
Maer Braech’s Home Guard
The Tollyn Maeryn are the traditional militia of Maer Braech, dedicated to 
the territorial defense of that nation. A long-standing branch of the Maer 
Braechi military, the Tollyn Maeryn was originally created so that the 
monarchs of Maer Braech could rely on a percentage of each municipality’s 
population in times of crisis, and for which the municipality would receive 
the royal charter. Although Maer Braech is now officially a Crusader state, 
the Tollyn Maeryn still receive the sanction of the Dowager Queen and 
pledge their loyalty to her as the head of state.

Service in the Tollyn Maeryn is expected of most Maer Braechi youth 
for a year or two. The first year is a full term of active service, and after 
that a quar may decide whether to remain active on a month-by-month 
basis. Dropping out immediately after one’s first year is legal, but seen 

as a bit unsporting. “Doing your two Daels” is how most Maer Braechi talk about spending time under arms. After leaving active 
service, a member of the Tollyn Maeryn may return to active service voluntarily, or if called by the state. There are a small number 
of professional Tollyn Maeryn officers, mostly regular officers seconded from the Maer Braechi army who command the training 
camps and the upper levels of staffing. But every unit has a few Auld Bucks who have either stayed under arms for years, or 
bucks who serve a month or two here every year when the seasonal work dries up.

Their traditional uniform dates back to the days of pike and snapphawnse (and the adherence to tradition is much-admired 
in Coftyr), and the Tollyn Maeryn have chosen not to adjust to Crusader small unit tactics and weapons. Their bolt action rifles 
out-range the Bogen, and are closer in profile to the Harlech, although most rhyflers need some calm guidance from their leaders 
to remember how to use it effectively. Special weapons like light machineguns and submachineguns are used by NCOs and more 
experienced bucks.

The last time a massed unit of Tollyn Maeryn fought any invader in open battle was when Alykinder’s Crusaders cut apart 
the Army of Kings, and the Tollyn Maeryn did not precisely cover themselves with glory. Most formations were barely an obstacle 
to the better-trained, battle-hardened, well-led, and motivated Crusader catrawds. Since by long tradition, the Tollyn Maeryn do 
not cross the border of Maer Braech as part of invasion forces, it did not directly participate to the attempted invasion of Coftyr 
at the Battles of the Gates. As the fighting in the west has devolved into smaller affairs with more localized conflicts, the Tollyn 
Maeryn forces have been involved in a number of minor battles and firefights.

The Tollyn Maeryn considers itself distinct from the regular, Crusader-aligned army of Maer Braech. Unlike Campryg Loeck, 
its leaders are not aligned with any political philosophy, only the preservation of their beloved homeland.

Tollyn Maeryn

Mad Uncle Gaffyn
Milwer (ret.) Punnochear Gaffyn had been off the Tollyn–Maeryn 
roles since before the Army of Kings last deployed in Maer Braech, 
and yet every spring he shows up with his tent, his gear, and his 
trusty rifle—and scope—for the muster, usually forming up off the 
back row of that season’s newest recruits.

In the field, he shadows whatever company or unit attracts his 
fancy, camping with them and eating their rations. Inexperienced rhyflers 
are put off by his strange pronouncements and barely-contained 
enthusiasm for shooting the enemies of Maer Braech. So too are the 
veteran Tollyn Maeryn who have been around for a few seasons, but 
they know that Mad Uncle Gaffyn is an incredible tracker, a dead-
eyed shot, and through-and-through patriot, who more than once 
has saved soldiers who disdained him. Mad Uncle Gaffyn seems to 
take no note of others’ opinions of him, not when there are enemies 
threatening his beloved nation.

Census roles in Maer Braech have no record of the Punnochear 
clan after 1750, leading many officers to wonder why this strange old 
soldier claims to belong to an extinct clan.
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New RulesNew Rules
Home Army
The rhyflers of the Tollyn Maeryn Militia are gathered from local 
youth, both bucks and dynas, enlisted to protect their homes and 
families. Often local elder dynas form ad-hoc Home Volunteer 
Armies to provide support to their kits on the front lines. They 
enter the field of battle armed only with mothcakes and good 
cheer. Woe to the errant rhyfler that mistakenly targets a member 
of the Home Army.

These dynas have the Medic ability as though they were a Cook. 
If a Home Dyna is Gobsmacked or taken OOA from a wayward 
Blast template—or purposefully by a dastardly commander—a roll 
must be made on the They Shot Mum! Chart.

Bolt Action
These civilian weapons are often handmade family artifacts. While they 
may send less fire down field, they do it with much more accuracy. Bolt 
Action weapons have the Slow Reload trait.

A rhyfler armed with a Bolt Action weapon may perform the 
Crack Shot Task instead of a standard Ranged Attack.
Crack Shot – This rhyfler may perform a Ranged Attack without 
incurring penalties from the distance to the target. Do not gather 
Range Band modifiers for this attack. This does not apply to 
interruptions such as Return Fire and Snapshots, nor to attacks 
performed while on Overwatch.

