
1 The War of 
The Tall Hats

A Brief Account 
of the Long Enmity Between 

Ergydiwr and Maebwysh
The island city-state of Ergydiwr and the desert city-state of Maebwysh are, on the face 
of it, unlikely polities to have such a deep and long-lasting conflict. Regrettably, with 
the renewal of the War of the Tall Hats in 1783 (CY22) within Easky, we must set the 
context for the current conflict in historical terms.

A Spurned Gift or A Calculated Insult
In about 680, King Maebba VII of Maebwysh died, and was succeeded by his nephew, 
Maebbryll IX. To commemorate his uncle, Maebbryll IX ordered the construction of a 
shrine to both the memory of the old king, and to the wind spirits of Maebwysh. As 
part of this, he ordered the casting of a complete set of traditional ritual bells, paying an 
enormous sum in silver and gold to Duke Duwwl of Ergydiwr. We know for certain that 
Duke Duwwl in turn gathered enough copper and tin to cast the bells, and that the bells 
were conveyed by ship and caravan across Easky to the marginal desert of Maebwysh.

In early 681, King Maebbryll IX sent a fulminating letter with a prince of his 
household directly to Duke Duwwl, alleging that the bells were “most improperly and 
insultingly made,” as the tuning of their notes was “inharmonious and blasphemous to 
the rites for which they are intended.” King Maebbryll IX demanded restitution in the 
form of an enormous tribute, to be paid for as many years as King Maebba had lived, 
or two additional sets of bells “made true.”

Duke Duwwl replied with envoys of his own, declaring that the money sent 
initially had been insufficient for the casting of a complete set of ritual bells, and that 
his clan had paid for the casting of the fifth bell out of their own generosity, and that 
they had been constructed “with as true skill as any ever made, and with no mote of 
care lacking.” When the Ergydiwrans envoys returned to the Duke, they carried with 
them a declaration of war from Maebwysh.



2 The War of 
The Tall Hats

Two armies met and fought a battle some time in late 683, whose exact location 
is uncertain and results were inconclusive. Both sides reported that they “chastised the 
foe and smote them utterly” and returned home. The seeds for a millennia-long conflict 
had been planted.

The First War of the Tall Hats
A nearly reflexive enmity between the two city-states continued for the next few 
centuries, exacerbated by the occasional bit of piracy from Ergydiwr and caravan-raiding 
from Maebwysh. This played into the machinations of various regional powers, 
some of whom attempted to exploit the conflict for their own ends, but inevitably 
found themselves drawn into the conflict. But the first true War of the Tall Hats 
broke out in 1050, as a result of a fight at a wedding.

The Womollynyr clan had designs on power by uniting two ruling clans, each 
of which had commanded the loyalty of one side of the Ergydiwr/Maebwysh conflict. 
At the wedding of the scion of the Womollynyr to his new bride, both city-states sent 
honor guards. And as the honor guards were arrayed, the majordomo was confronted 
with a serious concern: Which city-state’s guards were to be given priority?

Among the Womollynyr, the height of a warrior’s helmet determined his priority. 
The warriors of Ergydiwr measured the total spine-length of their distinctive cast bronze 
helmets, which would have placed them in priority. However, the traditional felt caps of 
Maebwysh were taller in an absolute sense, and they demanded the place of honor. The 
argument grew heated, the majordomo failed to keep accord, and the Ergydiwrans and 
Maebwyshians came to blows. The Womollynyr ordered their vassals to make amends 
and come to an agreement. But the two city-states instead tore the nascent Womollynyr 
power block into new warring factions. The First War of the Tall Hats (1050-1120) resulted in 
a split of power that roughly corresponds to the geographic regions of Easky and Kryst, 
and saw the last of the petty kings of Maebwysh being replaced by dukes with closer 
familial ties to the royal clans of Kryst.

The Second War of the Tall Hats
King Mun I completed his palace at Orovaras in 1389, and invited delegations from 
across Alwyd to come and present him with gifts. Envoys from Maebwysh came 
bearing an opalized fossil fish of enormous size and value, described in court records 
as the “rainbow leviathan.” Envoys of Ergydiwr brought fifty living iridescent sea-
bream, which are valued both as a delicacy and as a pet for waterscapes, and this was 
enough to provide King Mun with breeding stock for his water gardens. 

