
Tales of the Breach

Steven A. Bellin



Steven A. Bellin
Missions /Rules Development/Background

Josh Qualtieri
Original Rules Development/Digital Art/Setting

Anthony Brown
Original Rules Development/Layout

Sequoia Blankenship 
Illustration and Art Development

Original Flying Lead Rules Design • Rich Jones and Andrea Sfiligoi

Editing • Pete McKenna, Andrew R. Schub

Additional Art • Heiko Drengenberg, Noah Bradley, Stacy Drum, JD Kendall, 
Erin Smith, Phillip Shaw, David Weinman, Tobin Tse

Miniatures Sculptor • Aaron Brown
Playtesters • Andrew R. Schub, Jason Levy, Peter Vaughan, Colin Fish

ISBN 9780615632551

© 2012 ZombieSmith • An All Dogs Heaven Rumble Production 



Tales of the Breach	 5
Creatures of Story and Song	 6

Stories and Songs	 9
War is Our Nature	 11
Welcome to War	 12
A Good Day Gone Bad	 14
Mhudd Rules of Play	 16
Dawn of Heroes	 19
Cleaning Up the Mess	 20
Pinned Down	 22
Ride of the Patriot	 24
Sand Trap	 26
You’re in Charge, Kit	 28
Operation Bastard’s Tale	 31

Destiny’s Bastard		 32
Special Delivery		  34
Incident at P’jarhm	 36
Bastard’s Destiny		 38

Operation Long Barrel	 40
Clear the Path		  41
Swordstealer		  42

Blood on the Wall	 45
The Last Day of Storms	 46
Drowning Out the Thunder	 48
This Is Mine Now	 50
Operation Getaway	 52

Layover		  56
Surveillance		  58
Kitnapping		  60
Aerocraft Down		  62
Hunt in the Woods	 64

Operation Hatchling	 66
Atop the Wall		  68
Dark Sky		  70
Target of Opportunity	 72
Hatchling		  74

Operation Inside Job	 77
Masquerade		  78
Back Stab		  80

Operation Namhaid	 83
The Portal		  84
Blackout		  86
Mharu an-Dhail		  88

Operation Porth Gh’ata	 90
Midnight Mischief	 92
Evacuation		  94
Retaliation		  96

Rules Reference	 98
Designer’s Notes	 102

Table of Contents



THE WEEK IN GREEN

LIFE IN UNIFORM
When asked about the new 
Entertain the Troops program, 
one Rhyfler commented: “Opera? 
I hate opera music. All that 
crashing and booming sounds 
too much like the battlefield. 
I prefer pub music. It’s better 
for drinking to.”

NO MHUDD IN THE DESERT
FORT GYYF – AELWYF 23 –
Crusaders stationed in the 
eastern Rhwyd desert have 
started receiving odd gifts 
from home: crates of mhudd 
gourds! It seems that rhyflers 
complained when they discovered 
the desert soil is too dry for 
the common gourds to grow. 
After all, rhyflers, what’s a 
lad to do with his spare time?

KEEP YOUR SOCKS ON
AGGOR FRONT – GETTLYN 22 - 
Winter supplies will be issued 
on Gettlyn 18. Rhyflers are 
reminded that their extra socks 
are not to be used for barter.

NEW GENERAL ORDERS
#634.3i: The use of PykPyk
messenger squirrels for entertainment 
or amusement is strictly forbidden. 
Use of squirrels in gambling is 
a Class B offense. (3.11.72)

#817.41m: Medical Officers
authority now includes nutritional 
care. Force-feedings are authorized. 
(3.9.72)

MEDICAL CORPS UPDATE
Engine degreaser is not for 
consumption.



Tales of the Breach

Musings on the re-creation 
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Creatures of Story and Song
There is a Sleveen folk saying that goes, There are songs we hear, and there are songs we sing.

In Tok they say, Sometimes we dance to the music, sometimes we play.
In an address to a class of graduating officers, Sune Alykinder Rhynn Venk 

said, “There are tales we hear, and there are tales we tell. Accomplish glorious deeds and tell 
your own tales. Let all the world hear them!”

Throughout Alwyd there are countless metaphors with the same meaning: If 
you heard about it, you didn’t live it.

That simple truth leads to another, if you lived it, you must tell it, for shared 
experience bonds us all. There is no truth more universal to being Quar. 

We are creatures of story and song.
That is why, in this modern age of transistorized data processing and turbine 

aerocraft, we still share the stories of our ancestors, still tell them as if they were our 
own. Sharing a tale is as close as we can get to living it ourselves. This explains the 
appeal of games like This Quar’s War and Songs of Our Ancestors. We wish to experience 
the tales of centuries past, make our own stories of them, and share those stories.

So take these stories of our ancestors, make them your own, and share them.
For, as they put it in Fidwog, Rydym yn greaduriaid o scéal a chân.
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Tales of the Breach is a mission supplement for 
This Quar’s War and Song of Our Ancestors. 
Copies of those rules are necessary to play. 
Missions in this book also refer extensively to the 
Of Spats and Pedrails rules expansion. Using this 
book in conjunction with those rules adds over 
thirty exciting new missions for players to experience, 
including special rules and new characters that 
players can use in their own missions.

Operations are a new addition in this book. 
They encompass multiple missions re-creating 
military endeavors longer than a single battle or 
skirmish. Each mission in an operation affects the 
others, and as they are played through, a story 
unfolds. Any mission within an operation may be 
played separately as a stand-alone game.

The operations and missions in this book 
concentrate on the year 1772, the pivotal and 
tumultuous eleventh year of the Crusade. Events 
throughout Alwyd are retold in Stories and Songs, 
while Blood on the Wall re-creates events that led to 
the famous breach of the Coftyran Wall.

Players will also find a few missions set 
earlier in the crusade, because some stories just 
have to be told.



THE WEEK IN GREEN

LIFE IN UNIFORM

Rhyfler Kob Rhuge Alyn filed 
an Official Complaint with 375 
Lancers HQ stating that Kryst 
Sandstalkers refuse to recognize 
the traditional tea-time cease 
fire. In recognition of his concern 
for tea-time traditions, Rhyfler 
Alyn was re-assigned to steward 
duty in the Officer’s Mess.

COMMUNICATIONS UPDATE

Communications Branch declares 
that over-cranking the magneto 
on the wireless radio to light 
your cigar may cause damage to 
the equipment.

SUPPLY CORPS UPDATE

Rhyflers should not use their 
helmet as a dinner platter – they may 
need it for protection. Likewise, the 
bayonet, while a useful tool, is not 
intended for use as an eating utensil, 
especially while attached to a rifle.

THE MOST DECORATED UNIT IN 
THE CRUSADE

HQ, TOK CITY – HYNAFAED 8 – 
All twelve members of 345 Armored 
D, Squad B, were awarded the 
Tokish Star (posthumous) for 
recent actions in the area of 
Blith. This is the third unit 
decoration received by 354D-B. 
Added to the astounding 41 
individual decorations the 
squad has tallied up, this makes 
345D-B the most decorated unit 
in the history of the crusade. 
The only squad member never to 
receive a medal was the mascot; 
its career is currently under 
review.

GENERAL INFANTRY UPDATE

It is inadvisable to throw 
grenades at strafing aerocraft. 
Most of the time they come back down.



Stories and Songs

Bloody Tales Set Throughout 
Alykinder’s Crusade



THE WEEK IN GREEN

LIFE IN UNIFORM

Rhyfler Tyd Daensyn of 1148 
Light Infantry writes: “RFC Ym 
Cerdyn was my best mate. We lost 
him to enemy fire on Dyffday. We 
used to call out our kills to 
each other during action, but 
the enemy used our shouting to 
locate Ym’s position when they 
killed him. I don’t want no 
more Crusaders dying because of 
esprit de corps. Keep your head 
down. Live to drink another day. 
Battle is not a game.”

TRACTOR CORPS UPDATE

HQ advises that damage to 
a tractor’s turret has been 
proven to adversely affect 
gun targeting. Commanders are 
advised to use barrel-sighting 
if their turrets have been hit.

UNSANITARY CONDITIONS

BY-SETTIN FRONT – DAEL 9 –
Disaster was narrowly averted in 
the camp of 651 Lancers late Taekday 
night. Fidwog Miners tunneled under 
the camp, subverting entrenchments, 
to emerge under cover of midnight in 
the middle of the base. Guards would 
have been completely surprised but 
for the screams of the Miners, who 
had accidentally come up under the 
latrines. The tunnel has been sealed, 
and troops of the 651st have taken 
to shouting toilet jokes across no-
quar’s land. You tell ‘em, lads!

CITATIONS REVOKED

GYRN – GETTLYN 4 – Members of 
684 Toulmore Marines B recently 
awarded the Golden Heart had those 
medals revoked this morning. It was 
discovered that the rhyflers received 
the wounds which earned their medals 
from rounds fired into the air during 
a birthday party.
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War Is Our Nature
We’ve all heard uncles and fathers tell stories of how they fought in the Tyranny Wars.

Historical journals tell us that the fighting in Rhandahak Valley was the bloodiest 
ever known. Deacons tell parables about soldiers, milkmaids tell stories of cousins at 
the front, and fishermen tell tales of naval encounters. Our books and ballads are tales 
of conflict.

The global situation in 1772 was hardly different from the way it is now, the 
way things have always been. While Fidwog chewed up Crusaders like grubloaf, the 
Rhwyd Desert gulped them down whole. The Elghmore Valley drank the blood of 
Crusader and Royalist alike as the partisan resistance gained momentum. Creevin 
staggered; Sleveen bled; the Lower Barro burned. Toulmore roared and Coftyr 
screamed. These brief tales of war are disturbingly familiar.

Every story ever told by quar contains some element of war. As sure as stories 
and songs form our identity, war is our nature.

Stories and Songs contains missions and operations scattered across Alwyd, recounting 
events that were historically eclipsed by the renewed assault on Coftyr. The Crusade 
raged everywhere on Alwyd, and every front had an effect on the others. Here are the 
stories that readers of the epics have missed.
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Welcome to War
SOA, Crusaders v. Coftyrans

From the moment he stepped off the transport, Mylf was 
amazed by the fortifications.

He’d crawled through trenches in basic training, 
but he never expected to be stationed in a trench works so 
vast it stretched to the horizon, with trenches wide enough 
for tractors, deep enough to be shadow dark.

Distracted by the scene and deafened by artillery, 
Mylf was unaware of the charging enemy until it was near 
too late.

He was grabbed and spun around by a Milwer 
he’d never seen before. “Oi, you lump!” shouted Milwer 
Tumis,”This ain’t no fun fair! Quit yer gawpin’ and 
unsling your rifle – Ancestors only know how many kitties 
I seen come through here, an’ I’m tired of steppin’ over yer 
corpses. There are three lessons a quar needs to learn in this 
war, and your first lesson starts right now – form up and 
face the enemy!”

No amount of training prepares a rhyfler for the reality 
of war. Training only helps a rhyfler stay alive long 
enough to learn real survival skills. Teaching those 
skills is a key part of the non-com’s duty to keep his 
quar alive. Yawdryls and Milwers must constantly 
gauge the proficiency of their units and rhyflers and 
guide them in the techniques of survival. Survival itself 
is equal to success in war: It allows for experience, and 
experience is advantage. A simple truth is that veterans 
are not heroes, they are merely survivors. But in war, 
the survivors are the victors.

Day One: Learning
Veteran Crusaders have penetrated the fortifications – 
Can our fresh recruits handle them?

Milwer Tumis’ Lesson Number One teaches 
the basics of gauging the enemy.

Deployment
The Crusaders deploy first at one of the trench 
entrances, within M of the board edge. The Coftyrans 
set up anywhere on the board, at least 1 L away from 
the enemy; their is-Caerten must set up under cover. 
The Crusaders take the first turn.
Crusader Forces
Veteran Yawdryl, 4 Veteran Rhyflers with Bogen, 
2 Veteran Rhyflers with Ryshi
Coftyran Forces
Is-Caerten, Yawdryl, 6 Rhyflers with Harlech, 
2 Rhyflers with Cryfen

Day Two: Experience
Command has shifted defenses to anticipate the 
enemy. This time our lads are ready for them!

Milwer Tumis’ Lesson Number Two teaches 
the tactics of heavy weapons and explosives.

Deployment
The Coftyrans deploy their MG first, in one of the 4 
highest corners or on the bridge. Crusaders deploy 
their forces next, anywhere within L of the farthest 
board edge. The Coftyrans then deploy their remain-
ing forces, anywhere at least L away from the enemy. 
The Coftyrans take the first turn.
Crusader Forces
Yawdryl, Sapper, 5 Rhyflers with Bogen & 1 grenade, 
2 Rhyflers with Ryshi
Coftyran Forces
M3-b HMG Team, Yawdryl, 3 Rhyflers with Cryfen
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Day Three: Understanding
Now our lads are taking it to them. Under cover of 
night, with artillery support, we’ll pay them back 
with interest!

Milwer Tumis’ Lesson Number Three teaches that 
no soldier survives more than three days in the trenches.

Deployment
The Crusaders deploy first, within L of one end of the 
board. The Coftyrans then deploy within S of the op-
posite end. Randomly determine who takes the first 
turn.

Special Rules
Darkness – Causes Poor Visibility.
Heavy Metal Rain – There is a constant artillery 
barrage during this battle. After every attacking 
(Coftyran) player’s turn, the players each roll a die. 
The winner places an artillery marker on the board. 
The artillery marker is treated as a grenade with CV 
5, and the attacking player rolls three dice against Q 4 
for scatter.

Crusader Forces
500 points

Coftyran Forces
500 points
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A traditional holiday sporting event descends into 
violence.
The fighting was light this summer around Ghourk, and 
the elders of the town decided to invite the nearby RCEF 
garrison to join in the harvest festival. In spite of the 
artillery thunder echoing across the wide valley, spirits 
were high around the serving-boards and dance floors, and 
Coftyran and Creevish alike were kinsmen that day...
...Or at least they were until the Mhudd match.

Objectives
Both sides simply want to beat the tar out of each 
other.

The game begins with a bit of sport, but will 
quickly turn into a bloodbath. Even the crowd will get 
involved. See Mhudd Rules below.

Deployment
Use a small open board (2’x 2’ is intended). Place 
markers on diagonally opposite corners to represent 
goal hoops. The area within 1 L of a player’s goal 
hoop is their goal zone. The two sides of the board to 
the right of a player’s goal hoop is their sideline.

Players roll a die to determine the composition 
of their 5-quar team.

Team models are deployed according to 
Mhudd Rules, ready to begin the game.

Each player deploys 3 Spectators equally 
spaced along their sideline, outside, touching the edge.

The Referee is placed in the dead center of the 
board. (Use a Partisan figure for the Referee.)

A Good Day Gone Bad
SOA, Partisans v. Coftyrans

Team Composition Table
Coftyran Players Partisan Players

1 Rhyfler Militia Rhyfler
2 Rhyfler Partisan Rhyfler
3 Rhyfler Partisan Rhyfler
4 Veteran Rhyfler Partisan Kit (max. 1)
5 Yawdryl Partisan Yawdryl

6 Unit carrying a concealed weapon: Roll again for unit type 
(ignore 6’s) and give that unit a knife or sap. (roll a die: odd = knife)
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Special Rules
Learn the Game – The rules for Mhudd can be found 
following this mission.
It All Went Well at First – Players start the game 
playing a regulation Mhudd match. (See Mhudd Rules 
below) After play has changed hands four times, a d6 
is rolled every time play passes. The first two times, if 
it comes up 5 or 6, violence erupts. Thereafter, 4, 5, or 
6 will trigger violence.
It’s Only A Game – Just because a riot broke out, 
doesn’t mean the game is over. Any gourds still in 
play once violence erupts can still score goals. Each 
goal is worth 1 victory point.
The Referee – Q3, C2, Leader-Yawdryl. Once violence 
erupts, the Referee joins the Partisan side and is 
played normally. (See Mhudd Rules below)
Violence Erupts – Players roll d6 to determine the 
nature of each of their spectators, and play resumes as 
a normal combat-driven game of SOA.

Violence Erupts Table
Coftyran Spectators Partisan Spectators

1 Bottle-Thrower: Bottles 
have C2.

Militia Rhyfler with pistol

2
Sideline Jumper: Q4, C2, 
unarmed. Upon activation, 
place within board edge

Bottle-Thrower: Bottles 
have C2.

3 Rhyfler with Harlech Partisan Rhyfler with 
Bolt-Action Rifle

4
Sideline Jumper: Q4, C2, 
knife. Upon activation, place 
within board edge.

Sideline Jumper: Q4, C2, 
unarmed. Upon activation, 
place within board edge.

5

Rhyfler with Harlech Sideline Jumper: Q4, C2, 
improvised club. Upon 
activation, place within 
board edge.

6
Sideline Jumper: Q3, C3, 
unarmed. Upon activation, 
place within board edge.

Partisan Rhyfler with 
Bolt-Action Rifle

Only “Jumpers” enter the playing field. Spectators with ranged 
attacks stay along the outer edge of the board, shooting (or 
throwing) in. They may move along the edge of the board, but 
never onto or away from it.



“Somewhere between Dodgeball, Basketball, Rugby, and 
drinking, there’s Mhudd.”

Mhudd is a team contact sport played with 5 quar 
per side. The object of Mhudd is to get your gourd 
through your opponent’s goal hoop while preventing 
him from doing the same.

Points are scored by throwing gourds 
through goal hoops. The team with the most points at 
the end of the game is declared the winner.

A regulation game of Mhudd is played with a 
pool of 6 gourds. When the gourds run out, the game 
is over. Sudden death is used to break ties: Play resets, 
two new gourds are issued, and the first team to score 
is the winner.

Each side begins the game deployed within 
their goal zone with one model carrying a gourd. 
The model currently carrying gourd is known as the 
Gourder. The Goal Zone is the area within 1 L of the 
goal corner.

If a gourd ever touches the ground or exits 
the play area, it is removed from the game. Throwing 
a gourd through a goal hoop causes it to exit the play 
area. 

When no gourds are in play (due to scoring or 
grounding), play resets: each side returns to their goal 
zone and is given another gourd, and play resumes. 
Teams do not get new gourds immediately after scoring 
– gourds are only issued when neither side has one. 
At the start of play and each time play resets, players 
roll dice to determine who takes the next turn.

Game Mechanics
Mhudd is played using the SOA core mechanics, with 
the following amended rules:

Gourds are thrown weapons with C2 at Long 
range, C3 at Medium, and C4 at Short; goal hoops 
have C0. When the Gourder successfully hits the 
hoop, a goal is scored.

Gourds may be passed between models via 
hand-off or thrown pass. For a hand-off, the Gourder 
may spend one action to give the gourd to an adjacent 
model.

For a thrown pass, the Gourder and receiver 
both make Quality checks based on the range of the 
throw: 1 die for Long, 2 dice for Medium, 3 dice for 
Short. Both models must make at least 1 success. A 
failed pass is grounded, and therefore removed from 
play.

If the gourd is carried out-of-bounds (either 
intentionally or by Recoil) it is removed from play, 
and the carrying player may not return to the field 
until play resets.

“The common Mhudd Gourd grows in marshes and 
wetlands throughout Alwyd. In fact, anywhere standing 
water collects for more than a day or two, these nasty 
melons are sure to spring up. Once rooted, they spread 
like melting yut-cheese and are equally difficult to extract 
from the soil. The melons have no nutritional use beyond 
that of a near-lethal laxative. In most parts of Alwyd they 
are considered weeds.

How it is that this useless plant became the center of 
our most beloved outdoor sport is lost in antiquity, but no 
quar will deny that it’s jolly fun to throw things at your 
mates. Once any game is made out of that, there’s bound 
to be some cadier-play and dog-piling.

Considering quar nature, it’s a wonder we invented 
any rules.”

- Byrn Lad’l, I’ll Be at the Keg

Mhudd Rules of Play
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Special Rules
Tackling – Full contact tackling is allowed in Mhudd; 
it is resolved as HTH combat with no damage in-
flicted. Recoil & Knockdown still occur. Doubling & 
Tripling on the attack dice only ever result in Out-of-
Action. Out-of-Action players are not out of the game 
yet. They are laid down on the field as obstacles, and 
remain that way until play resets, whereupon they 
return to their team. If the tackler uses a Powerful 
tackle, the target must make a Quality check or be 
angered. If he fails the check, the tackle turns into 
a tussle. Place a Fight marker on this tackle. See 
Fisticuffs, below.
Tackling the Gourder – If the Gourder is successfully 
tackled, the Tackler and Gourder make opposed Quality  
checks on 3 dice. The model with the most successes has 
the gourd. (Re-roll any ties.)  If the tackler used a Power-
ful Attack, the Gourder rolls at -1 and must check for 
being angered, as above. If both models roll 3 failures, 
the gourd is dropped to the ground.

Any time a Gourder is involved in a tackle, 
he must make a Quality check to keep from dropping 
the gourd. Any Gourder who is injured or out-of-
action drops his gourd. If a gourd changes hands due 
to tackling, it is still in play and can be used to score 
points.
Gourding the Gourder – The one way to intentionally 
ground a gourd (besides scoring) is to throw it at 
the opposing gourd, intending to ground them both. 
This is a risky proposition, as the thrower must first 
score a hit, and the target Gourder still gets a Quality 
check to protect his gourd. If he fails, both gourds are 
smashed and play resets.