Weapon R Sn Abilities
Bostad rev53 
Rhyfle 8 -3

Rhyfle Grenades 8 N/A Indirect Fire, 
Blast (M, 1d6+2)

AuP rev27 SMG 6 -2 Select Fire (2)
Bolt-Action Rifle 10 -2 Bolt Action
AuS rev44 LMG 10 -3 Automatic, Braced
Single-Action 
Revolver 4 -1 Bolt Action

Grifkis 4 -1 Shotgun

Weapons

Tollyn Maeryn Sk Mt MA T Equipment Special Abilities Points
Militia Rhyfler 10 1d6+2 5 4 Bostad rev53 Green, Support 18

Militia Grenadiers 10 1d6+2 5 4 Bostad rev53, 
Rhyfle Grenades Green 22(2)

Milwer 12 2d6-1 5 4 AuS rev44 LMG Leader (2/3) 35(1)

Auld Buck Yawdryl
12 2d6-1 5 4 Bostad rev53 Leader (3/5) 33(1)1

12 2d6-1 5 4 AuP rev27 SMG Leader (3/5) 33(1)1

Auld Buck Veteran 12 2d6+1 5 4 Single-Action 
Revolver

Leader (3/5), 
“Like This!!” 45(1)

Militia Pykpluckers 11 1d6+2 5 4 Bostad rev53 Communications 25(1)
Home Dyna 11 --- 5 4 --- Home Army 30(1)
Irascible 
Lone Buck 13 2d6 6 4 Bolt Action 

Rhyfle Infiltrate, Resilient 45(1)

Crusader “Advisor” 12 2d6-1 5 4 Grifkis Leader (3/6) 36(1)2
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1 �Only one Auld Buck 
Yawdryl per 300 points.

2 �Selection of a Crusader 
“Advisor” allows the 
commander to select up 
to 2 Crusader Specialist 
rhyflers to add to the 
Patrol. 
The Points total of 
the Specialists and 
Advisor may not exceed 
the Points total of the 
Patrol’s basic Militia 
Rhyflers.

They Shot Mum!
Roll Outcome

6/6

She’s Ok, She’s Ok!! – The Home Dyna was missed by 
the attack, and all breathe a sigh of relief. The Dyna’s 
commander gains d3+2 Pluck as they gather their 
strength in her defense. The attacking commander loses 
d3 Pluck as they think about their mistake.

6/-
That Was a Close One! – The close call has rung the 
Dyna’s bell. She is Gobsmacked. Her fellow rhyflers 
gather d3 Pluck in outrage!

6/1

You Shot Mum! You Ancestor-less Savages! – The 
Dyna’s commander may perform an immediate free 
attack with the rhyfler nearest to her. She is marked as 
Gobsmacked.

-/-

Is She Hurt – Both sides rush to the Home Dyna’s aid. 
Until the Home Dyna is Tended to, the only Tasks that 
can be performed by all rhyflers, friend and foe, are 
Moving toward the Dyna and Tend Wounded. When she 
is Tended to do not roll on the chart, use the 4 result 
instead. Which ever side gets there first will gather d3 
Pluck for aiding in her recuperation.

1/-

What did I do!?! – The attacking unit is Gobsmacked 
with regret. The Home Dyna is marked as Out of Action. 
When she is Tended to do not roll on the chart, instead 
use the 3 result.

1/1

Nooooooo!! – The attacking rhyfler is taken Out of Action 
with despair as the Dyna is marked as Out of Action. 
When she is Tended to do not roll on the chart, instead 
use the 2 result.



Indirect Fire
Weapons with this Trait may perform the Indirect Fire Task.
Indirect Fire (Prepare Weapon) – This attack ignores any Cover modifiers when establishing the Blast Point but always 
gathers a -1 penalty due to the inaccurate nature of the weapon. Any Dispersion due to a failed Skill Check is determined 
by the opposing commander as though the check result was >13 (the template scatters 3+d3” in the direction of the oppos-
ing commander’s choice, pg 22).

The attacking commander may target a unit they do not have within Line of Sight at an additional -2 penalty (for a total 
Indirect Fire penalty of -3). Rhyflers in enclosed spaces with a roof cannot be the target of an Indirect Fire Task.

“Like This!!”
Once per battle after a Militia Rhyfler within their Leadership Range (Y) fails a Ranged Attack Skill Check the Auld Buck Veteran 
may spend 1 or more Pluck to make an immediate Crack Shot Attack against the missed enemy, provided they too have Line of Sight 
to the target. This attack gathers an additional bonus equal to the amount of Pluck spent. This attack does not count as the Auld Buck 
Veteran’s only Combat Task for the current Round.

Green
Eager teenage kits and patriotic tradesquar may find themselves volunteering for stints with a local militia or Home Guard. These Quar 
may not be as drilled as professional soldiers, but tend to do alright under the watchful eye of their NCOs. When within a rhyfler with 
Leadership’s range (Y), Green rhyflers gain the Ranged (+1) ability and gather +1 to Skill when making Take Cover checks.

Weapon Crews
The profile for the RR Portable rev68 uses the new rules for Heavy Weapon Crews from the upcoming Clash of Rhyfles rulebook. 
Its included here for future use, as well as a fun sneak preview of things to come!

RR Portable 
rev68

Recoilless Rhyfle

Weapon Crew
100 pts

Crew: 3 Sk: 11 T: 4 D: 3 Break: 1 MA: 5

Heavy Weapon Rn Arc Type

Recoilless Rhyfle 12 45° Blast

Abilities Gun Shield (-1), Anti-Tractor, 
Slow Reload, Blast(Small, 2d6-1)

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 Hampered: Only Assistant or 

Observer can Activate, not both.

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

Shaken: Attacks are at -2 unless 
2 Crew spend their Activations to 
perform the Combat Task.

1-2 Weapon Crew Rattled. 3 Disabled: 
Remove from Battlefield

Damage Taken:


