-eye (2) 35(2)
Milwer 12 | 1d6+2 5 4 Harlech Leader (2/3) 28(1)
Yawdryl 12 | 1d6+2 5 4 Doru Leader (3/4) 33(1)
is-Caerten 12 2d6 5 4 Pistol, Sword Leader (2/5) 28(1)

Weapon R Sn Abilities

Harlech 8 -3

Cryfen 8 -3 Automatic, Loader

Doru 4 -1 Automatic

Pistol 4 -1