The Referee – Q3, C2. Each time play changes hands 
during regulation Mhudd play, the Referee moves. 
Roll 2 activation dice and add 1 success. He only 
takes Move actions, in a random direction, always 
keeping at least 1 S away from players, never going 
out-of-bounds. He will never stop in a place without 
LOS to any gourds. He starts the game in the center of 
the field. Players who tackle or attack the Referee are 
permanently removed from the game.
Fisticuffs – Fighting is not permitted in Mhudd, but 
let’s face it – it’s a rough game. A tackler gets too 
rough, the Gourder feels defensive, tempers flare, and 
a simple tackle becomes fisticuffs. Perhaps one of the 
models is simply a violent bastard who enjoys hurting 
other players. Whenever a tackled model becomes 
angered, the tackle turns into a fight. Models can also 
voluntarily start a fight by tackling each other.

Place a marker next to a tackle to indicate it 
has become a fight. Once a tackle becomes a fight, it 
stays a fight until finished. Fight markers are left with 
the injured models to identify them as Injured versus 
Out-of-Action.

Fighting is resolved as normal HTH combat, 
but it is never lethal; models are just injured. Gory 
Injuries are still possible: a snapped leg, a broken 
snout, or the like might require a morale check from 
teammates. Injured players are laid down as obstacles 
like Out-of-Action players, and are permanently 
removed from the game when play resets.

If the Referee is ever within L of a Fight 
marker, the combatants are penalized. They are 
temporarily removed from the game for as many 
turns (changes of play) as their worst Quality score.

If the Referee is ever within L of an Injured 
player, he stops the game and resets play. This 
includes resetting to two gourds.

There are no replacements for Injured players 
or for players removed from the game.
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Just Plain Mhudd
Use these rules if you are just playing a regular game 
of Mhudd outside of the Good Day Gone Bad mission.

Randomly determine teams as in the mission, 
except that players will never carry knives. If a concealed 
weapon is rolled, the player is wearing brass knuckles, 
which count as a sap.

If you wish to use other affiliations besides 
Coftyr and Partisans, simply use units comparable to 
those in the Coftyran column.

There are no sideline soldiers in a straight 
game of Mhudd, but there are always kegs of beer, 
and an old Quar folk saying goes, “Where there’s 
beer, there’s chaos.”

Every time play passes, both players roll a die. 
If doubles are rolled, consult the Crazy Stuff table.

Crazy Stuff Table
2d6 Roll Crazy Stuff Result

2
Ref Down! Hit by a beer bottle. Referee is out of game until play passes twice. Fights are not 
penalized, and Gourders may carry the gourd off-field, returning to play when the Referee does. 
Play resets when Referee returns.

3-4 Crowd Interference! Roll 2d6 on the Crowd Interference Table

5 The Ref’s not looking! Players may each select 1 unit to move S. Selected unit must be at least 1 
L away from the Referee.

6-7 Breakaway! The Passing player may elect 1 unit to activate on 2 dice. If the unit did not activate 
this turn, roll 3 dice.

8-9 Breakaway! The Receiving player may elect 1 unit to activate on 2 dice before his turn begins, or 
he may take 2 automatic successes on his first activation.

10 Fight! Place a fight marker on a random tackle in progress (if any).
11 Pissed-Off Ref! Reset Play immediately.
12 Crowd Interference! Roll 2d6+2 on the Crowd Interference Table

Crowd Interference Table
Roll Crowd Interference Result

1-2
Attack! Randomly select 1 model on the field to be attacked by a spectator with Q4 C3. If the 
model is within L of an edge, make this attack Powerful. The attacked unit, if uninjured, gets 1 
free action in response. Play resets.

3-6
Gourd Stealer! Randomly select a Gourder to be tackled by a spectator with Q4, C2.  If the 
Gourder is within L of an edge, make this tackle Powerful. If the tackler successfully steals the 
gourd, it is removed from the game. Play resets.

7-11 Thrown Beer Bottle! Randomly select a unit within 1 L of any board edge to be attacked, CV 2.

12

Streaker! A drunken spectator enters from either non-goal corner, interrupting play. The 
Streaker has Q4, C1, and always rolls 3 dice for activation. The Streaker activates immediately 
before every Referee activation, and activates exactly like the Referee; he will keep S away 
from everyone else on the field. The Referee will pursue the Streaker. Goals scored while 
Streaker is on the field do not count. All models are free to tackle or attack the Streaker. Once 
the Streaker exits or is out of play, the Referee will reset play.
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Two opposing squads meet one fateful morning in the 
blasted ruins of a dying town.

Objectives
Both sides are on patrol and must cross through the 
enemy to the other side of the board.

Victory Conditions
Points for enemy kills are scored normally.

Players also gain points for any friendly 
models that exit off the enemy deployment edge.

Play ends as soon as one side is completely 
off the board.

Deployment
Fill the board with ruins, debris, and craters. Place 
features M apart to keep the layout crowded.

Players roll dice to determine who takes the 
first turn.

The loser chooses his deployment edge and 
deploys first. The winner starts from the opposite 
edge. Models are deployed within L of their starting 
edge, and may be hidden.

Special Rules
A Hero Is Born – Any model that scores a gory kill 
immediately gains the Hero Special Ability.
The Sun Was In Their Eyes – Before each turn, both 
players roll a die. If doubles are rolled, the angle of 
the morning sun prevents shooting beyond 3 range 
sticks.
Unit Restrictions – No Heroes or Elites are allowed in 
this mission. Each force may contain a maximum of 2 
veteran models.

Forces
500 Points each.

Dawn of Heroes
SOA, Any v. Any

Although nothing remains but ruins, both sides are 
too heavily invested to abandon the town.

Great battalions have been reduced to fighting guerrilla 
skirmishes, squad by squad and block by block. 

Daily patrols have become nightmares that even 
trench-hardened warriors face with dread.

At the crack of dawn, two such patrol squads crossed 
paths in the labyrinthine ruins....

- from the final report of 
Tokish journalist Idgr Kholyns
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H’rld hated Sweep & Clear duty. It was the worst part of 
warfare, certainly the scariest.

Artillery didn’t frighten him, neither did going 
over the top, and he actually enjoyed the sound of HMG 
fire.

But flushing the ‘woggies out of their tunnels was 
not battle. It was terror. A quar never knew what was 
waiting under those camouflaged trap doors, never knew 
what would burst out when he opened one. And every time 
he had to enter those tunnels it made him sick with anxiety.

It was his turn to lead on this one, which meant 
he had to pull the trap door, which meant if someone was 
waiting beneath it, he’d be the quar to get an axe in the 
face.

He silently gripped the edge of the trap door and 
nodded to Gwyran, who pulled the pin on his grenade and 
nodded back.

H’rld steeled himself and jerked the door open.
In the wake of a long battle in which the Crusaders 
prevailed, teams are sent to clear out Fidwog tunnels 
and foxholes.

Objectives
The Crusaders must hunt down and eliminate the 
Fidwoggers. They win only when all Fidwog units 
have been killed. The Fidwoggers lie in wait to 
slaughter the Crusaders. This mission is won by 
elimination only.

Deployment
The Crusader player deploys his forces in teams of 
two within L of one edge.

The Fidwog player deploys his Sniper within 
L of any other board edge, hidden. His other units are 
kept aside for later.

Special Rules
We’ve Done This Before – The Crusader player may 
group activate his two-quar fire teams if he wishes.

Sweep and Clear – Whenever a Crusader Rhyfler or 
Fire Team spends two points on movement, he (or 
they) may have found a trap door. The Fidwog player 
places a marker for the trap door within S of the 
Crusader unit, then rolls two dice and consults the 
Trap Door table.

Cleaning Up the Mess
SOA, Crusaders v. Fidwog

Trap Door Table

6/6
Lucky Foxhole! Crusader player places 1 Fidwog model 
adjacent to trap door. This model is surprised; treat it as 
Shaken until the end of the Crusader’s turn.

6/2-5 Foxhole. Fidwog player places 1 model adjacent to trap 
door marker.

6/1 Empty.

2-5/2-5 Tunnel. Fidwog player places up to 2 models adjacent 
to trap door marker.

1/2-5 Chamber. Fidwog player places up to 3 models adjacent 
to trap door marker.

1/1
The gang’s all here! Fidwog player places all his 
remaining models adjacent to trap door marker. The 
Crusader’s turn ends immediately.
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Crusader Forces
Veteran Rhyfler with Ryshi
2 x Veteran Rhyfler with Bogen & Grenades
2 x Rhyfler with Bogen & Grenades
Rhyfler with Ryshi

Fidwog Forces
Sniper
5 x Gaefyn with Skeytch Mk3 and knife
3 x han-Gaefyn with Bensa F6
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Yawdryl Kluth’s reconnaissance squad is awaiting 
annihilation in a ruined farmhouse under over-
whelming enemy fire. They are weary, hopeless, and 
unaware that a search-and-rescue team is on the verge 
of arriving.

Objectives
The Crusader goal is to get Yawdryl Kluth’s squad 
off the table. The Coftyran goal is to eliminate the 
Crusaders.

Victory Conditions
The game ends when Kluth’s squad either escapes off 
the table or is eliminated. Victory points for enemy 
kills are scored normally. The Crusader player scores 
double points for members of Kluth’s squad that exit 
the table.

Deployment
The Crusader player deploys Yawdryl Kluth’s squad 
first, in the ruined farmhouse. (See Special Rules) 
Then the Coftyran player deploys all his forces in the 
woods within 12” of the long edge of the table. The 
remaining Crusader forces (the Rescue Team) are held 
in reserve until turn 3 or later. (See Special Rules) The 
Coftyran player decides who places order markers 
first.

Special Rules
Darkness – It is the dead of night, causing a visibility 
condition shift of 1.
Forest – The forest is thick as well as dark. All 
Forested areas gain an additional shift, for a total of 2.
Advantage – The Coftyran player uses the Controlled 
Stack rule on turn 1 and any subsequent turn the 
Rescue Squad is not on the table.
The Ruins – The ruined farmhouse counts as 
fortification. As long as the Crusaders remain within 
its confines, it provides a condition shift of 2.
Pinned Down – Before Deployment, the Crusader 
player rolls 3 dice. For every 1 rolled, he must remove 
one rhyfler from Kluth’s squad. The squad starts the 
game with suppression equal to half their numbers. 
All Crusader units are Independent Units.

Pinned Down
TQW, Crusaders v. Coftyrans

My Beloved Mirte:
I write this letter expecting never to see you again. I 

will likely greet our ancestors tonight.
Our squad was sent to reconnoiter new locations for 

an observation post. When we arrived at an abandoned 
farm, we were ambushed by an overwhelming enemy 
force hiding in the woods.  That was yesterday morning. 
It is now past midnight of our second day pinned down 
in a ruined farmhouse. We are out of food, low on water 
and ammunition, and any quar who pokes his head out 
of the ruins loses it. The enemy keep firing upon us as if 
they pluck their ammunition from the trees. They have 
killed every PykPyk I sent for help; no-one in the Crusade 
knows where we are. I have one signal flare remaining, 
but I dare not fire it for fear of making an easy target. I 
am sure that any moment the enemy will appear around 
the broken walls and make an end of us.

Tell our kits that my heart will ever be theirs, as it is 
yours. Tell them to study and work hard that they may 
make a better world and honor the memory of their father 
who died for the good of our race. Know that you have 
filled my life and I will meet my death with your visage 
in my mind.

I only hope that the Special Union will find my 
remains and see this letter into your hands.

Pray the ancestors receive me well.
Farewell, your loving Kluth.
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The Rescue Team – The Crusader rescue team is kept 
off the table until at least turn 3. At the beginning of 
turn 3, before cards are dealt, the Crusader player 
rolls a die. If he rolls a 1-2, the Rescue Team may 
not enter the game yet, and he must roll again next 
turn. On turn 5, that chance reduces to a roll of 1. 
The Rescue Team enters from either end of the table, 
at least 12” away from any enemy units. All other 
reserve unit rules apply.
Signal Flare – Yawdryl Kluth has one signal flare, 
which he can use to summon the Rescue Team. At 
the beginning of any turn after the first, before cards 
are dealt, he may fire the flare. The Rescue Team 
is immediately deployed anywhere within 6” of 
the table edge, at least 8” away from any enemies, 
and activates normally. However, the flare lights the 
whole board (negating Darkness) for the entire turn. 
On the next turn, after each activation, the controlling 
player rolls a die: on a 1 or 6, the flare goes out and 
Darkness returns.

Crusader Forces
Yawdryl Kluth’s Recon Squad

Rescue Team (in reserve)
Standard Infantry Squad with attached H-11a Team
Mk II Mortar Team

Coftyran Forces
Infantry Section
HMG 
RCO Field Gun
Sniper



Stories and 
Songs

24

Ride of the Patriot
SOA, Crusaders v. Partisans

Ryfkhe shifted in the saddle to relieve his stiffening back. 
The damp didn’t seem to bother his cadier as it nibbled buds 
in the undergrowth, but something was prickling Ryfkhe’s 
spots; the fog had an edge to it. Something wasn’t right...

A crackle in the woods brought a huff of steam 
from his mount’s nostrils. Ryfkhe unslung his rifle and 
patted the beast’s shoulder. They eased carefully around a 
patch of fulmer bushes, Ryfkhe’s instincts buzzing.

He and the scout saw each other simultaneously.
“Oi!” came the shout.
Ryfkhe wasted no energy in response. He tugged 

his mount around and into a full gallop as the noise of 
shouted orders and pounding hooves rose in pursuit.

A full wedge of cavalry in these woods could only 
mean one thing: Troops moving through Maeliol Wood. 
The war had come to Ryfkhe’s valley. He had to warn the 
Partisans.
A Crusader battalion is pushing toward the Elghmore 
River to block the RCEF’s access to the sea. They have 
deployed a cavalry-supported light section to clear 
the woods of meddlesome locals. 

Objectives
The Partisans are led by a lone Cavalry rider 

on a Revere-like dash to summon his guerrilla compatriots. 
The Partisan player must use Ryfkhe to summon 
enough units to eliminate the Crusaders. Ryfkhe must 
place markers on certain landmark trees to signal 
guerrilla support. For each tree he successfully marks, 
a portion of the Partisan force is deployed. If he marks 
all the trees, the enemy will be overwhelmed.

The Crusaders have a squad of cavalry 
scouting ahead of their force, charged with clearing 
a path through the woods. The Crusaders want to 
eliminate all enemies; ideally, they want to kill Ryfkhe 
before he can summon help.

Deployment
Set up a densely-wooded board of decent size. Use as 
many trees as you can – this mission is all about the 
trees. After you’ve covered the board with trees, the 
Partisan player chooses the entry side of the board; 
the exit side is opposite.

The Partisan player deploys Ryfkhe exactly 
3 L in from the entry side of the board, facing the exit 
side. The Crusaders deploy within 1 L of the entry 
side. Ryfkhe takes the first turn.

Special Rules
The Patriot – Ryfkhe is the hero of this scenario. He 
may exit the board (through the exit side) without 
counting as a casualty, but only if he has tagged all 
the landmark trees. He is worth 5 victory points. If he 
marks all the trees and exits the board, the Partisan 
player scores him.
The Forest – Roll 1d3+2 to determine the number of 
landmark trees on the board. Starting with the Partisan 
player, players alternate choosing these trees. Do not 
pick trees within 3 L of the entry edge. Landmark 
trees must be more than 2 L apart, 3 L if your board is 
larger than 3’ x 3’.
Thick Fog – The thick fog results in Poor Visibility.
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The Trees – Ryfkhe must stop adjacent to a landmark 
tree in order to mark it. Make a Quality check: On 
a success, Ryfkhe does a ride-by tagging and may 
continue his movement. On a fail, it costs 1 action to 
mark the tree.

On the Partisan player’s next turn he 
deploys a portion of his force within 1 L of that tree; 
they deploy hidden. Point totals for each deployment 
are based on the number of landmark trees. Any leftover 
points may be used for the next deployment.

3 Trees = 300 pts / 200 pts / 300 pts
4 Trees = 300 pts / 150 pts / 200 pts / 200  pts
5 Trees = 300 pts / 125 pts / 150 pts / 200 pts / 125 pts

Partisan Forces
Ryfkhe
800+ Additional Points

Crusader Forces
Cavalry Yawdryl
5 x Cavalry with Dinas

Cavalry Yawdryl Q3 Cavalry, Leader—Yawdryl

C3 Dinas or Derringer

Ryfkhe Q3 Bushwhacker, Cavalry, Hero

C3 Bolt-action Rifle
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“The Desert is your mother,” Yawdryl Itzhokk lectured as 
he paced around his Sandstalkers, “let her take you in her 
arms and shield you from your enemy.” He crouched to 
push a visible bit of a rhyfler’s gyff deeper into the sand.

Rhyfler Dorit added playfully, “Which is fancy 
talk for: ‘Dig a hole.’”

“I can still see you, Dorit. You should be finished 
digging already. You should be invisible by now.”

“You’re not digging, Sold’n.”
Itzhokk drew himself to his full impressive height. 

“I need not dig to disappear under the sand, Rhyfler. I am a 
true stalker, sand in my veins, one with the mother.”

From somewhere nearby came a muffled, “I got 
sand in my ears, does that count?”

Dorit laughed as he crouched in his hole and drew 
his keffiyeh over himself like a blanket. Itzhokk shoveled 
sand over it to make him invisible.

Then he folded up his shovel and disappeared into 
the sand.

The 7th Sandstalkers have practiced a unique form 
of ambush since the earliest days of the Long War, 
a technique they refer to as Khurf Shaata, or Dune 
Napping. Troopers bury themselves just under the 
surface of the sand and spring out of the ground to 
slaughter unsuspecting enemies. The technique is 
powerfully effective, since the sandstalkers blend 
themselves seamlessly under the sand, making 
non-Kryster soldiers incapable of spotting them.

Objectives
The Crusaders are walking into a Sandstalker trap.
This is a mission of simple elimination for both sides.

Kryst Forces
7th Sandstalkers, post-1772
600 points

Crusader Forces
600 points 

Deployment
Before deploying models, place concealment markers 
on the board. (See Special Rules) Crusader models 
deploy within L of one board edge. All Kryster units 
are kept off the board to start.

The Crusaders take the first turn.

Sand Trap
SOA, Crusaders v. Kryst Sandstalkers, 1772
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Khurf Shaata – Before deployment, the Kryst player 
compiles a pool of markers equal to twice the number 
of models in his force. The players alternate placing 
these markers anywhere throughout the board. The 
markers indicate potential concealment locations 
where Sandstalkers might be hiding.

The Kryst player keeps his models off the 
board until activated. When he activates a model, he 
must deploy it at a concealment marker before taking 
any actions. The activated model counts as hidden. 
(Remove the marker from the board.)  Models that 
cannot take actions due to failed activation rolls are 
not required to deploy.

Whenever a Crusader model moves within S 
of a concealment marker, it rolls a Quality check on 3 
dice to spot the location.

If the Crusader model completely fails the 
check, it has not spotted the location, and the marker 
remains on the board.

If a single success is rolled, the marker is a 
decoy; remove it from the board.

If two or more successes are rolled, the marker 
is valid. Two successes on the check mean that the 
Kryst player must either place a model of his choice 
at that marker or remove the marker from the board. 
Three successes indicate that the Kryst player must 
place a model of his opponent’s choice at that marker, 
and remove the marker.

Kryster models spotted by Crusaders are still 
hiding under the sand: They are considered prone 
and under cover.

If no concealment markers remain on the 
board, Kryst cannot deploy any more models.
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I tell ya lads I ain’t never seen the like. We was beaten for 
sure. The Cofties had us cornered and they knew it...

Did I say cornered? They had us trapped like 
squirrels in the cage.

There was just Itchy, Wobbles and me left of A 
Section. We just found out that B section was gone too, 
just that ‘leveen team left, uh, Mac-Somethin’ and that 
shaky lad...

Top me off again, would ya Sam, there’s a fella.
Gharyt – dat’s our Yawdryl – just gets to tellin’ 

the Caerten we’re wiped out when the gaffer goes down. 
The drummer, he sees this. Doesn’t blink, just drops his 
sticks and runs.

That just leaves the Baenyr.
For a minute the kit just stands there. Lead’s fallin’ 

like hail, the turf’s bubblin’ like hot porridge from the hits. 
Thought he was gonna break for sure...

Again, Sam; this here’s thirsty work.
So a round pinged offa Gharyt’s helmet then, and 

I seen it nick the Baenyr’s snout. I don’t think he noticed. 
Gharyt’s hoppin’ and dancin’ from the pop to his platter, 
and I don’t think he noticed that either. He just asked sorta 
sadly, “What do we do now?”

Gharyt, he had enough. He drops his ruined hel-
met, says, “You got the hat, kit.”

At first the kit looked like he’s gonna cry, Gharyt 
standin’ over him like rank don’t matter and just darin’ the 
kit to crack. Then the kit just gets this look on his face like...

...like...

...like somethin’ I can’t even describe, lads. Somethin’...

...I ain’t never seen the like.

The RCEF have smashed the Crusaders and pushed 
them into the woods at the edge of a battlefield. 
A handful of survivors are cornered by most of a 
Catrawd. A family-appointed Baenyr must find an 
escape for his troops.

Objectives
The Crusaders’ goal is to escape alive. However, 
there’s only one safe direction to exit. The Coftyrans’ 
goal is to eliminate the Crusaders before they escape.

Victory Conditions
Points for enemy kills are scored normally. The Crusaders 
score victory points for every model that exits the 
board. The game ends when no Crusaders remain on 
the board.

Deployment
This is a mad-dash run & gun scenario. Use lots of 
cover on the board. The Crusader player deploys first 
in the middle of the board, within a L-diameter area. 
The Coftyran player sets up anywhere within L of one 
board edge.

The Crusader player takes the first turn.