A courtier later asked King Mun which gift he most enjoyed in his new palace. 
King Mun replied: “My priceless fish.” The envoys of Maebwysh and Ergydiwr both 
assumed the compliment was directed at them. Consequently, when those same 
envoys met later, they both boasted of their own gift, and cast aspersions on the other. 
The conversation grew heated. Another courtier approached King Mun and asked 
“of which fish he referred.” King Mun replied, somewhat carelessly: “Oh, the fish of 
many colors.” As this did nothing to clarify the situation, the envoys of Maebwysh 
and Ergydiwr drew weapons for a duel and were ejected from the court. The Second 
War of the Tall Hats lasted a dozen years, and ended inconclusively.

King Mun’s Bream are still living in the water-gardens of the Orovaras Palace, 
and the Rainbow Leviathan is still hanging on the wall of the Southwest Grand Stair.
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The Third War of the Tall Hats
The Third War is generally considered to be a subset of the Great Regnal Succession 
Crisis of Kryst and Barro, whose causes far exceed the scope of this short introduction. 
However, once again, Ergydiwr and Maebwysh were serving rulers on opposite side of 
the conflict. Ergydiwr cast some of the finest cannon on Alwyd at the time; Maebwysh 
was one of the first city-states to organize a professional core of infantry bolstered by 
wide conscription from the population.

In the scrubby high wasteland of Outer Kjeset, near the site of today’s Fort 
Thunder, stood a line of castles occupied by Maebwyshians. The Ergydiwrans had been 
ordered to bring their cannon in support of a siege of Zanazi, in Kryst, but declared 
that the line of forts represented an existential threat, and instead attempted to invest 
and siege. The resulting siege was never fully completed, and while the Ergydiwrans 
were able to reduce most of the old pre–gunpowder fortifications to rubble, the 
Maebwyshians were more than willing to build counter-works, escarpments, trenches, 
and salients, resulting in an ever-shifting web of positions and lines. The fighting lasted 
from 1419-1428. The Hatworks (as they are colloquially known) were also the site of a 
major Crusade operation in CY3 as part of the conquest of Easky.

The most lasting consequence of the Third War was to be found in Coftyr. 
Coftyran engineers observing on both sides of the conflict incorporated lessons learned 
into the Grand Fortification project of 1500, as the Great Wall was reinforced. Many of 
these fortifications built as a result were able to withstand the attack of the Crusade.

The Formation of Modern Easky
One of the stated goals for the Constitution of Easky was to forestall future conflicts 
between Ergydiwr and Maebwysh. A personal unification between the ruling house 
of Maebwysh and the First Family of Easky resulted in the two city-states again being 
ruled in the same major polity. As both city-states were at something of a low ebb in 
their fortunes at the time, it was easier for the Parliament of Easky to intervene and 
force a resolution when the long-simmering conflict threatened to boil over.

Over time, the contention between the two city-states cooled, but never entirely 
cleared. A few exhibition matches between mhudd–ball clubs or crykkt teams were 
notable for the scuffles that happened in the stands, but by and large violence between 
the two city-states began to die down.
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The Crusade Unravels in the East
Shortly before Alykinder’s death, the Conclave of Kryst announced their intention 
to withdraw from the Crusade’s GHQ and political cooperation, citing overbearing 
control out of Tok. Moreover, the Conclave agreed that they would give amnesty to 
any clans willing to withdraw from the Crusade’s military offenses. Meanwhile Easky 
had launched one of the largest Crusader offenses in recent memory, smashing into 
Creevin’s east.

With Maebwysh existing along the margins of the Great Desert of Kryst, it was 
always more culturally aligned with the desert dwellers. The clans of Maebwysh were 
less enthusiastic about fighting in Creevin than most Easkovites, and likewise disliked 
the heavy-handed orders coming out of Tok. Although nominally a democratically-elected 
polity, the opinions of clan leaders was far stronger than the ties of political parties, and 
Maebwysh sent the parliament of Easky a notice that they also intended to cease direct 
cooperation with the Crusade.

This proved unacceptable to the more ardent Crusaders in Easky, including 
the Ergydiwrans, who were justifiably proud of their casting off of their feudal 
rulers. Leading this hard line of Easkovite policy, the Ergydiwrans took it to something 
of an extreme, declaring that they would “secure Crusader cooperation” along the 
border with Kryst. Delivered with little diplomatic sensitivity, this resulted in the 
Maebwyshians declaring war against Ergydiwr itself, though not Easky as a whole.

Thus, now, the Fourth War of the Tall Hats has broken out. Neither Ergydiwr nor 
Maebwysh is particularly potent on their own terms, but they are ardently set against 
the other side achieving their aims. Into the complicated mix of Kryst’s desert clans, 
smugglers, raiders, the F.O.D., Crusaders attempting to head west to Maer Braech, and 
the devolving situation in the Barromarch, this conflict threatens to have unpredictable 
repercussions in Easky, Kryst, and the rest of Alwyd.
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Maebwysh Sk Mt MA T Equip Special Points
Rhyfler 12 1d6+1 5 4 Jokyn SMG Support 25

Rhyfler 12 1d6+2 5 4 Janglar 
Battle Rhyfle Blunt Rounds 28 (3)

Milwer 12 2d6+2 5 4 Jokyn & Spear Leader (2/3), 
Pole-arm 29 (1)

Yawdryl 12 2d6+1 5 4 Pistol & Sword Leader (3/4) 30 (1)

Standard Profiles

Weapon R Sn Abilities
Janglar 
Battle Rhyfle 8 -2

Jokyn SMG 6 -2
Pistol 4 -1

Splagen B.e 6 N/A
AP Shell (M, 1d6+1), 
AT Shell (S, 2d6), 
Loader

Ceremonial  
Spear 4 N/A Thrown Weapon

Weapons

Unit Profiles
Maebwysh

Rhyfler x3
Jokyn SMG

Yawdryl
Pistol & Sword

Rhyfler x1
Janglar Battle Rhyfle

Milwer
Jokyn & Spear

Rhyfler x2
Jokyn SMG

Squad Organization

Rhyfler x2
Janglar Battle Rhyfle
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New RulesNew Rules
Switch Ammo
A Specialist Loader with this ability usually accompanies another specialist carrying a 
weapon with two Blast Values listed on its profile. The first Blast Value is the weapon’s 
default armament. The Loader may switch the weapon to the second Blast Value by 
performing the Prepare Weapon Task. This must be performed every time the specialists 
wish to use the secondary Blast Value.

Thrown Weapon
Some factions still arm their rhyflers or officers with more traditional or ceremonial 
weapons from a past age. These weapons may be thrown once per battle at enemy 
rhyflers within three Range Bands.

If the target of such an attack is Gobsmacked or taken OOA the throwing 
rhyfler may attempt to recover their weapon by moving up to the target and 
spending an Activation to retrieve it. If they do so they may throw the weapon 
again at a later point in the battle.

Pole-arm
When this rhyfler is within 2” of an enemy they may choose to become Engaged, giving 
that status to the opposing rhyfler as well. 

Opposed rhyflers without this ability may not perform Melee Attacks against 
rhyflers with Pole-arm unless they are, or move to within 1” of their target. Moving in to 
attack may be accomplished by spending one Pluck or performing a Standard Movement 
Task, which does not grant a free attack nor count as a Disengage Movement Task.

Maebwysh Sk Mt MA T Equip Special Points
is-Caerten 12 1d6+2 5 4 Pistol Leader (3/6) 31 (1)

Caerten 12 1d6+2 5 4 Pistol Leader (2/5), 
Inspiring Presence (2) 34 (1)

Master Yawdryl 13 2d6 5 4 Jokyn Leader (5/4) 36 (1)
Cook 12 1d6+2 5 4 Jokyn Medic 30 (1)
Musician 12 1d6+2 5 4 Jokyn Musician(4) 30 (1)
Standard Bearer 12 1d6+3 5 4 Jokyn Standard 30 (1)
Squirrel Handler 12 1d6+4 5 4 Jokyn PykPyk(3) 30 (1)

Command Profiles

Maebwysh Sk Mt MA T Equip Special Points
Torpedo Rhyfler 12 1d6+1 5 4 Splagen B.e 40 (2)
Loader 12 1d6+1 5 4 Pistol Switch Ammo 28

Specialist Profiles
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Weapons of Maebwysh
Jokyn SMG

If the Janglar is an example of how Maebwyshian arms aim for quality, 
then the Jokyn SMG is an example of how the Maebwyshians can 
make a gun quickly. Jokyn Arms had been manufacturing open-bolt 
submachineguns prior to the Crusade, and when Easky and Kryst 
joined the Crusade, industrial engineers trained in Craesil and Tok 

came to the factory with an eye to simplify construction. Focusing on reducing the time and 
steps needed for a factory worker to produce a working, but still viable frame resulted in 
the current Jokyn—a stamped, open bolt, blow-back operated submachinegun. By cleverly 
reducing the rate of fire, the Jokyn quickly “settles” into a steady rhythm that a rhyfler can 
hold on target. 

There are concerns, however, that not every Jokyn SMG is being accounted for 
after manufacturing. After all, if a weapon can be so quickly produced, will anyone 
miss a few dozen crates going astray every once in a while?

Janglar Carbine
The Janglar carbine is an exceptional rifle, combining 
many of the desirable traits of the Angrodd ‘99 in a far 
more compact package. It is hugely popular in Kryst, 
and before Kryst exited the Crusade, it found its way 
into Crusader cavalry, airmobile, and armor units that 

deployed in or near Kryst. Its mechanics are machined, not stamped, resulting in a sol-
id, reliable carbine that cycles smoothly, resists dust, and breaks down easily. The fixed 
rear sights are zeroed to 200 meters, and the front sight offers a generous sight picture, 
and rhyflers quickly learn how to intuit ranging and wind deflection. Even its semiau-
tomatic operation is spring- rather than gas-cylinder driven. If it has any downside, it is 
that like most good compact weapons, the demand far out-strips the supply.

As Janglar Industries used the city-
state of Maebwysh as its distribution hub, 
they generally have ready access to this 
popular firearm, and thus have chosen it 
as its primary infantry arm.

Take up Your Arms, Maebwyshians!

We were told that the Crusade would 
raise the place of every quar, and that we would 
no longer be held to the whims of distant kings. 
How are we to respond, then, when generals and 
politicians seated in far-off Tok tell us we are not 
to pursue our own peace? Why must we fight 
our long-standing friends at the order of distant 
masters? Maebwyshians, take up your arms!

- From a broadside posted in the Suuk, 
Dael 1782
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Weapon R Sn Abilities
Tefsyn Infantry 
Rhyfle 8 -3

Cidderach 
LMG 8 -3 Automatic (1), 

Braced
Pistol 4 -1

Weapons

Unit Profiles
Ergydiwr

Ergydiwr Sk Mt MA T Equip Special Points
Rhyfler 12 2d6-1 5 4 Tefsyn Rhyfle Support 25
Rhyfler 12 1d6+2 5 4 Cidderach 32 (1)
Milwer 12 1d6+2 5 4 Cidderach Leader (2/3) 35 (1)
Yawdryl 13 2d6 5 4 Tefsyn Rhyfle Leader (3/4) 33 (1)

Standard Profiles

Rhyfler x3
Tefsyn Infantry Rhyfle

Yawdryl
Tefsyn Infantry Rhyfle

Rhyfler
Cidderach LMG

Milwer
Cidderach LMG

Rhyfler x4
Tefsyn Infantry Rhyfle

Squad Organization
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Hulbough Field Gun
The foundries of Ergydiwr are famous for the quality of their work, and for never 
throwing away a useful pattern. The Hulbough may be one of the oldest pieces of artillery 
on Alwyd. For nearly five centuries, this small bronze field piece has emerged from 
Ergydiwran forges and gone on to fight the Long War. Technically categorized as the 
Artillery, Mountain, Portable, Easky Mod Light 0 in Crusader TO&Es, today’s version 
differs only from the model shown on the Bibyvu Tapestry in that it is breech-loaded.

Although the Hulbough’s brass cannot accept the higher-pressure rounds fired by 
more modern artillery pieces, it can still throw a light fragmenting or solid shot warhead, 
making it a viable threat against light armor or fortified positions. It is light enough that 
the chassis and barrel can be handled by the two-quar crew, and packed onto cadier if 
needed. Ergydiwrans consider the bell on the Hulbough to be an essential piece of the 
weapon. The tolling of the bell after firing is said to give the gunners useful information, 
whether the gun is sufficiently warmed (or worked too hard), or the condition of the 
atmosphere. For the traditionalists in Ergydiwr, the Hulbough is living proof that a good 
idea can have a timeless quality, whether in bells, helmets, or cannons.