Special Rules
Unlikely Hero – Baenyr Hytto Khums is the hero of 
this story. If he dies, the Crusaders lose. Otherwise, 
he is worth 10 points to the Crusaders if he escapes. 
Khums starts the game Green, but on the Crusaders’ 
second turn that expires and he gains Fearless and 
Hero. His Hero ability grants him two re-rolls instead 
of one. He may spend one of these re-rolls to peek at 
one of the East, South, or West cards. (See Escape)

You’re in Charge, Kit
SOA, Crusaders v. Coftyrans
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Against All Odds – The Crusaders are desperately 
trapped and outnumbered. The Coftyrans should find 
it easy to wipe them out, but they’ll be spread thin 
around a group of heavily-armed Veterans bent on 
escape.
Escape – The North edge of the board means certain 
death for any Crusader model; that’s the battlefield 
swarming with the enemy. Of the other three edges, 
only one can be safely exited.

Take a Joker, Ace, and 2 out of a deck of cards. 
These will determine the danger level of exiting the 
East, South, and West sides of the board, indicating 
enemy density in that direction. The Coftyran player 
shuffles these, looks at one, and places it on an edge 
of his choice. The other two are placed blindly.

When the first Crusader model reaches a 
board edge, flip its card. A or 2 indicates the number 
of dice for a Quality check all models must pass in 
order to survive exiting that edge. Joker means no 
check is required.

Crusader Forces
Baenyr Hytto Khums
Veteran Yawdryl with Bogen & grenades
2 x Veteran Rhyflers with Bogen & grenades
Veteran Rhyfler with Ryshi
H11a LMG Team

Coftyran Forces
Yawdryl
8 x Rhyfler with Harlech
Rhyfler with Cryfen
+350 Additional Points

Baenyr 
Hytto Khums

Q3 Green/Fearless, Hero

C2 Bogen



THE WEEK IN GREEN

LIFE IN UNIFORM

Votes for this month’s readers 
poll “The Best Beer in Alwyd” 
are due by Pryfaen 27. One 
lucky Catrawd will be selected 
to receive a cask of the winning 
label, so get those votes in, 
Crusaders! Next month’s poll: 
Top Ten Uses for Cold Oatmeal.

CAMO IS A QUAR’S BEST FRIEND

FIDWOG – CANOLYD 2 – Reports 
released on Haelwyn 25 reveal 
alarming numbers of head wounds 
received along the trench lines 
of Fidwog, where rhyflers have 
taken to smearing mud on their 
uniforms for concealment. In 
response to these statistics, 
HQ has issued barrels of brown 
paint to front-line catrawds. 
Crusaders, paint your helmets!

NEW GENERAL ORDERS

#922.13.2: Civilians are only 
allowed on base with authorization 
from Catrawd Command. (5.6.72)

#922.13.3a: Officer’s wives are 
the only female guests allowed 
in the O.C. (5.8.72)

#922.13.4b: Violation of Section 
922.13 orders is a Class A offense. 
(5.6.72)

DEADLY BEER

CSHQ, GYRN – CANOLYD 25 –
A recent rash of poisonings 
along the Coftyran Front has 
prompted regional HQ to issue 
the following warning: Rhyflers 
on leave in occupied territory 
are warned not to trust drinks 
served to them by locals. Use 
a finger or piece of vegetable 
matter to check your beer before 
drinking: if it blackens or 
dissolves, do not drink!
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Bastard’s Tale chronicles an unconventional military opportunist, a dubious Hero of 
the Crown, at the moments in his career that earned him his unlikely promotions. Taer 
Shraun proved himself to be as much of a problem for Crymuster Command as he was 
for the enemy. He often disregarded orders in favor of opportunities, and kept only a 
superficial adherence to the Law of War.

Taer Shraun was orphaned in the Eighth Battle of Gwynt and misspent his 
youth as a street rat. Isolated and essentially clanless, he quickly learned to fend for 
himself, taking advantage of any situation in order to survive. Self-reliance bred a 
sense of separation in young Taer’s heart. He scurried along the fringes of society as 
a petty criminal throughout his youth, and was eventually sentenced to service in the 
Crymuster for his juvenile offenses.

Shraun’s survival method did not change in the military; in fact, it flourished. 
Shraun discovered that the highly-defined rules of military society were easier to 
circumvent than those of the civilian world. He learned to use other officers’ sense of 
military honor against them, and to manipulate his acts of piracy into glory for the 
crown. He frequently disobeyed orders, ignored battle plans, improvised whole operations 
without approval, brutalized any quar in his path, and always succeeded gloriously.

Operation Bastard’s Tale
Includes the following Missions

Destiny’s Bastard
SOA – A Crusader pogrom puts Yawdryl Shraun in the right place at the wrong time.

Special Delivery
SOA – Yawdryl Shraun takes vengeance on the Crusaders by poisoning a whole company.

Incident at P’Jarhm
SOA – is-Caerten Shraun risks his career in a raid searching for enemy spies.

Bastard’s Destiny
TQW – Armed with captured intelligence, Caerten Shraun maneuvers himself into 
position for the bloodiest ambush he can arrange.

O
p
e
r
a
t
io

n
 B

a
st

a
r
d
’s
 T

a
l
e



Stories and 
Songs

32

While on a day’s leave in the village of Muntryl, Yawdryl 
Shraun and his squad of wall-hardened veterans attended 
a local market fair. Crusader cavalry came charging into 
the town square. Shraun and his squad attempted to drive 
them off before any civilians were injured.

“You fired on a crowd of civilians!” Rhymshaut 
screamed in Shraun’s face. The Syrnol was fuming.

“I think you have me confused with the greencoats, 
Sir. I was in the crowd, firing over the civilians at the 
enemy who were viciously and indiscriminately traumatizing 
innocent non-combatants.”

“People were wounded, Shraun!”
“Yes Sir. Some were trampled, a few were shot. No 

casualties, Sir. Unless you count the Crusaders. Sir.”
Rhymshaut squinted furiously. “I’m watching 

you, Shraun. No more surprises from you... And what the 
blazes is that on your jacket? That’s no official decoration.”

Shraun contained his smirk. “No, Sir. It’s a medal 
from the Mayor of Muntryl.”

Objectives
Shraun and his squad must drive away the Crusader 
cavalry with as few civilian losses as possible. The 
Crusaders came for mayhem, and now there’s 
soldiers added to the pot. The game ends when either 
side is eliminated. Civilians are worth 2 victory points 
each, scored according to the Special Rules below.

Deployment
Place 6 – 8 buildings within M of the edges of the 
board. Players alternate placing 12 civilians within 1 
M of the center of the board. Crusader cavalry deploy 
first, at one edge. The Coftyrans deploy within L of 
the opposite edge.

The Crusaders take the first turn.

Special Rules
Civilians – The civilians are trying to flee the cavalry 
to the safety of their homes. After each player turn, 
the civilians move. For each civilian model, players 
roll a die. The winner moves that model 1 S. In case of 
a tie, the Coftyran player moves that model 1 M.

Civilian models do not attack. They have Q4, 
C1. These civilians do not check morale when their 
numbers are reduced because they are not a force, but 
they are affected by any gory kill, whether Coftyran, 
Crusader, or civilian. When a single failure on a 
morale check requires a civilian to move away from 
the enemy, it will move toward the nearest building.

Civilian models that enter buildings score 
victory points for the Coftyrans. Civilian models that 
leave the board score victory points for the Crusaders.

Civilians are not legitimate targets, but they 
may still be overwhelmed by Crusader cavalry 
using the rules for subduing. (See Rules Reference) If a 
civilian is subdued in this manner, it is removed and 
scores victory points for the Crusaders. If a civilian 
model is accidentally killed, the Crusader player loses 
2 victory points, and the Coftyran player loses 1 
victory point.

Operation Bastard’s Tale: Destiny’s Bastard
SOA, Coftyrans v. Crusaders
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Operation Bastard’s Tale
In order to continue Shraun’s career, these conditions 
must be met: The Crusaders must be eliminated, 
Shraun must survive the fight, and the Coftyrans 
must score more civilian VPs than the Crusaders. If 
so, then  proceed to the Coftyran player’s choice of 
the Special Delivery or Incident at P’jarhm missions.

Coftyran Forces
Yawdryl Taer Shraun
6 x Veteran Rhyfler with Harlech

Crusader Forces
Cavalry Caerten
5 x Cavalry with Dinas Carbine
(One rider may substitute Graes Derringer for Dinas)

Yawdryl 
Taer Shraun

Q3 Hero, Leader—Yawdryl, 
Volley, Dead-Eye

C3 Doru, Sword
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After the senseless dishonor of the mayhem at 
Muntryl, Yawdryl Shraun saw no reason for honorable 
justice, only vengeance. He chose a form of revenge as 
indiscriminate as the Crusaders’ crime: He chose poison.

Shraun seized control of the local brewery favored 
by Crusader quartermasters and tainted every barrel with lye.

He avoided criminal charges by convincing his 
tribunal he had eliminated an entire enemy catrawd 
without firing a single shot. Publicly, he was denounced 
for his dishonorable behavior. Privately, he was praised as 
clever, but nobody invited him to dinner.

Objectives
The Coftyrans must seize control of the brewery 
buildings before the Crusaders arrive to pick up 
their kegs. The Civilian workers must prevent the 
Coftyrans from capturing the brewery.

Victory Conditions
The Coftyrans win if they control both brewery 
buildings before the Crusader truck arrives. The 
Civilians win if the Coftyrans are eliminated, 
whether by Civilians, Crusaders, or both.

Deployment
Set up two large brewery buildings (with 

interiors) within one half of the board.
Civilian Forces deploy first. Militia models 

are deployed inside the buildings; partisan models 
are deployed anywhere within the brewery area. 
Crusader forces are kept off the board for later.

Coftyran forces deploy within L of the board 
edge opposite the brewery area.

The Coftyrans take the first turn.

Special Rules
They’re Just Civilians – Militia models that roll two 
or more failures on morale checks will surrender. 
These models are placed prone against a wall inside 
their building. (Or the nearest building if they were 
outside.)

The Civilian player may not activate 
surrendered models unless the Crusaders arrive. If 
the Crusaders arrive, surrendered models must pass 
a quality check on two dice in order to activate. Each 
model may only attempt this check once.
Seizing Control – The Coftyrans control a building if 
they have a model in the building, no enemies within 
S of the exterior, and all surviving enemies inside the 
building have surrendered. Militia models that have 
been subdued will automatically surrender, and may 
not activate if the Crusaders arrive.
Poison the Beer – If the Coftyrans have control of 
both buildings with no Crusaders on the board, the 
beer is automatically poisoned and the Coftyrans win.
The Crusaders Are Coming – After each Civilian 
player’s turn, both players roll a die. If doubles are 
rolled, the Crusaders have arrived to pick up their 
beer. They are immediately deployed at a neutral 
board edge and are controlled by the Civilian player. 
If double sixes are rolled, each Crusader unit gets one 
free action before the Coftyran player’s turn. Ignore 
this rule for the first Civilian turn.

Operation Bastard’s Tale: Special Delivery
SOA, Coftyrans v. Civilians
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Operation Bastard’s Tale
In order to continue Shraun’s career, these conditions 
must be met: The Coftyrans must control both brewery 
buildings, Shraun must survive the fight, and no 
Crusaders may be on the board. If so, then Shraun 
is promoted to is-Caerten; proceed to the Incident at 
P’jarhm mission.

Coftyran Forces
Yawdryl Taer Shraun
4 x Veteran Rhyfler with Harlech
4 x Rhyfler with Harlech
Rhyfler with Cryfen

Civilian Forces
5 x Militia Rhyfler with bolt-action rifle
5 x Militia Rhyfler with pistol
Partisan Yawdryl
2 x Partisan Rhyfler with bolt-action rifle
2 x Partisan Rhyfler with pistol

Crusader Forces
Crusader Milwer
Rhyfler with Bogen
Generic Truck (OSAP p44)

Yawdryl 
Taer Shraun

Q3 Hero, Leader—Yawdryl, 
Volley, Brawler

C3 Doru, Sword

Crusader Milwer Q3 Leader—Yawdryl

C2 Bogen
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News had arrived from Fidwog that the Crusade had 
violated holy ground by establishing a secret base within a 
religious sanctuary. Operating solely on conjecture, and in 
violation of both martial and civil law, is-Caerten Shraun 
burst righteously into the Sanctuary at P’jarhm hunting for 
a secret base. He would require proof to justify his rash 
actions, or he would answer multiple criminal charges.

Objectives
Shraun is operating on rumor and hearsay, simply having 
deduced that P’jarhm was the ideal location for a Crusader 
spy den. It is imperative that he prove his theory or face 
dire consequences.

The Coftyran goal is to take captives for interrogation and 
uncover evidence that P’jarhm is a spy base. The Crusader 
goal is to inform Special Branch of the raid and eliminate 
Shraun’s meddlesome squad.

Victory Conditions
Victory points for enemy kills are scored normally. The 
captives are worth 2 points each to the Coftyrans if they 
survive. The radio shack is worth 10 points to whoever 
controls it at the end of game. (See Special Rules)

Deployment
Set up 2 large connected interior chambers for the monastery, 
and one small outbuilding at least 3 L away for the radio shack.

Deploy all Crusaders in one chamber and all 
Coftyrans in the other chamber, at least S away from the exits. 
Deploy the captives in an adjacent group against a wall in 
the chamber with the Coftyrans. The game begins just as 
Shraun opens the door revealing the Crusader spy den.

Players roll dice to determine who takes the first turn.

Special Rules
The Monastery – Don’t forget that these are interior spaces. 
See Rules Reference.
Caught! – On their first turn, players may only activate one 
model before passing play.
The Captives – Shraun and his squad have already captured 
the monks in the antechamber. At least some of these 
captives must survive for Shraun to succeed. The captives 
are civilian monks, all of whom are aware of the Crusader 
spy den, and anticipate torture at the hands of Shraun.

Once battle begins, the captives will panic and 
crowd the scene, entering melee with any Coftyrans they 
encounter. Captives activate with 2 dice each, following 
the Crusader’s turn. Captives count as their own force for 
purposes of morale.

Upon activation, captives move in a random 
direction. If a captive’s path brings it within one base width 
of a Coftyran model,  it is placed adjacent and enters HtH 
combat. 

Captives who roll two failures on a morale 
check will surrender. Place them prone against the wall in 
Shraun’s starting chamber.

Coftyran Rhyflers can attempt to subdue captives 
in HtH combat. Subdued captives will surrender as above. 
See Reference section.

Operation Bastard’s Tale: Incident at P’jarhm
SOA, Coftyrans v. Crusaders

The P’jarhm Sanctuary is a religious retreat dedicated to the 
memory of all Coftyran ancestors, regardless of sept or clan.

Acolytes of P’jarhm believe that deceased ancestors ascend 
to a higher plane of awareness from which they regard history 
with an enlightened perspective beyond that of living quar.

P’jarhm is built atop Mount Richtu (Coftyr’s highest cen-
tral peak) in order to simulate the perspective of our “ascended” 
ancestors. The acolytes of P’jarhm venerate All Who Came 
Before in practical isolation, granted by their remote location 
and fringe belief system.

– Gwyn Fflue, Walking with my Ancestors

Captive Monk Q4

C1
Random Weapon: 
1-3 = None, 4-5 = Improvised 
6 = Knife
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The Radio Shack – It costs 2 actions for a Crusader to get a 
message off to high command. Only SBS Master Ruk Funj’l 
or the Crusader is-Caerten can send this message, and only 
once they are in the radio shack. In order for Shraun to 
succeed he must prevent this, either by killing Ruk Funj’l 
and the is-Caerten before they can send a message, or by 
seizing control of the radio himself. Shraun is in control of 
the radio if he is adjacent to (or inside) the radio shack with 
no enemies within S.

Operation Bastard’s Tale
In order to continue Shraun’s career, these conditions must 
be met: Shraun must survive, the Crusaders must not have 
used the radio to contact Special Branch, and at least 2 captives 
must remain alive. If so, Shraun has successfully leveraged 
his gambit into a promotion. Proceed to the Bastard’s 
Destiny mission.

Coftyran Forces
is-Caerten Taer Shraun
8 x Veteran Rhyfler with Harlech
Veteran Rhyfler with Cryfen

Crusader Forces
SBS Master Ruk Funj’l
is-Caerten
3 x Veteran Rhyfler with Bogen
3 x Rhyfler with Pistol
2 x SSA Tyro
3 x Collaborator Monk

Yawdryl 
Taer Shraun

Q2 Hero, Leader—is-Caerten, 
Volley, Brawler, Dead-eye

C3 Doru, Sword

SBS Master 
Ruk Funj’l

Q4 Elan, Danger Sense, Fanatic, 
Slippery, Sprinter

C1 Pistol, Knife

Collaborator Monk Q4

C1 Pistol, Knife
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“I don’t like you, Shraun.” Syrnol Rhymshaut leaned in 
uncomfortably close. Shraun could smell single-malt cour-
age on his breath. “You’re a reckless, disobedient, self-serv-
ing adventurer more concerned with personal gain than 
honor. If I had my way, you’d spend the rest of your days in 
the stockade, and you wouldn’t be fed.” He poked Shraun 
in the chest for emphasis.

Shraun would not forget that.
“But,” continued Rhymshaut, “the intelligence 

you collected at P’jarhm has earned you another reprieve. 
The General Staff have decided to give you your rein. Your 
plan is approved; submit a schedule and requirements by 
end of day tomorrow.”

Shraun grinned a little. “Will that be all, Sir?”
“Not quite,” the Syrnol added with a sour expres-

sion. “You’ve been promoted.” He tossed a set of Caerten’s 
bars at Shraun like they were made of dung. “Dismissed, 
Caerten Shraun.”

Shraun saluted and turned to go.
“Oh, and Shraun,” Rhymshaut added, “If you 

ever take another concubine into the field, I will put you in 
prison.”

The Coftyran Crown turned the incident at P’jarhm 
into a public relations coup. Newspapers across 
Alwyd ran headlines about the Crusade’s treachery 
and impiety, but only after the Crymuster sent their 
wild dog to maul the Crusade in retribution.

Shraun, opportunistic as always, made sure 
to digest all the Crusader intelligence before he 
passed it on to Headquarters. When he did so, he 
included a bold strategy that took advantage of the 
information he stole. It was the perfect ambush.

The Crusaders didn’t stand a chance.

Objectives
The Coftyran goal is to obliterate the Crusaders. The 
Crusader goal is to escape the ambush by exiting the table.

Victory Conditions
This game lasts until no Crusaders remain on the 
table. After five turns have been played, the Coftyran 
player has the option to end the game every Final 
Phase. Victory points are scored normally.

Deployment
Set up a road crossing the board, surrounded by 
rough terrain and thick forest. Place a downed tree 
across the road ahead of the Crusaders.

The Crusaders deploy first, on the road in the 
center of the board. The Coftyrans deploy anywhere 
surrounding the Crusaders. They may not deploy on 
the road.

The Crusader player places order markers 
first. The Coftyran player uses the controlled stack 
rule for the entire game.

Special Rules
Ambush – The Crusaders are caught by surprise; they 
may not attack until after Coftyr has fired.
The Trap – Coftyran Ambushers are held in reserve 
until turn 2. They enter the table on the road behind 
the Crusaders. These Ambushers are Elite Squads 
with the player’s choice of special skills.
Escape – The Crusaders will be overwhelmed; their 
only hope lies in escape. Crusader units may voluntarily 
exit the table.

Operation Bastard’s Tale: Bastard’s Destiny
TQW, Coftyrans v. Crusaders
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Trapped – Coftyran reinforcements are coming up the 
road behind the Crusader convoy. The safest route of 
escape for the Crusaders is forward, but the Coftyrans 
have blocked the road. It costs a total of 3 utility actions 
to clear the tree from the road. These actions may be 
shared by multiple squads, even on the same turn. 
Squads must be adjacent to the tree to clear it.

The main gun of an Ailthean can destroy the 
tree with any unblocked hits from lethal dice, but 
the explosion may also affect nearby troops. Expand 
the blast to 5” and add one regular die per rhyfler to 
represent flying splinters.
The Bastard – Each time Caerten Shraun issues a new 
Command Order, roll 2 dice. If the result is doubles, 
he may issue that Order a second time. No order may 
be issued more than twice.

Coftyran Forces
“Task Force Nemesis”
204th Elite Infantry Company
Command Squad
4 x Elite Sharpshooters
2 x HMG
2 x RCO Field Gun
2 x Ambusher Squad, in reserve

Crusader Forces
Standard Infantry Company 
Cavalry Squad
Ailthean Light Tractor
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Hyrr’l peered through his field glasses at the mountain forest. It was nearly impossible to see 
anything on the road he watched; the trees were too thick. He lowered the glasses and checked his 
watch. Just a few more minutes with no idea if his command would have their armor support 
when they reached the objective.

For the dozenth time in the last hour, he wished he hadn’t ordered radio discipline.
Hyrr’l picked up his pack and let his Baenyr check it. He took a steeling breath and the 

lad assured him, “Tractors will make it, sir; nothing can stop ‘em.”
Hyrr’l knew exactly what could stop a squad of Baeliogs.

Operation Long Barrel recreates the Crusader assault to take the Kryst Azartai Munitions 
Works in 1772. The Azartai Munitions Works is a remote mountain facility whose 
site was chosen for its proximity to sulfur mines; the only access to the Works is via a 
winding five-kilometer road, with a checkpoint halfway up known as the Fool’s Gate.

While the hard-trained 1126th prided themselves on being able to take any 
objective, they could not hope to capture the facility without heavy armor support. In 
order to rendezvous with the 1126th, tractors from the 314th squadron must wrestle their 
way up miles of enemy roads to reach the Azartai Works.

Operation Long Barrel
Includes the following Missions:

Clear the Path
SOA – Crusaders make a small raid on the Fool’s Gate checkpoint in an attempt to 
remove an obstacle that could delay the Baeliog’s arrival at the assault on Azartai.

Swordstealer
TQW – A full Crusader assault on the Azartai Munitions Works. Due to the difficulty 
of reaching the facility, only a single Baeliog from the 314th will arrive to join the fight, 
and it might not make it in time.
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Caerten Hyrr’l sent a strike team of elite troopers to 
neutralize the Fool’s Gate checkpoint so that the Baeliogs 
of the 314th could roll through unimpeded.

Rhyfler Hyrm Banzl crawled through the undergrowth 
with his detail.

“Keep making that much noise, rhyfler, and this won’t 
be an ambush any more,” Ywdryl Pruun chided.

“Won’t be an ambush once the screaming starts, sir.”
“Well, we’d better get started soon. If those fellows see 

the 314th coming, there’s no point to our being here.” He checked 
to make sure Rhyfler Auk was listening. “Safeties off, grenades 
ready. On the count of three, gentlequar: One . . . Two . . . Three!”

Objectives
The Crusaders win if the Kryst are removed from the check-
point, and the Kryst must drive off the Crusaders.

Deployment
Run a road down the middle of the board, surrounded by 
thick forest. The Kryst player sets up a checkpoint at the 
center.

Kryst deploys first, within S of the checkpoint and 
road. Crusaders deploy within L of any single board edge, 
and start the game hidden.

Special Rules
Ambush – The Crusaders take the first turn. The Kryst 
HMG begins the game in overwatch mode, with its marker 
on the road at least 2 L away.

Operation Long Barrel
The outcome of this mission will affect the Crusaders’ 
deployment of its heavy tractor in the Swordstealer mission.

Crusader Forces
Yawdryl Idchyk Pruun, Rhyfler Hyrm Banzl, 
Rhyfler Naim Auk

Kryst Forces
Yawdryl, HMG Team, 3 Rhyflers with Angrodds

Operation Long Barrel: Clear the Path
SOA, Crusaders v. Kryst

Yawdryl 
Idchyk Pruun

Q2 Hero, Leader—Yawdryl, 
Brawler, Combat Fiend, Assault

C3 Bogen, Axe, Grenades

Rhyfler 
Hyrm, Banzl

Q3 Hero, Brawler, Running Blow, 
Assault

C3 Bogen, Axe, Grenades

Rhyfler 
Naim Auk

Q3 Hero, Brawler, Grenadier, 
Assault

C3 Bogen, Axe, Grenades
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Hyrr’l’s 1126th “Hellions” formed up in the woods outside 
the Azartai Munitions Works facility and awaited the 
arrival of elements of the 314th Armored. The tractors 
were delayed, and Hyrr’l needed tractor support to take his 
objective. He had posted a squirrel messenger to notify him 
the moment Baeliogs were sighted coming up the road.

He scanned the wire perimeter of the facility 
muttering, “Where are the damned crawlers.” Just then 
alarms began screaming from the compound.

No more waiting.

Objectives
With or without the aid of armored tractors, Hyrr’l’s 
Hellions must seize the Munitions Works. Their goal 
is to gain ground; the more units they have within 
the perimeter fence, the greater the chance that the 
Krysters will surrender.

The Kryst defenders must prevent Crusader 
forces from penetrating the facility.

Victory Conditions
Historically, Caerten Allysh surrendered the Azartai 
Works once “Dhorys” had smashed his heavy weapons, 
and still the owner of the facility forced the workers 
to die defending his property.

The game lasts seven turns. The Kryst surrender 
at the end of any turn if there are more unbroken 
Crusader units within the perimeter than there are 
total Kryst units. Otherwise, victory points are scored 
normally for casualties. Crusaders gain 3 points for 
each unit they have within the Kryst perimeter, and 
Kryst gain 3 points per Crusader unit outside the 
perimeter.

Deployment
The Krysters deploy their HMGs and Light Tractor 
first, then the Crusaders deploy all infantry, and 
finally The Krysters deploy their military infantry, 
keeping the factory workers in reserve. As defenders, 
the Krysters should set up in fortified positions.

Kryst units must deploy behind the wire 
perimeter, at least 12” from either table end.

Consult the Special Rules to determine when 
the Baeliog is deployed.

Special Rules
Perimeter Wire – The perimeter fence is barbed wire, 
and can be fired through without penalty. Its only 
effect is on infantry movement. Infantry units must 
stop at the fence and spend a utility action to cut the 
wire. Wriggling through the wire slows movement to 
half. Tractors (naturally) roll right through the wire, 
and leave a gap that does not slow infantry.
Factory Workers – When the Crusaders entered the 
compound, the workers took arms and defended their 
jobs.

At the beginning of Turn 3, The Krysters 
deploy a squad of 12 factory worker Militia, armed 
with bolt-action rifles, adjacent to any building. Add 1 
to any suppression this unit receives.

Operation Long Barrel: Swordstealer
TQW, Crusaders v. Kryst
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Operation: Long Barrel
The Delay at Fool’s Gate – By the time they reached 
the Fool’s Gate, the 314th had been whittled down 
to a single tractor, “a great lumbering wreck named 
Dhorys,” according to Hyrr’l.

If the Crusaders won Clear the Path, then the 
Baeliog deploys on the road at the beginning of the 
game, and players roll dice to determine the order of 
marker placement.

If Kryst won Clear the Path, then the Kryst 
player chooses the order of marker placement, and 
enjoys the Controlled Stack rule for every turn the 
Baeliog is delayed. The Baeliog will not deploy for 
Turn 1. Before turn 2, the Crusader player rolls a die: 
On a 3 or higher, the Baeliog deploys this turn, but 
only gets one card instead of three, having spent the 
others to move into play. If the die roll fails, the 
Baeliog will enter play normally on Turn 3.

Crusader Forces
1126th Assault Company C, “Hyrr’l’s Hellions”
Command Squad
Standard Infantry Section
Elite Pathfinder Infantry Section
Weapon Squad
Baeliog 314A3, “Dhorys”

Kryst Forces
Infantry Section
2 x HMG Team 
Light Tractor
Factory Worker Militia Squad
(in reserve, see Special Rules)
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If you did not play Clear the Path, then players 
roll dice to determine a winner of that scenario and 
follow accordingly.



THE WEEK IN GREEN

DESERTER OR SPY?

VYS’KA – CANOLYD 4 – A Coftyran 
rhyfler captured behind Crusader 
lines claims to be a lost member 
of 218 Toulmore Marines who 
escaped by disguising himself 
in an enemy uniform. He is 
currently under investigation 
for multiple offenses. As a 
precaution, HQ now requires 
detailed prisoner interviews 
before battlefield executions.

COMMUNICATIONS UPDATE
Personal letters are for the 
addressee only. Letters to deceased 
rhyflers should be returned UNOPENED 
with the rhyfler’s remains via 
the Charitable Brothers. Letters 
to deceased officers should be 
forwarded to HQ, also unopened.

PRISONER EXCHANGE

ALV – GAERWYS 18 – Rhyflers of 
the 138 Feargach were returned 
to their catrawd last Fyfday 
after 9 months in a Coftyran 
prison camp. 28 Crusaders were 
exchanged for a single Coftyran 
officer. The rhyflers were all 
found to be in good health and 
reasonable spirits. One rhyfler 
wept upon his return to the 
138th, but claimed it was because 
of the food.

NEW GENERAL ORDERS

#713.4a: Rhyflers may not 
insert cigars, wine corks, or 
other objects into the barrels 
of their rifles to keep the mud 
out. (6.22.72)

#822.11.3: Daily oral hygiene 
is now mandatory. (6.19.72)



Blood on The Wall

Daring and Desperate Attempts 
to Make an Example of Coftyr



Blood on the 
Wall

46

The Last Day of Storms
The Crusade had bogged down in 1771. Any gains were balanced by losses, and their 
royalist enemies had fought them to a standstill. Rhyflers on all fronts were dying like 
berries flung at a wall, which is a carefully selected metaphor.

There was a reason their enemies were called holdouts. Most of them were 
waiting for the Crusade to run out of steam. As long as nations believed they could 
withstand the Crusade, they would continue to resist. Alykinder needed to strike a 
demoralizing blow to all his enemies that would prove the futility of their resistance.

He needed a symbolic victory.
No kingdom stood more prominently against the Crusade than Coftyr. They 

proudly held more of their own land than any other nation, mostly due to The Wall, 
from which they shouted their defiance loudest of all. Their voices carried far; heard 
loudest in Creevin, and echoing to the ends of Alwyd. Coftyr was foremost among the 
holdout nations, a symbol of defiance.

Coftyr would make the perfect example.
On the last day of the year, while quar throughout Alwyd 

visited their ancestral shrines, Alykinder summoned his closest 
advisers and highest officers to his side.

He told them of a new agenda in the coming year regarding 
Coftyr. A shift in priorities from traditional conquest toward propaganda 
warfare. The goal in this new war was not to defeat Coftyr, but to disgrace 
them. Breach their precious wall, he reasoned, and Coftyr’s national symbol 
would become their global humiliation.

Available resources could better handle the smaller goal 
of a wall breach than conquering the whole kingdom, and all new 
resources would be poured into the effort. Toulmore, the most 
bloodthisty member of the Crusade, would be exploited for their 
enthusiasm. Alykinder ordered that they be used to the limit of 
their potential in his new campaign. They could claim righteous 
victory over their oppressors to sweeten the tale he would tell 
Alwyd.

“We will crack Coftyr’s shell, gentlequar, so that the world 
will watch her bleed. And watch they will, while we spin a tale to 
make them weep for the end of kingdoms. Attrition has failed, due 
in no small part to Coftyran pride. We must break our enemies’ 
spirit or the Long War will never end.”
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Alykinder’s desperation bespoke itself in the choice of operations he approved 
for his Coftyr agenda. Tactics previously considered unseemly were chosen over traditional 
rules of engagement. Alykinder placed results before honor, pushing the practice of 
war to strain the Laws of Ehn’k’du.

The door groaned open slowly, as if it was tired. Light spilled into the dim study, 
making Myrtle squint at the hunch-shouldered silhouette framed in the glare.

The figure entered wearily, as if a weight bore him down – not a burden, but a weight, 
as if his very bones had turned to lead. He spared Myrtle but a halfhearted glance. It seemed all 
he could do to even raise his snout as he slogged toward the liquor cabinet.

Myrtle marked his place in his book and straightened up in his chair, preparing his 
attention for the officer across the room that wilted over a glass as he filled it. Something 
interesting was about to happen; he’d never seen his nephew look so tired, or so old. Myrtle 
rested his chin on his steepled fingers and listened.

After his second refill, Umber spoke.
“I have come from the presence of The Quar himself.”
“You have not,” Myrtle teased. “You’re nothing but a messenger, a glorified errand boy.”
“Yes, Uncle, and your military career was so distinguished.”
“Tell me then,” Myrtle asked more kindly, “what brought you to his chambers?”
“My duties. As a messenger.” Umber stared through his glass at the floor. “Alykinder 

says ‘we change the world, and it changes in response.’ He says that time is pushing us, when 
we should push time. Our science moves too slowly, it is time to rebuild our thinking like he 
rebuilt Tok. He says it is time for new strategies, new technologies. Time to push the propaganda 
war. To try desperate new tactics we’d never before dared, to further the Crusade.”

Myrtle whispered, “All this he said to a messenger.”
Umber pointed to the newly-minted gold on his collar. “One with an important message.”
Pride and jealously mingled in Myrtle’s chest, “Then what burdens you so?”
“My message, Uncle.”
“What is that message, lad?”
“Blood.” He downed his drink. “Blood for Coftyr.”
Myrtle scoffed, “And this is new?”
Umber glared at him. “Uncle, the next year in Coftyr will kill as many quar as the 

whole campaign thus far.”
Myrtle blanched. “Pass me that bottle.”

Blood on the Wall includes missions and operations during Alykinder’s 1772 push to breach 
the Coftyran Wall. History recorded the success of Alykinder’s campaign. A history book 
will tell the dry tale of how the wall was breached. Players might prefer to play through the 
operations in this section of the book and write their own history.
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The 715th Infantry’s advance on Parch was stopped short 
by the infamous Wall of Thunder, a concentrated line of 
long-range artillery. Syrnol Gufyy sent a company of elites 
to punch a hole in that wall, but their krates were shot 
down by RCFS interceptors. The status of the mission was 
a mystery – the elite units were reduced and isolated – and 
Gufyy had to react quickly...

“We found the objective, Sir,” Yawdryl K’mtyn saluted, 
“We... also found the wreckage of krate three, Sir.”

Caerten Wyk Styrdn stared at the sky while he considered 
his predicament. He wished the day had been cloudier.

“Half strength to take our objective,” he sighed at the 
clouds. “We will have to be swift and quiet. Scavenge whatever 
ammunition you can from number three and rearrange the fire 
teams.”

Objectives
The Crusader elites must complete their mission to destroy 
the artillery emplacement, using stealth to approach their 
distracted enemy. They have no way of anticipating the 
effect of their thunderously approaching rescuers.

Victory Conditions
Victory hinges upon the three artillery cannons. If the 
Crusaders destroy all three cannons, they win unconditionally. 
After two cannons have been destroyed, either side may 
end the battle by moving their Caerten off the table. Each 
destroyed cannon is worth 20 victory points.

Deployment
The Coftyrans deploy first, placing three artillery cannons 
and their gun crews within the trenches. The HMG may be 
deployed either in the trenches or in the boxed area 
opposite. (Which is historically accurate.)

Crusaders deploy infantry units at one end. The 
cavalry wedge is held in reserve until Turn 2 or 3. (See 
Special Rules.)

The Crusaders use the controlled stack rule for the 
entire game.

Special Rules
Adapting to Circumstances – All units are independent 
units. Units may only Combine or Hold Activations if they 
are within command range of their Caerten.
Gun Crews – Each Coftyran Gun Crew is a standard 10-
quar squad. The Command Crew is a standard squad with 
a Caerten and Messenger attached.
Stealthy Approach – Because they are occupied shelling 
the 715th, the Coftyran gun crews may not take actions 
until after the Crusaders attack. The HMG crew ignores this 
restriction, but must start with its cone pointed squarely 
across the table, requiring a Swing action on Turn 1. If the 
first Crusader attack is an assault, nobody has the lead.
Spiking the Guns – The artillery cannons can only be 
destroyed using satchel charges. It requires 1 utility action 
to plant a charge, and squads may not attack on the same 
turn they spike a gun. The squad must be adjacent to the 
cannon, and no enemies may be within assault range. The 
satchel charge will detonate at the start of the End phase, 
destroying the cannon and causing a 3” blast of 2/1 dice per 
rhyfler. Each elite squad is equipped with one satchel charge.
Crusader Specialists – Caerten Styrdn is deployed attached 
to any elite squad in his force. The Sapper is also attached 
to any elite squad; that squad gains an additional satchel 
charge.
The Command Station – If the Coftyran Caerten is 
eliminated in an Assault, then the Crusaders have 
recovered a map of the Wall of Thunder, worth 10 
victory points.
Tall Grass – The middle of the table is covered with 
shoulder-high grass. See Rules Reference.
In the Nick of Time? – Syrnol Gufyy has sent a cavalry 
squad to rescue the downed troopers. They may enter play 
in either turn 2 or 3. If they enter in turn 2, they may do so 
only on the Crusader’s last card. Since cavalry are loud and 
highly visible, the Coftyran gun crews may freely attack 
them at any time, but must still ignore infantry if the 
Crusaders haven’t attacked yet.

Drowning Out the Thunder
TQW, Crusaders v. Coftyrans
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Scavenging – Although their numbers are severely reduced, 
the Crusaders have recovered some equipment from the 
wreckage of their krates. Before deployment consult the 
Scavenging table.

Crusader Forces
Elements of the 715th Wycklo Infantry
Caerten W. Styrdn
Sapper
Sniper
Elite Pathfinder Squad “A”
Elite Sharpshooter Squad “B”
Elite Brawler Squad “C”
Cavalry Squad (in reserve)

Coftyran Forces
HMG
2 x Gun Crew
Gun Command Crew
(See Special Rules)

Scavenging Result

6 / 6 Add a mortar team to your force, and attach an 
H-11a team to one of your squads.

6 / 2-5 Add a mortar team to your force.

6 / 1 Add a mortar team to your force, your opponent 
gains a Sniper.

2-5 / 2-5 Attach an H-11a team to one of your squads.
1 / 2-5 No additional units.
1 / 1 Remove the Sapper from your force.
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This Is Mine Now
TQW, Crusaders v. Coftyrans

As part of the advance along the approach to Gate 15, 
Crusade Strategic Command decided to set up a Forward 
Command Post near the front lines, safely removed from 
the heat of battle. The village of Yl-Pylos provided the 
perfect location for that.

The 144th Armored Infantry, Rabid Squadron, 
has been ordered to clear the tiny village.  A minimal force 
under the command of Is-Caerten Flyp Whylsun is closing 
on the village now, expecting their lone Baeliog to scare 
away any resistance.

What they don’t know is that the villagers have 
banded together with local infantry to defend their homes....

Objectives
The Crusaders’ ultimate goal is to take and occupy 
the village intact. Therefore, their primary interest lies 
in forcing the Coftyrans out with as little collateral 
damage as possible.

The Coftyrans’ goal is to drive the Crusaders off.

Victory Conditions
This mission lasts until one of two conditions is met:

If the Baeliog is destroyed, the Crusaders will 
be driven back from the village, resulting in unconditional 
victory for the Coftyrans. Remember that the Crusader 
CO is in the tractor.

If more than two squads’ worth of Coftyran 
units are Pushed Back out of the village, they have 
been routed, resulting in unconditional victory for the 
Crusaders.

Deployment
The village of Yl-Pylos has specific setup conditions. 
See Special Rules.

The Crusader player deploys first, anywhere 
on his half of the board. The Coftyran player then 
deploys his units in or on the buildings of Yl-Pylos. 
Rhyfler Squads on either side may be split into fire 
teams.

Special Rules
Village Buildings – See Rules Reference for special 
rules regarding buildings. When setting up Yl-Pylos, 
use 8-10 buildings, with at least 2 multi-storey buildings; 
this allows twice as many places to hide as there are 
defending units. The outermost buildings in the 
village must be at least 8” from the edge of the table.
Village Residents – The Coftyran Civilian Squad is 
comprised of 8 models armed with bolt-action rifles. 
For Assault purposes, half the squad will also have 
knives. This squad may not be split into fire teams.
Home Town Guerillas – The Coftyrans have a 
distinct advantage moving around their village. For 
the basic cost of one fast-move, they can rapidly 
reposition in a neighboring building. The buildings 
must be less than 8” apart, and units must allow for 
opportunity fire halfway through their movement. 
If they have moved 6” or less, set them up ready to 
fire on the ground floor of the building. If not, place 
them in a base-to-base cluster in the center of the 
ground floor. The HMG team cannot use this rule.
Coftyran Command Range within the village is 18”.
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Coftyrans Pushed Back – Because they are defending 
their homes, the Coftyrans have nowhere to retreat. Any 
Coftyrans that  fall back must do so in the direction of 
the nearest board edge. Units in or on buildings who fall 
back must be placed in base contact with the exterior of 
the building before they move. Coftyrans that reach the 
table edge are taken out of play.
The Approach – On the first turn, give the Coftyran 
player card 1; then the Crusader player uses the 
Controlled Stack rule for this turn.
The Encounter – On the second turn, the players roll 
two dice for initiative. The winner decides who places 
markers first for the rest of the game. If the winner 
rolls double-six, he uses the Controlled Stack rule for 
the rest of the game. If the loser rolls snake-eyes, he 
loses one card for the rest of the game.

Crusader Forces
IC F. Whylsun, Commanding
Baeliog 144A3, “Thumper” 
Standard Infantry Squad with attached H-11a Team

Coftyran Forces
Infantry Squad with attached Is-Caerten 

Infantry Fire Team: 
Yawdryl, Rhyfler with Cryfen, 
3 x Rhyfler with Harlech

HMG

Civilian Squad
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In 1772, Crusader plans for political assassination evolved in to plans for political 
abduction, inspired by the Upper Barroese martial tradition of maiming an enemy 
to live on in ignominy. Special Branch had a long-standing plan to assassinate 
Cyran Kur-Wyllych, the Coftyran Prince-General in command of the Home Guard 
and Royal Guardian of The Wall. Upon receiving news he would take a spring 
holiday, they updated these dusty plans to suit their new propaganda endeavors. 
Instead of killing Kur-Wyllych, they would abduct him, extract his every military 
secret through interrogation, then publicly ransom him back to the crown. With 
barely three days to complete their plan, there was only one division that could 
pull it off: Force Gwyliau.

“All aerocraft have limited fuel capacity, Sir,” Fydrech explained. “The lighter the 
craft, the shorter the dead point.”

“Pretend I know nothing of aerocraft, Milwer; it is not far from the truth anyway. I am 
but a humble servant of Special Branch, not some daring barn-stormer. What is the ‘dead point’?”

“Sorry, sir.” Fydrech took a moment to gather his patience. His search for detailed 
maps of Collysh had led him to the office of Cartographic Information Officer Syfn L’baed, a 
quar who managed to be both arrogantly officious and irresistibly charming at the same time. 
“The dead point is the farthest point an aerocraft can travel and still have fuel to return home. 
And... I’m no barn-stormer, Sir, I’m just a humble mechanic.”

“A humble mechanic involved in planning operations?”
“New day, new war, Sir. I’m a specialist in the aerocraft on this mission, and we’re 

facing a logistical problem. We’ll be flying two giros into Collysh. They can make it to the objective 
easy enough, but it’s way past the dead point, and they still have to make a second objective 
further on. We need a place to set down, refuel and maintain, preferably away from the coast.”

“Hm, Collysh’s only airfield is right on the coast...” L’baed began retrieving a map of 
the peninsula.

“Oh, we don’t need an airstrip, sir. These giros can land on a mhudd pitch.”