Hulbough 
Field Gun

Weapon Crew
50 (2) pts

Crew: 2 Sk: 12 T: 4 D: 2 Break: – MA: 4

Heavy Weapon Rn Arc Type

Hulbough Field Gun 12 45° Blast

Abilities Carriage, Slow reload, Blast (M, 1d6+2)

Damage Chart Damage Level

7+ Weapon Crew are Disabled. 
Remove from Battlefield 0 Fully Operational: All Crew can 

perform their Tasks.

5-6 Weapon Crew suffers 1 point of 
Damage. 1

Shaken: Attacks are at -4 
unless 2 Activations are spent 
by the crew to perform the 
Combat Task.

3-4 Weapon Crew is Gobsmacked. 
Remove Rattled Status if present. 2 Disabled: 

Remove from Battlefield
1-2 Weapon Crew Rattled.

Damage Taken:

Ergydiwr Sk Mt MA T Equip Special Points

is-Caerten 12 2d6+1 5 4 Mace, Pistol Leader (3/5), 
Melee (+1) 35 (1)

Caerten 12 2d6 5 4 Pistol, Sword
Inspiring 
Presence (3), 
Melee (+1)

38 (1)

Master Yawdryl 12 1d6+2 5 4 Cidderach Leader (5/4) 41 (1)
Cook 12 1d6+2 5 4 Tefsyn Rhyfle Medic 30 (1)
Musician 12 1d6+2 5 4 Tefsyn Rhyfle Musician (4) 30 (1)
Standard Bearer 12 1d6+2 5 4 Tefsyn Rhyfle Standard 30 (1)
Squirrel Handler 12 1d6+2 5 4 Tefsyn Rhyfle Pykpyk (3) 30 (1)

Command Profiles
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Weapons of Ergydiwr
Tefsyn Infantry Rifle.

The Tefsyn was Easky’s first standard rifle prior to the 
Crusade. Never fully adopted across Easky, it was relegated 
to the Daecis G’dogolwyr’s stores after the release of the 
R54. Like many Easkovite designs, it features a detachable 
box magazine and semi-automatic fire. It fires a relatively 

small caliber (.31 caliber) round, with an excellent flat trajectory, comparing favorably to 
the Coftyran Harlech. Unfortunately it lacked much of the reliability of Easky’s Crusade 
designs or even the venerable Harlech. The feed mechanism did not always cope well with 
the recoil from the rounds, sometimes leading to “round-and-half” feed jams. Some of this 
was mitigated by adjustments to the ammo’s powder loads. The Tefsyn was also sensitive 
to dirt and fowling, and poor seals on the recoil piston. It is adequate for second-line and 
garrison forces, and the plucky armorers in Ergydiwr are able to make it work well enough. 
The R54 Infantry Rifle, based on the Tefsyn, fixed that rifle’s feed problems, and is now the 
most common reserve infantry weapon in Easky.

Ergydiwr Arms Foundry Cidderach LMG
The original vision for this LMG was to create a 
weapon whose components were  based on the 
Tefsyn. Both weapons would fire the .31 caliber 
rifle round, with the LMG having a more robust 
recoil mechanism, heavier barrel, and fittings for a 

drum magazine. The initial prototype was almost completely inadequate, with the 
Tefsyn’s jamming issues compounded to a maddening degree. The lessons learned 
resulted in two weapons: The LMR54 (made by Wigtaem) and the Cidderach (made 
by Ergydiwr Arms Foundry). The Cidderach fires the .31 caliber rifle round, with 
completely new internals on the original Tefsyn frame. The LMR54 was up-calibered 
to the Easky .44 rifle round, and uses reinforced gas cylinders and recoil springs on 
the R54 feed mechanism.

While the Asis G’dogolwyr has gone 
on to use the LMR54 in Creevin, the ammo 
commonality between the Tefsyn and the 
Cidderach has made it popular in second-line 
units. Ergydiwr Arms Foundry makes refit 
kits as well as the .31 caliber round, meaning 
the Ergydiwran units are reliably supplied 
whenever they take the field.

To Arms, Ergydiwrans!
Have we not sworn our sacred honor to 

the Crusade? Have we forgotten what it is to 
have overlords taking and taking from us? Even 
now, as matters come to a head in both the east 
and west, we have a vital role: To secure for the 
Crusade gains made from the first, such that we 
might bring the final resolution long-delayed. To 
arms, Ergydiwrans!

- Syrnol Gimveer Nesho, 
12th Ergydiwran Rhyfles