O
p
e
r
a
t
io

n
 G

e
ta

w
a
y

From: CSHQ
To: Cmdr, Force Gwyliau
13 DAEL, 15:20h

- - - CONFIDENTIAL - - -

ORDERS: Assemble Elite Strike Team for Operation Getaway. Primary 
Target scheduled to arrive at destination on 16 Dael.

CWS Ancestor’s Hope will anchor offshore for wireless relay and 
retrieval of Target to SBSHQ for interrogation.

Use rapid aerial penetration and extraction to deliver Target to 
Ancestor’s Hope. Use of auto-giro is authorized.
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L’baed unrolled the map. “ I take it you wish to avoid the shipyards?”
Fydrech nodded. “Any populated area. Secrecy is critical. Secrecy and speed.”
“Then let me suggest a route for you, my friend...”

With the help of Special Branch, the 201st Air Squadron planned a route from Toulmore 
to the farthest corner of Coftyr. Schedule and fuel allowed for only a direct route over 
Coftyr, but the auto-giros of the 201st flew a mayfly’s path, dodging population centers, 
military bases, and the patrol ranges of airfields. The aerocraft, designed to carry 
twelve, each carried eight quar to make room for extra fuel.

A staging area was established near Kur-Wyllych’s estate and reconnaissance 
teams were dispatched. The plan held right until the morning they were scheduled to 
strike.

Caerten Rheyde warmed a 
cup of chaife over a hand torch from 
Fydrech’s toolkit. They couldn’t risk 
a cook fire at the staging area, but 
Rheyde could not stand waking up to 
cold chaife. He touched the transcript 
from CSS Ancestor’s Hope to the 
torch flame and watched as that most 
hated word was consumed: Improvise. 
In military context that word had one 
meaning: We cocked up; you’re on 
your own. 

“Well, it’s happened,” he mumbled calmly to the midnight sky.
Messenger Smyndryk was confused. “What’s happened, Sir?”
“The worst. The worst thing possible has happened to our mission.” He took a breath, 

brightening. “Now we can proceed without fear.” He sipped the chaife and scalded his lips on 
the cup, even though the bitter drink was still cold.

“But today’s the sixteenth, sir. Day zero. What do we do?”
“You know damn well what we do, Smyndryk. We improvise.”

Caerten Rheyde proved his gift for improvisation when he completed Operation 
Getaway. Undaunted by the loss of the ship meant to get him home with his prisoner, 
Rheyde proceeded with the abduction. His strike team suffered heavy losses escaping 
with the Prince-General. They were ultimately reduced to half strength, stuffed aboard 
a single giro and cut off from their refueling station. Rheyde turned the auto-giro north 
toward Arnyara.

Halfway across the bay, they ran out of fuel and made an emergency landing 
on the deck of a Coftyran supply ship, HMS Blue Sky. The Blue Sky was easily overtaken 
and sailed to safety, and Prince-General Kur-Wyllych was delivered only three days 
behind schedule.

From: CWS Ancestor’s Hope
To: Cmdr, Strike Team Gwyliau
16 DAEL, 0:15h

New orders received. Ancestor’s Hope diverted to 
Elghmore blockade duty.

We will not make the rendezvous. You must improvise.

We will maintain wireless relay for as long as we can.
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Strike Team Gwyliau
Hand-picked elites chosen from troopers with the most jump experience, the members of Strike Team 
Gwyliau were the first quar to travel long-distance on the outside of an aerocraft. Naturally, they had 
warm clothing and safety harnesses, but parachute packs were deemed too bulky for external travel.
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Caerten 
Dwaer Rheyde

Q2 Leader-Caerten, Hero, Elite, 
Steady Under Fire, Fearless

C3 Shotgun, 2 grenades, smoke 
grenade

Milwer 
Daena Blach

Q2 Leader-Yawdryl, Hero, Sniper, 
Stealth, Elite

C3 Afir TK3, Pistol, knife, Gh’lyy 
suit

Rhyfler 
Hurd Cruk’r

Q3 Hero, Stealth, Spotter, Elite

C2 Bogen, binoculars, Gh’lyy suit, 
radio

Yawdryl Q3 Leader-Yawdryl, Elite

C2 Bogen, 2 grenades, smoke grenade

Specialist Q3 Elite, Assault

C2 Ryshi, 2 grenades, smoke grenade

Rhyfler Q3 Elite, Assault

C2 Bogen, 2 grenades, smoke grenade

Grenadier Q3 Elite, Assault

C2 Bogen, 2 grenades, smoke grenade

Sniper Q3 Stealth, Elite

C2 Afir TK3, Pistol, knife, Gh’lyy suit

Grenadier Q3 Spotter, Stealth, Elite

C2 Bogen, binoculars, Gh’lyy suit

Faedyg Q3 Faedyg (Medic), Elite

C2 Bogen, Aid kit

Strike Team Heroes

Strike Team Rhyflers

Spotters – When group ordered, Spotters can call 
targets for their Sniper teammates. If activated 
before the sniper, the spotter may spend its 
activation to add +1 to an aimed shot by the 
sniper.
Gh’lyy Suits – Strike Team Snipers and Spotters 
wear gh’lyy suits. Enemy models have 1 worse 
Quality when attempting to detect (spot) them. 
Gh’lyy suits count as camouflage. (See Rules 
Reference)
Aid Kits – Once per game, a Faedyg with an aid 
kit may reroll an attempt to revive a model. After 
using the aid kit, further revival attempts are 
made at Quality 4.



55
Blood on the 

Wall

Operation Getaway
Includes the following missions:

Layover
SOA – In order to have a staging point during their operation, Crusaders attempt to 
capture a remote Coftyran outpost.

Surveillance
SOA – Crusader snipers sneak into position to watch Kur-Wyllych’s estate in preparation 
for the abduction.

Kitnapping
SOA – The Crusaders attempt the bold snatch of an enemy from his home.

Aerocraft Down
SOA – The Crusaders are forced down by Coftyran interceptors and must fight their 
way out with their captive.

Hunt in the Woods
SOA – Having lost their air transport, Crusaders must attempt to escape on foot with 
their captive.
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Operation Getaway: Layover
SOA, Crusaders v. Coftyrans
Strike Team Gwyliau chose two staging areas within 
thirty minutes’ flight of the Prince-General’s estate. 
Their favored choice was a small, unimportant 
outpost on an obsolete rail line. They chose a cautious 
plan to take the outpost: Giro One would land and 
attack while Giro Two circled to await developments.

Objectives
The Crusaders must eliminate the Coftyrans stationed 
at the outpost so they can take it over.

The Coftyrans must drive off the Crusaders.

Deployment
The Coftyran player places the fuel and ammunition 
caches within one half of the board, at least 2 M from 
any edge.

Coftryan models deploy first, within that 
same half of the board.

The Crusader player deploys a 4” marker 
for the auto-giro within M of the opposite edge, and 
deploys the pilot and gunner aboard (on the marker). 
His other models must deploy within M of the 
aerocraft.

Special Rules
Covered Retreat – If the Crusader forces are reduced 
to half strength, then Giro Two will perform a strafing 
run. Players make opposed die rolls. The winner 
picks an entry corner for the auto-giro. Its flight path 
is a straight line to the opposite corner. At any point 
along that line, the auto-giro may make an attack 
with its mounted H-11a. Due to speed and altitude, 
this attack may not be aimed and counts as one range 
stick farther for calculating modifiers (for example, 2 
sticks become 3).

Big Gun, Big Target – While on the ground Giro 
One’s mounted H-11a has the Stable ability.

The aerocrew are attacked separately from 
their auto-giro. The hull provides hard cover while 
they remain aboard. If the gunner is killed, the pilot 
will dust off. After the Crusader player’s next turn, 
the aerocraft’s marker is removed. If the pilot is killed, 
the auto-giro cannot escape.

Although the auto-giro has two crew aboard, 
it has a Crew Rating of 3. For determining damage 
location, 1 – 4 is Hull and 5 – 6 is Engine. Both areas 
have armor +2. The condition of this aerocraft is 
important to future missions.

Lucky Break – There are drums of fuel and crates of 
ammunition at the depot. Both caches are explosive, and 
will detonate if hit by bullet, grenade or bytt’lbom. If 
a rhyfler’s weapon malfunctions while firing at a 
target within S of one of the caches, his missed shot 
hit the cache. Caches detonate using the rules for 
satchel charges.

Out of boredom more than necessity, the 
Coftyrans have made 1d6 bytt’lboms. Each rhyfler 
may carry only one.

Operation Getaway
The outcome of this mission affects the Kitnapping, 
Aerocraft Down, and Hunt in the Woods missions. In 
order to proceed according to plan, the Crusaders 
need this staging location.

Auto-giro Damage Table
Attacker Beats Defender Roll a die: on 5 or 6, Crew Rattled

Attacker Doubles Defender Engine Damaged / Hull Damaged

Attacker Triples Defender Engine Destroyed / Hull Damaged
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Crusader Forces
Aboard aerocraft:
Pilot (Aerocrew) 
Veteran LMG Gunner

On the ground:
Strike Team Yawdryl 
2 x Strike Team Specialist 
Strike Team Rhyfler 
Strike Team Grenadier

Coftyran Forces
Veteran Yawdryl
Scrapper
4 x Veteran Rhyfler with Harlech
2 x  Recruit
2 x Eager Recruit

Eager Recruit Q4 Green, Eager

C2 Harlech

Coftyran Recruit Q4 Green

C2 Harlech

Coftyran Scrapper Q3 Volley, Slippery

C2 Cryfen
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The first step in Operation Getaway was to establish 
surveillance of the Prince-General’s estate. Sniper teams in 
gh’lyy suits were sent to nest themselves in observation 
positions and provide real-time intelligence via wireless 
radio.

Objectives
The Crusaders must reach and take observation 
positions without being detected.

The Coftyrans must try to detect and eliminate 
the snipers before they dig in.

Victory Conditions
Points for enemy kills are scored normally.

The Crusaders score double points for each 
friendly model alive and in position at the end of 
game. (See Special Rules)

Deployment
Place a large estate house within L of one corner of 
the board. The surrounding area should be thick with 
cover.

Coftyr deploys the HMG team first, within 
S of the estate house; they may also deploy atop the 
house. The remaining Coftyran units deploy within 
the estate quarter of the board. Before deploying these 
units, roll a die. A roll of 5 or 6 indicates a model must 
be deployed inside the estate house.

Crusader models deploy last, within L of the 
corner opposite the estate. They start the game hidden.

The Crusaders take the first turn.

Special Rules
Professionals – The two-quar Crusader Sniper Teams 
may be group ordered.
Observation Positions – The Sniper Teams’ observation 
positions are within L of the two non-deployment 
corners. Once sniper teams enter these areas they 
must remain stealthy, immobile, and within S of 
their teammate to qualify as In Position. The game 
ends when the Crusader player begins his turn 
with all surviving models In Position and undetected 
by the enemy.
Detection and Alarm – If a Coftyran model spots a 
stealthy Crusader model, it may alert other Coftyrans 
of the Crusader’s position. In order to do so, the 
spotting model must be within S of the estate house 
and spend one action to raise the alarm. Coftyran 
models within S of the spotting model will also spot 
the Crusader.

Operation Getaway
The outcome of this mission directly affects the 
Kitnapping mission. With spies in position, the Crusader 
strike team will know the routine of the estate guards 
and the exact moment of the Prince-General’s arrival. 
Without them, the strike team won’t even know when 
to leave the staging area.

Operation Getaway: Surveillance
SOA, Crusaders v. Coftyrans
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Crusader Forces
Sniper Team One:
Milwer Daena Blach
Strike Team Spotter

Sniper Team Two:
Strike Team Sniper 
Spotter Hurd Cruk’r

Coftyran Forces
HMG Team
Yawdryl
2 x Rhyfler with Harlech
2 x Rhyfler with Cryfen
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The last-minute loss of Strike Team Gwyliau’s naval support was 
a miracle of military bureaucracy. Caerten Rheyde’s strike team 
found themselves stranded in the middle of a time-critical mission 
deep inside enemy territory with no means of escape. Rheyde 
decided to proceed according to plan: First they would get Kur-
Wyllych. Then they would improvise.

Objectives
The Crusaders must capture and abduct Kur-Wyllych. 
Failure is not an option. Kur-Wyllych’s royal guards must 
prevent his abduction.

Victory Conditions
This game is played until Kur-Wyllych is removed from the 
board, either as a captive or a corpse.

The Crusaders win if they successfully lead Kur-
Wyllych off the board alive.

The Coftyrans win if they eliminate the Crusaders 
and Kur-Wyllych survives.

If Kur-Wyllych dies, everybody loses. There is no 
glory in such an outcome, only shame.

Deployment
The estate house is set up in the center of the board for this 
game.

Coftyran Guards deploy first, within S of the 
house, according to the Special Rules. Crusader units deploy 
second, according to the Special Rules. The Coftyran Entourage 
deploys last, according to the Special Rules.

The Crusaders take the first turn.

Special Rules
Strike Team Gwyliau – The auto-giros and their crews are 
played according to the special rules in Layover. Giro 
Two is deployed within M of any corner of the board, and 
the squad is deployed within S of the giro No auto-giro will 
leave the battle without Kur-Wyllych aboard.

Kur-Wyllych’s Entourage – The Prince-General travels with 
a small entourage. They must deploy within 2 base widths 
of Kur-Wyllych, and may never stray beyond 1 S of him. 
Any entourage models that are beyond S from Kur-Wyllych 
may only take move actions until they are within S of Kur-
Wyllych, and Kur-Wyllych will not move if his entourage is 
not coherent.
The Guards – The Coftyran Guards are deployed in the 
same manner as Surveillance: The HMG team may deploy 
atop the house, and the Coftyran player rolls a die to determine 
if any models deploy inside the house. This die roll may be 
modified by the outcome of Surveillance. See below.
Abduction – Once Crusader models have subdued and 
captured Kur-Wyllych they must still spirit him off the 
board. They may attempt to escape according to plan using 
an auto-giro. Once models are aboard the giro, the Pilot 
must spend two actions to dust off. If plans go awry, the 
Crusaders can still take Kur-Wyllych off the board on foot. 
The means by which Kur-Wyllych is abducted affects future 
missions. See below.

Crusader Forces
Aboard Aerocraft:
1-2 x Pilot, 1-2 x Veteran LMG Gunner
On the Ground:
Caetren Dwaer Rheyde, Strike Team Medic, 
Strike Team Specialist, Strike Team Grenadier, 
2-3 x Strike Team Rhyfler, Sniper (See Special Rules)

Coftyran Forces
The Entourage:
Syrnol Cyran Kur-Wyllych, Veteran Rhyfler with Cryfen, 
“Companion,” Page Kit
The Guards:
HMG Team (5 Rhyflers), Yawdryl, 2 x Rhyfler with Harlech, 
Rhyfler with Cryfen

Operation Getaway: Kitnapping
SOA, Crusaders v. Coftyrans

If you are not playing this mission as part of Operation: Getaway, 
then the Crusaders only have Giro Two, there is no sniper, and 
Kur-Wyllych’s entourage deploys outside the house. Kur-Wyllych is 
worth 15 victory points to whoever controls him at the end of game. If he 
is killed, the player who killed him loses 15 points.
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Operation Getaway
Deployment in this mission is affected by the outcome of 
the Layover and Surveillance missions.

If any snipers survived Surveillance, the Crusaders 
add one sniper to their force for this mission. The sniper 
deploys hidden, within L of any unoccupied corner.

If Giro One survived Layover undamaged, it is 
added to the Crusader force, along with its crew and one 
additional Strike Team Rhyfler. Giro One is deployed within 
M of any unoccupied corner. The rhyfler is deployed within 
S of Giro One. 

The critical timing of this mission is dependent 
upon good intelligence. If any Spotters survived Surveillance, 
then the Crusaders’ timing is perfect. The Crusader player 
determines where Kur-Wyllych’s entourage deploys, and 
the Coftyran player adds 1 to every die roll when deploying 
guards. The entourage may be deployed anywhere on the 
board at least L away from any Crusader units.

If no spotters survived Surveillance, then the 
Crusaders have missed their opportunity, and the entourage 
is deployed inside the house.

The outcome of this mission determines the path 
for the rest of Operation: Getaway. If the Crusaders abduct 
Kur-Wyllych via auto-giro, proceed to Aerocraft Down. If 
they abduct him on foot, proceed to Hunt in the Woods.

If Kur-Wyllych is killed or the Crusaders are 
eliminated, the operation is a failure and ends here.

Character Profiles

Pagekit Q2 Slippery

C1 Knife

“Companion” Q4 Brawler, Fanatic, Slippery, Eager

C1 Pistol, Knife

Syrnol 
Kur-Wyllych

Q4 Leader-Syrnol, Green

C2 Pistol, Sword
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Within minutes of departure, Strike Team Gwyliau was 
pursued by RCFS interceptors. The auto-giro carrying 
Kur-Wyllych was forced down by enemy fire far short of 
the staging area. Units of the Coftyran Home Guard were 
dispatched to recapture the Prince-General.

Objectives
The Crusaders are still trying to accomplish their 
mission. They must leave the board with Kur-Wyllych 
alive. Their escape options are determined by the 
outcome of the Kitnapping mission.

The Coftyrans must prevent the Crusaders 
from succeeding by recovering Kur-Wyllych (alive).

Victory Conditions
The Crusaders win if they successfully lead Kur-Wyllych 
off the board alive. (See Special Rules)

The Coftyrans win if they eliminate the 
Crusaders and Kur-Wyllych survives.

If Kur-Wyllych dies, both sides lose.

Deployment
Deployment in this mission is determined by the 
outcome of Kitnapping. (See Special Rules)

The Crusader player deploys his downed 
auto-giro first, within M of the center of the board. 
Infantry models deploy aboard the aerocraft.

The Coftyran player deploys his models 
within M of one board edge. Coftyran models must 
be deployed within M of a friendly model.

Players roll two dice each to determine who 
takes the first turn. If doubles are rolled, only count 
one die for the result.

Special Rules
We Got the Jump on ‘Em – Before play begins, the 
first player rolls another die. The result indicates the 
number of models that may be moved 1 S before 
taking the first turn.

Strike Team Gwyliau – Auto-giros and crews are 
played according to the special rules in Layover.

Before deployment, the Crusader player rolls 
2 dice. For each 6 rolled, remove one aerocrew model 
from the downed giro. The downed giro is 
immobilized and may not take off again.

If both auto-giros survived Kitnapping able to 
fly, then the second auto-giro will provide rescue for 
this mission. It may land on the board any Crusader 
turn except the first. Landing requires two actions 
from the Pilot, and the craft lands within L of one 
corner. The rescue auto-giro may take off again (see 
Kitnapping) once Kur-Wyllych is aboard.

Interceptor – The Aewil Interceptor that shot down 
the auto-giro is circling overhead. Once per game, 
the Aewil may make a strafing run. This requires two 
actions from the Pilot, whose Quality score is 3. The 
Coftyran player selects an edge of the board for the 
Aewil to enter. Players roll opposed dice to determine 
who picks which edge it exits. The Aewil flies along a 
line drawn between points anywhere on those edges. 
Any model within 2 base widths of this line is subject 
to a CV 3 attack. Models may attempt a Quality check 
to dodge the strafing attack. If successful, move the 
model up to S away from the line and lay it prone. If 
not, lay it prone where it is and give the Aewil +1 to 
its attack.

If there are two auto-giros in this game, then 
the interceptor is too busy to interfere with ground action 
and may not strafe.

Operation Getaway: Aerocraft Down
SOA, Crusaders v. Coftyrans
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Operation Getaway
If Caerten Rheyde was killed in Kitnapping, he is 
replaced by a Strike Team Yawdryl.

If the Crusaders fly Kur-Wyllych off the 
board in an auto-giro, they have successfully 
completed Operation: Getaway. If they dragged 
him off the board on foot, proceed to Hunt in the Woods.

If Kur-Wyllych is killed or the Crusaders are 
eliminated, the operation is a failure and ends here.

Crusader Forces 
Aboard Aerocraft:
1-2 x Pilot, 1-2 x Veteran LMG Gunner
On the Ground:
Caetren Dwaer Rheyde, Strike Team Medic,
Strike Team Specialist, Strike Team Grenadier, 
2 x Strike Team Rhyfler, Syrnol Kur-Wyllych (captive)

Coftyran Forces 
Veteran Yawdryl, Veteran Rhyfler with Cryfen, 
4 x Veteran Rhyfler with Harlech
Rhyfler with Cryfen, 4 x Rhyfler with Harlech
Pilot (aerocrew)
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Without their aerocraft to escape with their captive, things 
went pear-shaped for Strike Team Gwyliau.

They fled into the woods, dragging the Prince-
General with them. It was not long before local troops had 
them spotted.

Objectives
Strike Team Gwyliau is stranded on foot and pinned 
down by enemies. Their only hope of escape is in 
driving off their hunters.

The Coftyrans must recover Kur-Wyllych by 
eliminating the Crusaders.

Victory Conditions
Victory in this mission is determined by elimination. 
Escape is not an option.

The Crusaders only win if they eliminate the 
Coftyrans and keep Kur-Wyllych alive. They may not 
leave the board.

The Coftyrans win if they eliminate the 
Crusaders and Kur-Wyllych survives.

If Kur-Wyllych dies, both sides lose.
Endgame conditions determine the outcome 

of Operation: Getaway. (See Special Rules)

Deployment
Deployment in this mission is affected by the 
outcome of Kitnapping. (See Special Rules.)

Coftyran models deploy first, within M of one 
board edge.

Crusader models deploy second, within L of 
one corner. They start the game hidden.

Special Rules
Coftyran Aerial support – An RCFS interceptor is flying 
a search pattern. If activated, it costs the pilot two 
actions to spot enemy models. The pilot rolls a quality 
check on two dice. Two successes indicates a hidden 
enemy model may be revealed. One success means 
the Coftyran’s next attack on a Crusader model may 
be aimed for free. Either way, the affected model is 
chosen by die roll: Players roll opposed dice and the 
winner picks the model. In case of a tie, the model 
is picked randomly. Kur-Wyllych is included in this 
rule.

Once per game, the interceptor may make a 
strafing run according to the rules in Aerocraft Down.

If any auto-giros survived previous missions 
able to fly, then the interceptor cannot make a strafing 
run, and may only roll one die when spotting enemy 
targets. See below.

Strike Team Gwyliau – The auto-giros and crew are 
played according to the special rules in Layover.

If any auto-giros survived previous missions 
able to fly, then the Crusaders have one for fire 
support in this mission. While in the air, the auto-
giro prevents an enemy strafing run. If the Crusader 
player chooses to land the auto-giro on the board 
(according to rules in Aerocraft Down) then its H-11a 
may be used, but it may not take off again. The RCFS 
interceptor is free to strafe while the auto-giro is on 
the ground. The auto-giro may not be used to strafe 
from the air; it is too busy covering the interceptor.

Operation Getaway: Hunt in the Woods
SOA, Crusaders v. Coftyrans

If you are not playing this mission as part 
of Operation: Getaway, then the Crusaders 
have no giro support.
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Operation Getaway
If Caerten Rheyde was killed in a previous mission, 
he is replaced by a Strike Team Yawdryl.

If Kur-Wyllych is killed or the Crusaders are 
eliminated, the operation is a failure and ends here.

If the Crusaders win and still have any auto-
giros able to fly, they have successfully completed 
Operation: Getaway.

If the Crusaders win but are stranded on foot, 
they will have to continue to fight their way out. This 
is accomplished by repeating Hunt in the Woods. After 
each play of this mission, roll a die, subtracting 1 from 
the result if Caerten Rheyde survived. If the result is 
equal to or lower than the number of times you have 
played the mission, then the Crusaders have finally 
escaped and succeeded at Operation: Getaway.

Crusader Forces
Aboard Aerocraft:
1-2 x Pilot, 1-2 x Veteran LMG Gunner
On the Ground:
Caetren Dwaer Rheyde, Strike Team Medic, 
Strike Team Specialist, Strike Team Grenadier, 
2 x Strike Team Rhyfler, Syrnol Kur-Wyllych (captive)

Coftyran Forces
Veteran Yawdryl, Veteran Rhyfler with Cryfen, 
4 x Veteran Rhyfler with Harlech
Rhyfler with Cryfen, 4 x Rhyfler with Harlech
Pilot (aerocrew)
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Operation Hatchling was a daring attempt by Crusader elites to fly over The Wall and 
wound Coftyr from within.
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Getting past The Wall was the goal. Going through, over, or even under it were not 
exclusive options – we would try them all . . .

. . . So it was that Command decided to divide the aerial forces. The bulk were put under 
independent command, tasked with finding any means over The Wall. Only minimal support 
remained with ground forces to counteract RCFS kites.

Veterinarians will tell you that an egg shell is strong from the outside, but easy to break 
from within.

So we decided to try blowing the Wall from the inside.
Any bomb capable of breaching the Coftyran Wall has yet to be invented, let alone the 

krate capable of carrying such a device. The only areas of the Wall vulnerable to explosives 
are the Gates. Gatehouses are guarded miles deep on the outside, but minimally staffed from 
within.

Thus Operation Hatchling was born (pun intended). We would ferry an ad-hoc battalion 
of elite rhyflers over The Wall. Once staged within Coftyr, they would proceed to Gate 7 with 
a significant provision of demolition charges.

The AA guns atop the wall were always a problem. No kite or krate got past them, let 
alone a flotilla of sluggish dirigibles. They would be our first obstacle and penultimate impediment, 
a considerable challenge to our strategy . . . 

– Syrnol Fallup Mhaers, Memoirs
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Operation Hatchling
Includes the following missions:

Atop the Wall
SOA – A Crusader strike team lands atop the Coftyran Wall to take out Anti-Aircraft 
gun crews.

Dark Sky
TQW – Crusaders airdrop an elite Catrawd a few kilometers inside the wall, where the 
Coftyrans are expecting them.

Target of Opportunity
SOA – On their way to the Wall, the Crusaders decide to disable a Communications 
Post to cover their approach.

Hatchling
TQW – Crusader elites assault Gate 7 from within, attempting to demolish The Gate.
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Objectives
The Crusaders must successfully land on The Wall 
and eliminate the Coftyran guns and crews.

The Coftyran crews must protect their guns 
and eliminate the Crusaders.

Victory Conditions
Since the Crusaders have nowhere to retreat, this 
battle ends when either side is eliminated.

Deployment
The Coftyrans set up two AA guns in one third of the 
board and deploy the gun crews within S of their 
assigned guns.

The Crusader deployment zone is a M-radius 
circle at the far end of the board. Three or four 
Crusaders start the game deployed within that area; 
the rest must drop from the auto-giro. See Special Rules.

Special Rules
Auto-Giro – The auto-giro spends the battle hovering 
at a height of L above the Crusader deployment zone. 
Once all Crusader forces have deployed or died, it 
will fly off to a safe distance, effectively leaving the 
battle.

At the start of any turn he has undeployed 
units, the Crusader player may make one auto-fire 
attack with the auto-giro’s mounted LMG (CV 4); on a 
die roll of 4 – 6, this attack may be aimed.

Coftyran models may attack the auto-giro: 
It has CV 3, and any hits are applied to a model on 
board, chosen by the Crusader player. Before choosing, 
roll a die: a roll of 6 indicates a crewquar was hit. On 
the first crew hit, the LMG is taken out and may not 
fire again. On the second crew hit, the pilot is injured 
and the autogiro flies away, regardless of how many 
rhyflers remain aboard.

Troop Drop – The Crusaders start with only four 
rhyflers deployed, or three rhyflers if one of them is 
Yawdryl Blinske. The remaining rhyflers must spend 
1 action to drop onto The Wall from the auto-giro. If 
a model gets no successes on its activation roll, it has 
missed The Wall and plummeted to its death. Models 
that successfully jump onto The Wall must make a 
Quality check on 2 dice to stick their landing. Those 
that fail are deployed prone. Infantry may not attack 
from the auto-giro; they must be deployed.

Bold New Tactics – Players roll for first turn. Coftyr 
gets 2 dice, Crusade gets 3.

Anti-Aircraft Guns – The AA guns may only be 
damaged by grenades. For this purpose, they have 
CV 1. Tripling the defender’s roll causes a magazine 
explosion; treat this as another grenade. Each 
destroyed gun is worth 5 points.

Operation Hatchling: Atop The Wall
SOA, Crusaders v. Coftyrans

Aerocraft cannot penetrate The Wall’s AA fire to 
strafe or bomb the guns; ancestors know we certainly 
tried.

Our solution came from Uhndruse’s Experimental 
Division. He had two prototype ‘auto-giros’: small aeroes 
with impressive maneuverability that (thanks to a large 
lift rotor) could stay aloft at speeds slower than most quar 
walk.

Kites were sent ahead to distract the guns and 
engage any RCFS Interceptors while an auto-giro strike 
team attempted to land atop The Wall and take out those 
guns. 

– Syrnol Fallup Mhaers, Memoirs
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Operation Hatchling
The success or failure of the Crusader attack will 
decide how many transport dirigibles get over the 
wall, determining the number of units the Crusaders 
may field in the Dark Sky and Hatchling missions. 
Consult those missions’ Special Rules when considering 
your strategy.

Coftyran Forces
Gun Crew Al’ph:
Yawdryl
Rhyfler with Cryfen, 4 x Rhyfler with Harlech
Gun Crew Bet:
Rhyfler with Cryfen, 5 x Rhyfler with Harlech

Crusader Forces
Task Force Hatchling Advance Strike Team:
Yawdryl Naph’m Blinske
2 x Veteran Rhyflers with Bogen
Veteran Rhyfler with Ryshi
4 x Rhyfler with Bogen
Crusader Rhyflers have the Elite special ability and one 
grenade each.

Yawdryl 
Naph’m Blinske

Q3 Hero, Elite, Assault

C2 Bogen, Grenade
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Forward Point Albumen, TF Hatchling’s drop zone, was a 
forest meadow 13km inside The Wall, chosen for its cover 
and lack of road access. Coftyran ground forces shadowed 
TF Hatchling for the last 5km of the trip, and blue coats 
were spotted in the woods as the airships descended to rope 
height.

Objectives
The Crusaders are not here to invade an empty field. They 
must escape the Coftyran forces and continue their operation.

The Coftyrans are rushing to intercept the Crusaders 
before they can fully deploy.

Victory Conditions
This game lasts until no Crusaders remain in the battle.
The Crusaders must get as many units off the table as 
possible by exiting any edge other than the Coftyran’s.

Victory points for kills are scored normally. The 
Crusader player scores points for any models that escape.

The number of units that escape will directly affect 
the Hatchling mission.

Deployment
The Crusaders deploy in stages during the game. To start, 
the airships are deployed within 8” of the center of the 
board, with one squad deployed beneath each of them. 
Consult the Special Rules for further instructions.

The Coftyrans deploy the 89th Guard Company 
within 8” of either long edge. The rest of their forces are 
held in reserve; see Special Rules.

Coftyr uses the controlled stack rule on Turn 1 and 
places order markers last.

Special Rules
Airships – See Rules Reference.
One Way Trip – The Tafladwy Light Transport Dirigibles 
are disposable airships that were first used in Operation 
Hatchling. When all squads have been deployed from an 
airship, it will be scuttled. The ship will drift 8” in the wind 
direction and crash. (See Gusty Conditions)
Gusty Conditions – Historically, no-one on the battlefield 
considered what would happen when the dirigibles went 
down. Use a scatter die to randomly determine the wind 
direction, but not until the first airship has been destroyed. 
Surprise!
Troop Drop – Each airship can only drop one squad per 
turn. Newly dropped squads are deployed directly under 
the airship and assigned a card. 
Coftyran Pursuit – The Vys’kan Guard squad and the 
cavalry squad are held in reserve and enter the table from 
one short end. One of the squads enters play on turn 2, the 
other on turn 3. The Coftyrans are hunting in their own 
woods; their Command Range is 18”. No interceptor kites 
are available due to engagement at The Wall.
No Retreat – Crusader forces are pushed back toward the 
middle of the board.

Operation Hatchling: Dark Sky
TQW, Crusaders v. Coftyrans

It was no secret when Task Force Hatchling entered 
Coftyr. It would be difficult not to notice the first Crusader 
airships ever to traverse The Wall. Our best hope lay in arriv-
ing at Forward Point Albumen before the Coftyrans. Due to 
the lumbering speed of airships, this seemed unlikely. We were 
hoping their independence from roads would help somewhat.

Once Hatchling passed The Wall, they were on their own. 
Mobility demanded they leave radio equipment aboard their 
ships; they were burdened enough by crates of high explosives.

The operation rested squarely on the shoulders of CTN 
Smōtch. I could not have chosen a better commander, but that 
did nothing to ease my anxiety as I listened to the radio reports 
of the air drop at Albumen . . .

 – Syrnol Fallup Mhaers, Memoirs.

Tafladwy Light Transport Dirigible Mk1

Engine Medium, 20”/2 Cards

Armor Medium / 2 Lift Bags

Armament 2x H-11a
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Operation Hatchling
The size of TF Hatchling is determined by the outcome of 
Atop the Wall. Three airships were sent carrying three Elite 
squads each. For each Coftyran gun squad that survived, 
remove one airship. If any AA guns remained at the end 
of Atop the Wall, remove one squad from each airship. If 
the Crusaders only have one airship, it is fully loaded with 
three elite squads plus the command squad. This is the 
minimum force the Crusaders can field. Anything less is 
hopeless.

If Caerten Smōtch is eliminated, you cannot play 
Target of Opportunity, which automatically counts as won 
by the Coftyrans.

Crusader Forces
Task Force Hatchling
Command Squad: CTN Moz Smōtch, Yawdryl, Standard 
Bearer, Messenger, Specialist, Rhyfler.
3-8 x Elite Pathfinder Squad
1-3 x Tafladwy L.T.D. Mk1

Coftyran Forces
89th Royal Guard, Company R
Standard Infantry Company

Elements of the 125th Vys’kan Guard
Standard Infantry Squad (in reserve)
Cavalry Squad (in reserve)If you are not playing this mission as part of 

Operation: Hatchling, then assign the Crusader 
player 3 airships with 2 squads each, and remove 
the Coftyran cavalry.
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While en route to Gate 7, TF Hatchling encountered a 
communications relay station designated RCP 216. This 
station was the channel through which any efforts to catch 
them would be coordinated, and it was also a link to the 
Wall. Caerten Smōtch sent a hand-picked team of his 
deadliest quar to silence that station.

Objectives
There are two objectives within the relay station: the 
antenna tower and the squirrel cages. The Crusader goal is 
to destroy the objectives and eliminate the Messenger Corps 
quarring the station. Coftyran goals are to protect the tower 
and equipment shack, and release the squirrels to send a 
distress call.

Victory Conditions
These objectives earn points for the Crusaders if they are 
destroyed, or the Coftyrans if they remain intact. The 
antenna tower is worth 10 points, the equipment shack is 
worth 5.

The squirrel cages are worth 10 points to the 
Crusaders if they are destroyed, or 5 points to the Coftyrans 
for each squirrel that escapes. There are three squirrels. 
Enemies are worth standard points.

The outcome of this mission affects initiative and 
deployment in the Hatchling mission.

Deployment
The Coftyran player sets up his antenna tower, equipment 
shack, and 3 lamp posts within L of the center of the board. 
Squirrel cages are set up at least 2 L from the center of the 
board. Then he deploys the Messenger Corps according to 
a die roll.

The Crusaders deploy as a coherent squad anywhere 
on the board. Each model must deploy within M of a friendly 
model, at least 2 M from any elements of the compound 
and at least L from any enemy models. They may deploy 
hidden.

Special Rules
Darkness – The lamp posts provide the only light on the 
board. See Rules Reference.
Destruction – Satchel charges are required to destroy the 
antenna tower and the equipment shack. The squirrel cages 
can be destroyed with grenades.
Squirrels – With the antenna tower under attack, squirrels 
are the only way to inform command of the ambush. There 
are three squirrels in the cages. A Coftyran model must 
spend one action adjacent to the cages in order to tag and 
release a single squirrel with a distress call. Determine a 
random direction for each squirrel to run. Each time play 
changes hands, squirrels move M until they leave the board. 
Squirrels have CV 1 and any hit kills them.

Operation Hatchling: Target of Opportunity
SOA, Crusaders v. Coftyrans

Task Force Hatchling must have seemed like suicidal 
madquar to the Coftyran Guards at FP Albumen, crashing their 
airships into the enemy upon arrival. That tactic covered the 
Task Force’s escape and caused the Coftyrans no small trouble to 
boot. In fact, I had heard through channels that a certain Syrnol 
put a bounty on the head of the ‘honorless maniac behind that 
outrage’. Sir, I sincerely hope you enjoy reading this.

CTN Smōtch took advantage of the Coftyran’s confusion at 
Albumen during his run toward The Wall. He had given them 
the slip, and intended to keep it that way. When he encountered 
CP #216, he could not refuse the initiative . . . .

– Syrnol Fallup Mhaers, Memoirs.

Deploy Coftyran model...
6 Exactly M away from any element of compound
5 Within S of either the antenna or shack
4 Within M of a lamp post
3 Adjacent to a lamp post
2 Inside the shack
1 Crusader player’s choice of the above
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Operation Hatchling
The Crusader player decides whether to play this mission 
or proceed directly to Hatchling. There is great risk in this 
mission, but potential for great advantage.

If any squirrels escape, the Coftyrans might know 
TF Hatchling is approaching the Wall. If the antenna tower 
survives the mission, they will definitely know, and Coftyr 
will be prepared for an assault from within.

The winner of this mission will have the initiative 
in the Hatchling mission.

Crusader Forces
Elements of TF Hatchling

Coftyran Forces
RC Messenger Corps, Unit  #216v

Engineer Q4 Mechanic, Stealth, 
Steady Under Fire

C1 Harlech, Tools

Messenger Q4 PykPyks, Slippery, Eager

C2 Harlech

Yawdryl Q3 Leader, Hero, Fearless, 
Steady Under Fire

C3 Doru

Runner Q4 Light, Sprinter

C2 Harlech

Specialist Q3 Hero, Fanatic, Strong, 
Hatred-Crusaders

C2 Cryfen

is-Caerten Q2 Leader, Hero, Elite, Combat Fiend

C2 Shotgun, Axe, Grenades

Rhyfler Q3 Hero, Brawler, Fanatic

C3 Ryshi, Grenades

Rhyfler Q4 Elite, Grenadier, Eager

C3 Ryshi, Satchel Charge, Grenade

Veteran 
Sapper

Q3 Assault, Grenadier, Fearless

C2 Bogen, Satchel Charge, 
Trench Tool, Grenades
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The elite forces of Crusader Task Force Hatchling attempt 
to demolish Gate 7 from within, while Coftyran forces 
from outside The Wall pour through the Gate to defend it.

Objectives
The Crusader goal is to destroy Gate 7. In order to do so, 
they must plant and detonate demolition charges within 4” 
of the gate.

The Coftyrans must scramble to defend their position 
and drive off the Crusader attack.

Victory Conditions
The game ends when either the Crusaders destroy the gate 
or one side is eliminated. Destruction of the gate means 
unconditional victory for the Crusaders. Any other outcome 
is scored normally using victory points.

Deployment
The Coftyrans deploy their starting units first, within 12” 
of the Gate. This includes deploying in or on the gatehouse. 
The remainder are held in reserve. Do not place fortifications 
(such as trenches) inside The Wall. The gatehouse itself is 
the only fortification available to the Coftyran defenders.

The Crusaders then deploy their units, within 12” 
of the opposite table edge.

Special Rules
Demolition Charges – Crusader Elite Squads each have 
one demolitions kit, and it requires at least a Yawdryl and 2 
rhyflers to plant a demo charge. It costs one utility action to 
plant a charge.

At any point, Smōtch (or his substitute) can spend 
a squirrel to detonate any planted charges. When detonating 
charges, the Crusader player designates a planted charge 
and collects a pool consisting of 2 dice for each planted 
charge within 4”. (see Sappers) All charges are detonated, 
and the dice are rolled as a single blast. Any 6s rolled count 
as hits. Three hits in a single blast will destroy either the 
Gate or the gatehouse. Demolition charges use a 6” blast 
template, causing a 2/2 hit to models under it.
The Element of Surprise – The bulk of the Coftyran forces 
are outside The Wall, where they belong. They must use 
the pilot doors in the Gate to enter the battle. The Coftyran 
player may bring only one reserve squad through the doors 
per turn. However, the element of surprise may not be 
entirely with the Crusaders. See Operation Hatchling, below.
Sappers – The Sappers double the number of dice rolled for 
demolition charges planted by their squad. See Operation 
Hatchling, below.

Crusader Forces
Task Force Hatchling
Command Squad: Ctn Moz Smōtch (or substitute is-Caerten), 
Yawdryl, Messenger, Standard Bearer, Specialist, Rhyfler.
2-8 x Elite Pathfinder Squad

Coftyran Forces
RC Guard Company 107
Infantry Company
Standard Infantry Squad deployed, balance held in reserve.

Operation Hatchling: Hatchling
TQW, Crusaders v. Coftyrans

By the time TF Hatchling reached Gate 7, their numbers 
were reduced and they had been running all night. The troops 
were exhausted, they had no idea whether they would successfully 
surprise the gatehouse guards (who had reinforcements just 
shouting distance away) and yet Hatchling still had to accomplish 
their mission.

For my part, that was one of the longest nights of my life, 
and the most anxious morning of my career. Without wireless 
communications, the only report we would have of TF Hatchling 
would be a large explosion, or headlines in the morning’s press.

It occurs to me now that I owe my staff an apology for my 
nervous behavior that day.

– Syrnol Fallup Mhaers, Memoirs
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Operation Hatchling
The Crusader forces consist only of units that survived Dark 
Sky. If this is less than 3 squads, then the Crusaders start with 
3 squads.

The winner of Target of Opportunity (based on 
points) uses the controlled stack rule for the entire game.

If Caerten Smōtch was eliminated in Dark Sky, 
the Coftyrans automatically won Target of Opportunity. 
Subsequently, the Crusader Command Squad is led by an 
is-Caerten with no ability to give Command Orders. 

If you otherwise skipped Target of Opportunity, the 
Crusaders use the controlled stack rule on Turn 1, and there 
is no further effect on this mission.

For each squirrel that escaped Target of Opportunity, the 
Coftyran player rolls a die. For every 6 rolled the Coftyrans 
may deploy one additional squad from their reserves with 
their starting unit(s).

If the antenna tower survived Target of Opportunity, 
the Coftyrans may deploy one RCO field gun with their 
starting unit(s).

If the Crusaders eliminated the Messenger Corps 
in Target of Opportunity, they add Sappers to two of their 
Elite Squads. These squads may deploy up to 8” ahead of 
the main force.

If you are not playing this mission as part of 
Operation Hatchling, then assign the Crusaders 5 
squads, including Command.



THE WEEK IN GREEN

THE DANGERS OF REVEILLE

DEBIIRG – WAES 7 - The 2134th 
Fusileers have lost five bagpipers 
in the last three weeks, killed 
by sniper fire while performing 
reveille. SNL Tomwellt forwarded 
a letter from the Kryst C.O. 
to The Week in Green, which 
included the following: “It is 
downright uncivilized to make 
such a dreadful racket at the 
crack of dawn.”

Engineers are currently constructing 
an amplification system along trench 
21 at Debiirg, and SNL Tomwellt is 
taking auditions.

NEW GENERAL ORDERS

#455.10.3: Rhyflers are forbidden 
from drinking while on duty. It is 
a Class A offense to be drunk during 
duty hours; It is a Class B offense 
to be drunk with a weapon. (5.13.72)

#455.10.4: Alcohol may not be 
served during breakfast. (5.13.72)

WHAT’S THAT SMELL?

PARCH – HAELWYN 23 – C.M.O. of 168 
Toulmore Marines stationed near the 
south Coftyran coast has banned the 
use of onions in the catrawd’s 
rations, citing that the smell of 
them cooking in the mess makes the 
surgeons unable to sniff out gangrene.
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Coftyr, near Vys’ka, Haelwyn 1772:
Crusader SBS had an agent embedded in the Coftyran Crymuster for over two years. 
Posing as an is-Caerten in the New Wall, Hrunkr Un’by acquired priceless insider 
intelligence, making him one of the Crusade’s most valued spies. In the spring of the 
Crusade’s eleventh year, Command decided the time was right for Un’by to take a 
more active role in covert operations.

As part of a plan to penetrate Gate 12, Un’by was charged with the task of 
positioning Crusader troops inside the Wall disguised as Coftyran military. It is not 
difficult to infiltrate Coftyr alone or disguised as a civilian, but Un’by had to get troops 
to Gate 12 from the inside, keep them undiscovered, and launch a strike through the 
Gate coordinated with an assault from the outside.

Un’by himself was a master infiltrator and impostor, but the task of infiltrating 
a platoon’s worth of impostors strained his abilities to their limit.

Operation Inside Job
Includes the following missions:

Masquerade
SOA – Crusader operatives attempt to steal Coftyran uniforms from a training camp.

Back Stab
TQW – Disguised as Coftyran troops, Elite Crusader units attempt to slip through 
Gate 12 during an assault and put its preoccupied defenders to the sword.
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Un’by and his cohorts must steal Coftyran uniforms for 
their disguises. Un’by arranged to rendezvous with his 
troops at the edge of a training camp under cover of night 
for the theft to take place. SBS infiltrators were tasked with 
the duty of transporting bundles of uniforms, and they had 
an escort of rhyflers standing by in case of trouble.

Objectives
The Crusaders must get as many stolen bundles of 
uniforms as possible off the board, through the area 
outside the fence. The Coftyrans must prevent this 
from happening.

Deployment
The Coftyrans have the advantage of knowing which 
barracks conceal uniforms and rhyflers. To represent 
this, the Coftyran player deploys his units first. A 
minimum of two rhyflers must be deployed within S 
of the gate. The rest of his units are deployed inside 
the three barracks buildings in secret. Two of the 
uniform bundles are also placed secretly inside 
barracks buildings. The Crusader player may not 
know where the units and bundles are hidden; it 
is best he keeps his back turned, and the building 
models be covered with roofs. Perhaps the Crusader 
player should stick his fingers in his ears and hum the 
Anthem of the New Guard.

The Crusader player deploys Un’by adjacent 
to the barracks building farthest from the gate, carrying 
the third bundle. The rest of the Crusader units are 
deployed within L of the board edge outside the 
camp fence.

The Crusaders take the first turn.

Special Rules
Uniform Bundles – There are three bundles of 
uniforms available in this mission. Use markers to 
represent them. A model can carry only one bundle 
at a time, and bundles may be freely transferred 
between adjacent friendly models. If a model shoots 
or engages in HtH combat, it must drop its bundle. It 
costs 1 action to pick up a bundle.
Infiltrator – Coftyran units will never attack Un’by 
as long as he does not attack. Once per activation, 
Un’by may issue a Regroup or  group Move order to 
Coftyran rhyflers & non-coms. Un’by must maintain 
his cover, so he may not leave the board.
Cover of Night – The area outside the camp fence is 
under darkness, causing Poor Visibility.
Cutting the Wire – Units equipped with Tools can 
cut the wire fence. It takes two actions to cut a hole 
wide enough to admit a single rhyfler, and of course 
the cutting model must be adjacent to the fence when 
cutting the wire.

Operation Inside Job: Masquerade
SOA, Crusaders v. Coftyrans



79
Blood on the 

Wall

Operation Inside Job
The number of uniform bundles the Crusaders 
successfully steal will have significant impact on the 
Back Stab mission.

Coftyran Forces
520 points

Crusader Forces
Hrunkr Un’by
3 x SBS Tyro with Tools
Yawdryl
Rhyfler with Bogen
Rhyfler with Ryshi

Hrunkr Un’by Q3 Hero, Slippery, Fanatic

C2 Pistol, Sword
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Un’by and his infiltrators were assigned the critical duty of at-
tacking Gate 12’s defenders from the rear during an assault by 
the 176th Armored Infantry. While the 176th keeps the defenders 
occupied, Un’by’s troops must slip through the gate house into 
Coftyran defenses and slaughter them from within.

Objectives
Crusader success in this mission depends on opening the 
gate and attacking from the rear. That’s why Un’by is here.
Coftyran success depends upon holding their fortifications 
and keeping the Gate shut.

Victory Conditions
Standard victory points apply. In addition, the Crusaders 
get 10 points if they open the Gate; the Coftyrans gain 5 
points if it remains shut. Un’by himself is worth 10 points if 
killed. The game lasts six turns.

Deployment
Set up a wall a third from one end of the table with a gate in 
the middle. Put trenches a foot deep in front of it.
Forces inside the Wall are deployed first, according to the 
Special Rules below. After forces inside the Wall have been 
deployed, the Coftyran player deploys his forces outside 
the Wall, followed by the Crusader player.

Special Rules
The Gate – The ancient doors of Gate 12 are locked fast at 
the start of the game. They have smaller pilot doors inset 
for foot traffic, allowing limited mobility through the closed 
Gate. It costs one move action to pass through the pilot 
doors; a squad must be adjacent to the Gate before moving 
through. Squads may not move through the pilot doors if 
an enemy squad is adjacent to the other side. Squads may 
not assault through the pilot doors.

In order to open the Gate, One of Un’by’s Elite 
squads must spend both its actions adjacent to the gate.

Coftyran units outside The Wall must fall back 
toward the Gate; those inside The Wall fall back toward the 
inside table edge.

Hidden Dagger – Coftyran trenches only provide a condition 
shift of 1 versus Crusader squads deployed inside The Wall.
Elite Infiltrators – As long as Un’by lives, Coftyran units 
may not make ranged attacks against his Elite Squad, and 
fortified defenders do not have the lead in the assault.

Operation Inside Job
Units and deployment inside the Wall are determined by 
the number of uniform bundles the Crusaders stole in the 
Masquerade mission:
3 Bundles – The Crusader player decides who places order 
markers first & uses the controlled stack rule for the entire 
game. The Crusader player adds 1 Elite Brawler squad 
and his choice of another Elite squad to his forces inside 
the Wall. He deploys these units first, anywhere inside The 
Wall, at least 4” from the gate. Un’by’s personal squad may 
be deployed adjacent to the Gate. Then the Coftyran player 
deploys his squad anywhere inside the wall, at least 12” 
from the Crusaders.
2 Bundles – The Crusader player decides who places order 
markers first and uses the controlled stack rule on turn 1. 
The Crusader player adds 1 Elite Brawler squad to his forces 
inside the Wall, and deploys these forces first, at least 8” 
from the Gate. Then the Coftyran player deploys his squad 
anywhere inside The Wall, at least 12” from the Coftyrans.
1 Bundle – Players randomly determine who places order 
markers first. No additional units are deployed. The 
Coftyran player deploys his squad first, anywhere inside 
the wall, at least 8” from the Gate. Then the Crusader player 
deploys Un’by’s squad anywhere behind The Wall, at least 
16” from the gate.
0 Bundles –  The Coftyran player decides who places order 
markers first & uses the controlled stack rule on turn 1. The 
Coftyran player adds one Elite Sharpshooter squad to their 
forces inside the Wall, and deploys these forces first, within 
8” of the Gate. Crusaders deploy Un’by’s squad within 4” 
of the inside table edge.

Operation Inside Job: Back Stab
TQW, Crusaders v. Coftyrans
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Crusader Forces
Outside the Wall:
Infantry Company, Squad of 3 Ailthean Light Tractors
Inside the Wall:
Elite Pathfinder Squad with Hrunkr Un’by attached, 
plus Special Rules

Coftyran Forces
Outside the Wall
Command Squad, Infantry Section, HMG x 2
Inside the Wall:
Infantry Squad, plus Special Rules

If you are not playing this mission as part of 
Operation: Inside Job, then the Crusader player should 
roll a die before deployment.

On a 1 – 5, use the 1 Bundle deployment rules.
On a 6, use the 2 Bundle rules.



THE WEEK IN GREEN

UNFAIR TREATMENT OF PRISONERS

BRAJ-CAOURE – GETTLYN 6 – The 
ranking Coftyran prisoner at 
the Dim’enyw Camp facility 
lodged an official complaint 
with the Warden citing brutal 
treatment of prisoners by Toulmorese 
guards. In response to this 
complaint, Warden Scriach reduced 
prisoner rations and took away 
their soap.

MEDICAL CORPS UPDATE

Rhyflers should refrain from 
using terms such as “cutter,” 
“mopper,” or “garbage collector” 
when referring to medical 
personnel. Medical HQ are proud 
of our field medics, and remind 
rhyflers that “charneliers” are 
there to save your lives!

TRACTOR TRAP

NAEDIO – CANOLYD 10 –
356 Mechanized C lost two 
tractors attempting to cross 
the Dychmygol River Canyon in 
western Naedio last Vaekday. 
Naediese engineers weakened the 
supports of the Ddiwerth Bridge 
before the 356 approached, 
causing the structure to collapse 
under the weight of Baeliogs. 
The Canyon is 180 meters deep 
at the Ddiwerth Bridge, and the 
river runs furiously at its 
bottom. Baeliogs 356C1 “Mhyldryd” 
and 356C4 “Hunny” were lost 
with all crew.
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The Great Wall of Coftyr is as ancient as the nation itself. It was built over the course of 
generations and has stood fast for centuries thanks to diligent maintenance and repair.

Modern warfare exceeds the vision of the Coftyran ancestors who built The 
Wall, and the engineers of the Home Guard renovated it to accommodate new 
technologies as they emerged. Telegraphs, searchlights, wireless radios, and hydraulic 
gates all require electricity to operate, as do the various modern support facilities such 
as airstrips, training camps, and tractor depots. Considering the vast length of the wall, 
it ultimately requires a staggering amount of electricity to operate. Therefore, the Afon 
Hyll Dynamo was built in 1722 to provide The Wall its own dedicated power.

The ancient Coftyrans diverted the Afon River underground where they built 
the wall between Tirfyn and Bywwl. Centuries later, engineers constructed a hydro-
electric facility along the river at a location deep in the heartland where the river 
still follows its original course. The Afon ultimately emerges at an artificial spillway 
about 2 kilometers outside the wall, where it continues to flow naturally toward Maer 
Braech.

The Oíche Dhaill Conjunction occurs every 3168 days, when Alwyd aligns 
with her moons and refuses their light upon her surface.  During this darkest of nights, 
not even clouds reflect any light, and a quar cannot see his own hand in front of his 
face. Based on the reasoning that a blind opponent is a defenseless one, the commanders 
of the 581st Toulmore Marines conceived Operation: Namhaid.

In 1772, the Oíche Dhaill fell on the 25th of Gaerwys. That morning, the 581st 
withdrew a hundred yards from The Wall to positions behind a vast smokescreen 
where they prepared for the eclipse. A squad was sent to follow the Afon River’s underground 
course to the dynamo in an attempt to disable power to The Wall once darkness fell. 
Catrawds throughout The Wall applied pressure to the powerless defenders while the 
581st made a piercing strike at Gate 14.

Operation Namhaid
Includes the following missions:

The Portal
SOA – There is a station guarding the spillway where the Afon River emerges. The 
Crusaders attempt to take this station and penetrate the underground passages to the 
dynamo.

Blackout
SOA – The Crusaders attempt to capture and disable the Afon Hyll Dynamo.

Mharú an-Dhaill
TQW – Under cover of an eclipse and a blackout, Crusaders strike at Gate 14 while its 
defenders are blinded.
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Operation Namhaid: The Portal
SOA, Crusaders v. Coftyrans

Yawdryl Ehndru flattened his map in the dirt and ordered 
Rhyfler Bynjh to report on his reconnaissance. Bynjh confirmed 
the accuracy of the map.”Ae, Sir. Doors into the tunnel are right 
where they should be. No perimeter to speak of.”

“And defenders?” Ehndru was concerned that 
they had no intelligence on the station’s complement.

“Standard MG post, maybe a dozen rhyflers altogether.”
Rhyfler Breus, who would be an officer if not for 

his flippant attitude, poked his snout in. “Underground 
river, eh? Maybe we should’a brought some Fiddies along.”

“Why?” Ehndru snapped. “So they could kill 
us?” Breus shriveled a bit.

Ehndru assigned orders as he poked at ambush 
positions on the map. He folded it into his pocket and added, 
“No cockery today, lads. This has to go clean and quiet. We 
get into that tunnel. We make sure nobody knows we’re 
coming. We’ve got to be under that dynamo plant by 20:00 
hours. The Conjunction starts at 21:30, and I intend to 
have control of that facility by then.”

Objectives
The Crusaders must penetrate the spillway and enter 
the walkways along the underground river. The 
Coftyrans must prevent the Crusader incursion.

Victory Conditions
This mission ends when either side is eliminated, or 
when all Crusaders have entered the underground 
river.

Victory points for kills are scored normally, 
with the following adjustments: the Coftyrans score 
+1 point per enemy kill, and the Crusaders score 
points for any friendly models that enter the 
underground river.

The outcome of this mission directly affects all 
other missions in Operation: Namhaid. See Special Rules.

Deployment
The spillway consists of a concrete structure at the 
end of a river, just to one side of the center of the 
board. Doorways on either bank provide access to the 
underground river.

Coftyr deploys their HMG team first, within 
M of the spillway. Then players roll dice to determine 
who takes the first turn.

The loser of the roll deploys all his remaining 
forces first. Coftyrans must deploy within M of the spill-
way, and Crusaders must deploy within L of any edge 
not behind the guard station. If the Crusaders won the 
roll for first turn, they may begin the game hidden.

Special Rules
Underground passage – If the Coftyran guards are 
eliminated, all surviving Crusaders automatically 
enter the underground passage to the Dynamo plant.

Crusaders may enter the passage during 
battle through doors at the riverbanks, provided no 
Coftyran models are within S of the door they are 
entering. The first Crusader model to enter a door 
must spend two actions to break the lock and open 
the door before entering.
Assault Sappers – Toulmorese Assault Sappers carry 
bags full of grenades. They have no set limit to the 
number of grenades they can throw. After throwing a 
grenade, a Toulmore Assault Sapper must roll a quality 
check on one die. Failure indicates he has run out of 
grenades. Models do not make this roll until after 
their second grenade toss, and they gain +1 to the die 
the first time they roll this check.
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Operation Namhaid
The element of surprise is essential for Crusader 
success. If any Coftyran guards remain alive after all 
Crusaders have entered the underground river, they 
will inform the Afon Hyll Dynamo of the raid on the 
spillway. It is in the Crusaders’ best interests to annihilate 
the guards to maintain secrecy.

If the Crusaders were eliminated, proceed 
directly to mission Mharú an-Dhaill.

If any Crusaders survived this mission and 
entered the underground passage, proceed to Blackout.

Crusader Forces
581st Toulmore Marine Veterans
Toulmore is-Caerten
2 x Toulmore Assault Sapper
Toulmore H-11a team
Toulmore Rhyfler with Ryshi
2 x Toulmore Rhyfler with Bogen

Coftyran Forces
HMG Team
Veteran Yawdryl
2 x Veteran Rhyfler with Cryfen
3 x Rhyfler with Harlech

Toulmore 
Assault Sapper

Q3 Grenadier, Fearless

C2 Bogen, Satchel Charge, 
Grenades, Trench Tool
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After making their way upriver, Ehndru’s squad hunkered 
down behind exits at the dynamo and prepared themselves 
to assault.

“We stay in teams, one sapper each,” he informed 
his quar. “Sneak out quiet as mice and head right for those 
dynamos. Whatever happens, we’ve got to take those out. 
The 581st is counting on us, lads. ‘Remember Mongore.’”

“Remember Mongore.” his squad repeated solemnly.
As they emerged into gloom, Rhyfler Breus cursed 

when his door squeaked.
“Latrine duty for swearing, Breus.” Ehndru 

promised him.

Objectives
The Crusaders must disable the Afon Hyll Dynamo 
plant to cause a power outage along The Wall.

The Coftyrans must protect the plant by driving 
off the Crusader attack.

Victory Conditions
The Crusaders win if they disable both dynamos or 
eliminate all Coftyran defenders. (See Special Rules)
The Coftyrans win if they eliminate the Crusaders.

Deployment
The Afon Hyll plant consists of two dynamo buildings 
on either side of a dam at the end of the river. The 
exits from the underground river are in enclosures 
halfway between the dam and the edge of the board.

Coftyran units deploy first. The HMG team 
is deployed at either dynamo building or on the dam 
itself. Remaining Coftyran models deploy according 
to Special Rules below.

Crusader models deploy at the enclosures 
according to the Special Rules.

Special Rules
In the Gloom Before the Dark – The evening is 
unnaturally dark beyond the throw of the plant’s 
lighting. Models beyond L from the dynamo 
buildings are under cover of Darkness.
Demolition – The dynamos can only be destroyed 
using Satchel Charges. See Rules Reference.
Assault Sappers – See The Portal, Special Rules.
Coftyran Guards – Coftyran models must deploy 
within S of either dynamo building. This may be 
affected by the outcome of The Portal. See Below.
Crusader Attackers – Crusader models must deploy 
within S of either doorway enclosure. Their deployment 
is affected by the outcome of The Portal. See Below.

Operation Namhaid
If any Coftyrans survived The Portal, then the de-
fenders of the Afon Hyll Dynamo are aware of the 
Crusader incursion and have prepared an ambush 
to meet it. The Coftyrans add two Cryfen rhyflers to 
their force, and deploy their standard infantry models 
inside the dynamo buildings. They start the game 
hidden and take the first turn. The Crusaders may 
only deploy half their models to start the game; the 
remainder deploy for the Crusader’s second turn.

If no Coftyrans survived The Portal, then the 
Crusaders deploy all their models to start. They take 
the first turn, and start the game hidden.

The outcome of this mission directly affects 
initiative, deployment, and tactics in Mharú an-Dhaill.

Operation Namhaid: Blackout
SOA, Crusaders v. Coftyrans
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Crusader Forces

581st Toulmore Marine Veterans
Toulmore is-Caerten
2 x Toulmore Assault Sapper
Toulmore Rhyfler with H-11a
Toulmore Rhyfler with Ryshi
3 x Toulmore Rhyfler with Bogen

Coftyran Forces

HMG Team
Yawdryl
2-4 x Rhyfler with Cryfen
5 x Rhyfler with Harlech

If you are not playing this mission as part of Operation 
Namhaid, then players roll 2 dice each. The player with the 
highest result decides if any Coftyran units survived 
The Portal and the game is set up accordingly.
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On a moonless night, behind a wall of smoke, Crusaders paint 
their tractors black and wait for the lights on the wall to go out.

The move to hide the 581st behind a smokescreen was more 
psychological than tactical. The Toulmore commanders liked 
the idea of the enemy getting nervous about what they were 
hiding. They hoped enemy morale would weaken as the 
eclipse approached, and crumble when the power went out.

The Conjunction of 1772 occurred at 20:36 in the 
evening. At the moment full darkness began, catrawds 
along the length of the wall commenced artillery bombardment 
which lasted throughout the eclipse. This shelling was 
merely a distraction intended to keep the Coftyrans on their 
heels when The Wall went dark.

The real attack was made by the 581st at Gate 14.

Objectives
The Crusaders intend to take advantage of their plan and 
eliminate the defenders of Gate 14. The Coftyrans must 
deflect the Crusader attack at any cost.

Victory Conditions
This mission is won only by elimination or surrender.

Deployment
The Crusaders deploy their smokescreen first. (See Special 
Rules) Then the Coftyrans deploy all their defenders, within 
8” of The Wall. Crusaders deploy last, within 12’’ of the 
table edge opposite The Wall.

The Coftyrans place order markers first.

Special Rules
Smokescreen – Before units are deployed, the Crusader 
player lays down a line of smoke markers 12” from his 
table edge. On a die roll of 6, this wall of smoke may be 
any length; otherwise, it is limited to 12” long. The wall 
of smoke should be made up of 4-5” markers for ease of 
handling during the End Phase. The Crusaders may deploy 
as many units as they please behind this smokescreen. End 
Phase effects are ignored on turn 1.
Tractors – The Crusader tractors have been painted black 
and have spotlights mounted on their guns, making them 
difficult to target by blinded Coftyran troops. This means 
the Coftyrans subtract 1 from die rolls on the Tractor Dam-
age Table while under darkness. A damage result of Turret 
Locked may instead destroy a spotlight. A die roll resulting 
in an even number indicates the light was destroyed.

For this battle, a squad of three tractors may be 
comprised of any combination of Baeliogs and Ailtheans.
Back to the Wall – Coftyran units forced to Fall Back must 
proceed toward the Gate.
Oíche Dhaill – The darkness of the Oíche Dhaill Conjunction 
affects both sides in this battle, but the Crusaders built their 
plan of attack around this. As long as any spotlights on their 
tractors remain intact, the Crusaders ignore the condition shift 
caused by darkness. (See Rules Reference)

While darkness is in effect, Coftyran units increase 
any suppression they receive by 1 point, and the PV of their 
weapons is worsened by 1.

Darkness also affects the performance of artillery. 
Coftyran artillery attacks against tractors reduce their PV by 
1, while attacks against infantry deviate up to 3”. Crusader 
mortars scatter normally. If all Crusader spotlights go out, 
tractor guns will also have their PV reduced.

If power is restored to The Wall or if the Crusaders 
lost The Portal (see below) all darkness effects are ignored.

Operation Namhaid: Mharu an-Dhail
TQW, Crusaders v. Coftyrans



89
Blood on the 

Wall

Operation Namhaid
If the Crusaders lost The Portal, or if they did not destroy 
any dynamos in Blackout, they have failed to disrupt power 
to The Wall. Before turn 2, when the Crusaders realize the 
lights aren’t going out, players roll opposed dice and the 
winner uses the controlled stack rule for turn 2.

If the Crusaders destroyed only one dynamo in 
Blackout, the game begins under darkness, but power may 
be restored at any time. During each End Phase, players roll 
2d6 and the Coftyran player adds the current turn number 
to his roll. If the Coftyran player’s result is higher, then 
power has been restored to the wall and all darkness effects 
are negated. The Coftyran player then uses the controlled 
stack rule for the following turn.

If the Crusaders destroyed both dynamos in 
Blackout, they are in complete control of the situation. 
Darkness effects will last the entire game. The Crusader 
player uses the controlled stack rule for the entire game, 
and for one turn of his choice he may force the Coftyran 
player to place his cards face up. Coftyran units start the 
game with 2 points of suppression each.

Crusader Forces
581st Toulmore Marine Veterans Company B
Elite Pathfinder Company
Weapon Squad
Elements of 891st Armored Company
Tractor Squad

Coftyran Forces
114th Home Guard
Standard Infantry Company
RCO

If you are not playing this mission as part of Operation: 
Namhaid, then roll a die to determine the outcome of Blackout 
and proceed accordingly. On a result of 1, the Crusaders 
destroyed no dynamos. On a result of 2-5, they destroyed one 
dynamo; a result of 6 indicates they destroyed both dynamos.
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The Crusader siege of Porth Gh’ata was short and brutal. Syrnol Vurbil Fisnob briefly 
tested the city’s defenses before committing all his forces to an overpowering assault.

The defender of Porth Gh’ata, Caerten Rhyges Blyphe, was under specific 
orders not to surrender the city. Faced with insurmountable odds, he fought a desperate 
holding action while he evacuated the city of his own initiative.

Caerten Blyphe read the juvenile arrogance in the missive from his adversary, and knew 
instantly just the kind of Syrnol he faced. In spite of his attitude, Fisnob was not wrong. 
Blyphe’s Guards would never survive a full assault. He knew his duty as a Caerten of the 
Guard, and he knew his duty to the quar of Porth Gh’ata. The civilians must be evacuated, and 
Porth Gh’ata would be defended to the last quar.
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From: Syrnol Vurbil Aryl Fisnob, Commanding 685 Lancers, Company C
To: Commander, RCC Forces, City of Porth Gh’ata

To My Worthy Opponent: Dear Sir,

You have fought honorably, but your situation is untenable. 
In the morning I will take your city. You have until sunrise to 
offer your surrender. 

I urge you to consider the lives of your command and the 
citizens under your protection. When I occupy Porth Gh’ata, I 
would prefer to deal with neither of them.

From: CTN R. Blyphe, Cmdr 113th Guard
To: SNL Vurbil Fisnob

My Lord Syrnol Fisnob,

I will meet you at dawn on Cotyr’s Field to discuss 
terms of surrender.

From: Cmdr R Co. 113 Guard
To: IC Brtyn Fynch

We attack at dawn under guise of parley. We will 
use surprise attack to cover evacuation of civilians. 

ORDERS: Assemble a team to acquire enemy transport 
for civilian evacuation effort. Co-ordinate with 
Master Yawdryl for deployment of vehicles no later 
than 3:00h. Return to post by 5:00h.
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Operation Porth Gh’ata
Includes the following missions:

Midnight Mischief
SOA – In desperate need of transport for the Porth Gh’ata effort, Coftyrans raid a 
Crusader motor pool.

Evacuation
TQW – A small force of Coftyran Guards must hold off an overwhelming Crusader 
assault while evacuating the city of Porth Gh’ata.

Retaliation
TQW – The Coftyrans return to take back Porth Gh’ata, assaulting the heart of the city.

My Lord Mayor,
The dreaded hour has come at last. Alert your volunteers. Prepare 

the citizenry for evacuation. Await my signal at dawn. Ancestors 
watch over you.

- CTN Rhyges Blyphe

From: Cmdr 113th Guard
To: RCSHQ

Situation hopeless. Attack anticipated at 6:00h 
tomorrow, overwhelming enemy forces.

We cannot hold the line; civilian population in 
jeopardy.

Request immediate heavy reinforcement.
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Transportation is necessary to evacuate the civilians of 
Porth Gh’ata effectively. Thanks to the Crusaders, lorries 
are in short supply. Perhaps, thanks again to the Crusaders, 
they need not be. Trucks intended to cart Coftyran Guards 
to prison will instead be used to evacuate the citizens of 
Porth Gh’ata.

“Listen up, lads. Blyphe’s plan is to nick some extra 
lorries from Fisnob’s motor yard before sunrise. Gonna be 
dirty work, sure to get messy, but those transports’ll help 
clear out the civvies before the green comes rolling through.

“This ain’t filchin’ apples, lads. It will get bloody. 
Volunteer only, so show of hands . . . ”

The Coftyran player decides whether to play 
this mission or proceed directly to the Evacuation 
mission. It is advantageous to have as many trucks as 
possible for the evacuation.

Objectives
The Coftyrans want to steal as many lorries as they 
can. The Crusaders want to kill as many Coftyrans as 
they can.

Deployment
Place 3 trucks within L of one corner of the board.
The Crusaders deploy first, within that quarter of the 
board. The Coftyrans deploy within L of either far 
edge. They may deploy hidden. The Coftyrans take 
the first turn.

Special Rules
Never Jack by Day – This mission occurs at midnight; 
darkness causes Poor Visibility.
Headlamps – The lights on these lorries are automatic, 
negating the effects of darkness on them. Once they 
start moving, they are fully visible.
Lorries – Treat these as Generic Trucks (OSAP, p44). 
The Coftyrans must drive them off the farthest board 
edge from where they are parked. If the Crusaders 
are eliminated, then all three trucks are automatically 
stolen.

Operation Porth Gh’ata: Midnight Mischief
SOA, Coftyrans v. Crusaders
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Operation Porth Gh’ata
If the Coftyrans steal any trucks, they will have more 
to deploy in the Evacuation mission.

Coftyran Forces
500 points
led by is-Caerten Bartyn Fynch

Crusader Forces
500 points

is-Caerten 
Bartyn Fynch

Q3 Leader–is-Caerten, Hero

117 points C3 Pistol, Sword, Grenades
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Operation Porth Gh’ata: Evacuation
TQW, Coftyrans v. Crusaders

Outnumbered and overpowered, the remnants of Blyphe’s 
113th Guard Infantry must hold off a Crusader assault 
until all civilians are evacuated.

After a long and desperate night of preparation, 
every available transport was in place, and the 113th Guard 
waited quietly at the edge of Porth Gh’ata as the first rays 
of dawn caught Syrnol Fisnob standing bemusedly out on 
the field.

Blyphe nodded to his messenger. A bright light 
shot into the gloaming, civilians rushed out of buildings 
toward lorries, and Fisnob squinted up at the flare as the 
guardians of Porth Gh’ata opened fire.

Objectives
The Coftyrans must evacuate all civilians off the inside 
edge of the table. The Crusaders are only interested in 
taking the city.

Victory Conditions
The game ends at the Coftyran player’s discretion, after 
any turn no civilians remain on the table. Casualties are 
scored normally, with adjustments noted in the Special 
Rules below.

Deployment
Set up the edge of Porth Gh’ata over half the table. 
Use as many buildings as possible.

The Crusader player deploys each Civilian 
Squad inside a building. Only one squad may be 
deployed per building.

The Coftyran player then deploys each lorry 
within 2” of a building that does not contain civilians. 
Only one truck may be deployed per building.

The Crusader player deploys all forces first, 
within 12’’ of the outside edge.

Then the Coftyran player deploys his forces 
within the outer 12” of the city. They may be 
deployed in or on buildings containing civilians.

The Coftyrans determine the order of marker 
placement, and use the controlled stack rule for the 
entire game.

Special Rules
Civilians – Civilian squads are treated as independent 
units that all activate on a single card. Use a 4“ round 
template to represent each civilian squad. Civilian squads 
may only take move actions, and they may not be attacked 
or targeted. Any time a blast or smoke template is placed 
within 6” of a civilian squad, it will drop prone. Whenever 
a civilian squad leaves the table, the Coftyran player may 
return one eliminated model back into play.
Lorries – All the lorries activate on a single card. Each 
truck can carry one squad. A lorry may not leave the 
board unless it is carrying civilians.
Hometown Advantage – Within the city, Coftyran 
command range is 18”.
Arrogance of the New Order – Up to two of the 
Crusader squads may be Elites. The squad of tractors 
may only contain one heavy tractor.
Buildings – See Rules Reference.

Operation Porth Gh’ata
The outcome of Midnight Mischief determines the 
number of lorries the Coftyrans have as well as their 
initiative in the battle.

If you are not playing this mission as 
part of Operation Porth Gh’ata, use the 
rules for 0 trucks stolen.
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Coftyran Forces
113th Royal Guard, 
Caerten R. Blyphe commanding
Command squad: Caerten, Baenyr, Messenger, 
Yawdryl, 2 Rhyflers
Standard Infantry Section
HMG
Sniper
6 x Civilian Squads
2 – 4 x Lorries

Crusader Forces
685th Lancers, Company C, 
Syrnol V. Fisnob commanding
Standard Infantry Company
Squad of 3 Tractors

Trucks 
stolen

Lorries to 
deploy

Effect on Mission

0 2 Coftyr may only use the controlled 
stack rule on turn 1.

1 3 Coftyr may only use the controlled 
stack rule on turn 1.

2 3 None

3 4 
w/LMGs

Before turn 1, Coftyr may re-deploy 
1 civilian squad.
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Blyphe was not surprised to see a messenger among the 
medical corps when he arrived at the Porth Gh’ata evacuation 
post. He was, however, very surprised by the message the 
rhyfler handed him.

Crymuster Command responded to Caerten Blyphe’s 
desperate plea for reinforcements with their usual slow 
deliberation and attention to politics. Primary among their 
considerations was the value of Porth Gh’ata and its citizens 
to the Kingdom’s war effort, and they acted accordingly.

Objectives
The Coftyran player decides whether to play this mission, 
if Command lets him. Consult the Special Rules.

Since Porth Gh’ata was a lost cause, Crymuster 
Command didn’t bother reinforcing its defenders. 
Instead it planned a liberation assault.

The Coftyran goal is to drive the Crusaders 
out of Porth Gh’ata. Their primary objective is the 
Crusader Command Post. The Crusaders are well 
dug-in and have no intention of abandoning their 
new territory.

Victory Conditions
The game lasts for six turns. Standard victory points 
are scored for casualties. Coftyr gains 10 points at the 
end of each turn they hold the Crusader CP. Damage 
to the city results in penalties. 

Deployment
Set up a district of Porth Gh’ata over the entire 
table. The Crusader player picks one building to be 
his Command Post and deploys all his forces first, 
anywhere at least 12’’ from the edges. Syrnol Fisnob’s 
command squad must deploy in or on the CP building. 
Coftyran forces deploy within 8” of any single edge.

Special Rules
Air Support – When Coftyran aerocraft enter the 
table, roll 2 dice. If either die results in a 6, the 
Coftyran player may choose the entry edge instead of 
randomly selecting it.
Buildings – See Rules Reference.
Arrogance of the New Order – With the city taken, 
most of Fisnob’s assault support has been reassigned; 
his force is smaller now.

Operation Porth Gh’ata
Headquarters have given Blyphe command of a newly-
formed Guard company. For each lorry or Coftyran 
squad successfully evacuated in the previous mission, 
the Coftyran player picks one addition to his force 
from the list below.

Coftyran Force Upgrades
	 •Elite Infantry Squad of choice
	 •Standard Infantry Squad
	 •Sniper
	 •Use the controlled stack rule
	 •Cavalry Squad (max. 1)
	 •Light Interceptor Kite (max. 1 addt’l)
	 •Light Tractor (max. 1 addt’l)

Operation Porth Gh’ata: Retaliation
TQW, Coftyrans v. Crusaders

If you are not playing this mission as part 
of Operation Porth Gh’ata, then roll a die to 
determine the number of Coftyran upgrades, to a 
maximum of 3. Furthermore, the Coftyrans may 
only field a single kite.
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Coftyran Forces
Porth Gh’ata Royal Guard First Company, 
Caerten R. Blyphe commanding
Command Squad
2 x Elite Sharpshooter Squad
2 x Elite Pathfinder Squad
2 x Light Tractor

Elements of 313th Aerial Wing
Light Interceptor Kite

Crusader Forces
685th Lancers, Company C, 
Syrnol V. Fisnob commanding
Standard Infantry Company
2 x HSG
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Rules Reference
Airships in TQW

Airships are treated as Heavy Aircraft with one difference: Airships can hover, so they 
have no minimum movement required to stay aloft. It is still necessary to spend a 
move action to fire weapons. Airships must build up speed when they begin moving. 
Their first move action after being at a stop is a maximum of 10”.

Airships deploy troops via ropes. It costs one utility action to deploy a single 
squad. In order for troops to rope down, airships must hover 6” above the table. 
Airship weapons may be fired during a deploy action. While at rope height, airships 
are vulnerable to artillery attacks. Otherwise, they fly too high to hit.

Wind Direction – Damaged airships can be affected by the wind. Before any game 
with airships, roll a scatter die to determine wind direction.
Lift Bags – These large envelopes act like life points for airships. When an airship runs 
out of lift bags, it crashes. If an airship has only one remaining lift bag, it cannot climb 
above rope height.

A crashing airship drifts 2d6” in the wind direction and causes a 6” blast of 
2/2 dice per rhyfler where it lands. This includes any models aboard the crashing airship. 
Place a smoke marker at the crash site.

Airship Damage Table
Catastrophic Disabling Damaging

6 Lift Bag Explosion Roll catastrophic Roll disabling
5 Lift Bag Hit Lose Card Game Gondola Window
4 Controls Out Gondola Window Gun Jam Temp
3 Gun Explodes Controls Hit No Effect
2 Lose Card Game Gun Jam Temp No Effect
1 Gun Jam Game Lose Card Temp No Effect

Notes
Controls Hit: During the Final Phase, airship drifts 2d6” in wind direction and 
takes a random heading.

Controls Out: This is a permanent ‘Controls Hit’: perform ‘Controls Hit’ during 
every Final Phase.
Lift Bag Hit: Lose one Card Temp and lose one lift bag. 
Lift Bag Explosion: Lose one Card Game and two lift bags. If this crashes the 
airship, models aboard are automatically killed. 
Gondola Window: Lose one Card Temp and roll a 2/1 hit on a randomly chosen 
unit aboard the airship.
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Special Rules Reference

Adjacent
TQW: A squad is considered adjacent to a terrain feature if at least half its members are 
in base contact with that feature.

Buildings
TQW: It costs 1 move action to enter or exit a building (this includes taking up 
positions inside). Units must be adjacent to enter, and exiting units are placed 
adjacent to building exteriors. 

Buildings are considered fortification. Units on a roof or adjacent to a building’s 
exterior are still fortified, but only receive a condition shift of 1.

Buildings can only be damaged by blast templates. Only unblocked lethal hits 
to a building cause damage.  Buildings can take one point of damage per storey (or 
wing, if very large). Mortars must first take out the roof of a building before damaging it.

Any models that survive the destruction of a building (or roof) they occupied 
are placed prone adjacent to the rubble.
Multi-storey buildings - Squads adjacent to buildings may spend 2 move actions to 
enter and position themselves anywhere in or on the  building. Likewise, they may 
spend 2 move actions to exit from anywhere in or on a building. Otherwise, it takes 1 
move action to change position anywhere in (or on) a building. 

Camouflage
SOA: Models wearing special camouflage uniforms are more difficult to hit with 
ranged weapons. If the firer wins the combat by 1, it is treated as a miss.

Capturing Opponents
SOA: Capturing an enemy model requires that the model first be subdued. Once 
subdued, the captured model remains under control of its captor. Keep the models 
adjacent. Before moving, the captor must spend one action to restrain the captive. 
Encumbrance rules apply. Captors will only abandon captives if they roll three failures 
on a morale check. See Subduing Opponents.

In order to rescue a captive, its captor(s) must first be killed. A friendly model 
must spend one action to unbind the captive before it can be activated.

Captured models count for victory points as if they were eliminated.
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Darkness
SOA: See Poor Visibility, SOA, p20.
TQW: Darkness causes a Condition Shift of 1 that stacks.

Grenades & Bytt’lboms
SOA: Players wishing to add small explosives to forces they build must spend 
extra points for each rhyfler carrying a grenade or bytt’lbom. Point costs are based on 
the model’s Quality score. This option is only available in missions with build point 
values. Operators & loaders of heavy weapons (mortars, HMGs, etc.) may not throw 
explosives; they are too busy. Grenades, SOA, p31; Bytt’lboms, OSaP P120

Interiors
SOA: Indoor movement is S; cavalry may not enter buildings. When shooting indoors, 
all weapon range bands are reduced to S.

Light Sources
SOA: (Lamp posts) Any model beyond L from a light source is under darkness, resulting 
in Poor Visibility. Stealthy models under darkness add +1 to the Quality of enemies 
attempting to spot (detect) them. Hidden models under darkness remain hidden as 
long as they keep out of enemy LOS. Models within L of a light source are fully lit. 
Light sources may be destroyed with attacks; they have Combat Value of 1.

Satchel Charges
SOA: It costs one action to set the timer on a satchel charge. Use a die to indicate the 
number of activations until it detonates. This counter is for each player’s activations, 
not just those of the setting player.

Satchel charges may be chucked like grenades for an additional action. Due 
to their weight and size, they have a maximum range of 2 M. Thrown satchels may 
detonate prematurely. If the throwing model fails a Quality check, the satchel explodes 
instantly.

All models within L of a satchel charge are knocked down. Models within S of 
the blast take a CV 5 hit; models within M take a CV 3 hit. Satchel charges are powerful 
enough to damage buildings and tractor armor.

Adding Explosives
Quality Cost

5 +5 points
4 +10 points
3 +15 points
2 +20 points
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Stealth
SOA: Clarification
This rhyfler is an expert at hiding and sneaking. If the rhyfler is next to any terrain 
feature he may not be targeted unless he is spotted or gives away his position by firing. 
An enemy with line of sight to a Stealthy rhyfler will spot him if he succeeds with both 
Quality Checks on two dice.

A stealthy model that gives away its position by firing can still move to a new 
hiding place in the same activation. If a stealthy model has more than one action, it can 
attack with its first action, then move into base contact with a different piece of scenery 
using subsequent actions. As long as the model ends its activation adjacent to a different 
scenery piece than the one it attacked from, stealth is re-established. (SOA, p105)

Subduing Opponents
SOA: Some scenarios allow the use of non-lethal attacks to subdue enemies. This must 
be done in HtH combat, and the attempt to subdue (instead of kill) must be announced 
before dice are rolled. A result of Knocked Down or Out of Action will subdue the 
defender. Subdued models may not activate, and can be captured. Tripling the defender’s 
roll still results in a kill. 

Tall Grass
TQW: Tall grass does not affect movement. It provides Cover (TQW p57) and a stacking 
Condition Shift for infantry units. Prone infantry units under a Heavy Weapon cone 
can crawl 4” through tall grass with only one move action.
SOA: Tall grass does not affect movement, but it does block LOS to prone figures. 
Prone figures cannot see beyond 1 base width in tall grass, and must stand up to fire. 
Models engaging in HtH combat within tall grass reduce their Combat score by 1.

Victory Points
TQW: Elite Rhyflers are equal in value to Cavalry, 3 VP each. (TQW, p86)
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Designer’s Notes
A newborn kit, dewy and bright-eyed, sat atop a hill with his ancestors and beheld the world he 
had entered.

All across Alwyd, wherever the kit looked, he saw war.
“Ancestors,” asked the kit, “why do we quar kill each other? Why all this pain and death?”
“Thus is the world,” shrugged one ancestor.
“No,” argued another, “thus have we made the world.”
More ancestors took sides in the debate, until all the kit could hear was shouting voices.
While his ancestors argued, the kit watched us all die, and wept.

Above is an old Tokish parable I discovered during my research into writing Tales of the 
Breach. As I dug through historical texts and memoirs, I imagined a young Alykinder 
being inspired by this story. He, like all of us – like all Quar ever – grew up with war, 
the stories of war, the tragedies of war.

And Alykinder danced and sang and shared stories like the rest of us.

As we put this volume to bed, I don’t know which parts of me are more tired – my 
brain or my fingers.

I raise a mug of gratitude to all the contributors to SOA and TQW:  Mr. Q’ltyri 
and Mr. Brwn (Creators and Editors), N’dru B’snach (Rules Guru), Pyt M’knah (Alwyd’s 
leading Historian), Mr. Bl’nk’nshyp (Ancestors bless his hands), and of course the play 
testers (a fine bunch of geeks). Thanks for everything, gentlequar.

I raise a mug of tribute to the player community. The soul of the Quar is in our 
stories and songs, and these stories are for you.

Make them your stories.
Tell them loudly.

– Styvn A. Baelin, Dael 23, 2012






