TRACTORS IN A RHYFLER'S POCKET-BOOK
PLAYTEST DOCUMENT V2

MAJOR CHANGES FROM V1

Activation

We changed the activation of tractors to fall more in line with other units in the game, the previous version was found to be too
strong, or a waste of “bonus” Activations.

Removal of Repair

We removed the ability to repair tractors in the field as it kept them around too long, making them occasionally unkillable when
in combination with the old activation system. We replaced it with the Grumpy Mechanic at the end of the document using our
first civilian miniature.

Change to Treads
We no longer track Left and Right Treads separately. Profiles have been updated to reflect this.

Changes to the Big Hunt Mission.
We changed the deployment and objectives on this mission to make it a little more challenging due to feedback.

I'm sure there are a lot of little thing that have been changed that have not been listed. Please re-read the document with extra care.

DESIGNER'S INTENT

At last! The long awaited “tractor” rules for A Rhyfler’s Pocket-Book. This took a while because first we needed to convince
ourselves that we wanted tractors in our little skirmish game. I mean, they kinda take away from our poor little rhyflers
struggling to keep their snouts dry in all the mud and blood. But it is the most frequently asked question, so here you go!

This is our Intent for tractors in the skirmish game: They should be effective but not overwhelming, powerful but not a must-
take, and scary but don’t add a lot of feel-bad moments to the game. Yes they get a whole activation card to themselves, and one
could conceivably just Activate them over and over until they are destroyed and ignore the little dudes, but where is the fun in that?
In our opinion they will work best at around 450 points, in scenarios designed around them, and we have some of those coming!

Keep in mind that this is a play-test document, a sneak peek if you will, at what we will put in the “full book.” Take them for
a spin and let us know your thoughts! And as always if you have questions reach out on the Facebook group, Quar Discussion, or
on our Discord. And big thanks to Discord Members dubious_cobalt, KorlithZaan, Mershyl, Green Fairy Studios, and Stewart for
all their help getting this to its current state.

Now Go Play! Set up a game with your friends, bring plenty of your favorite snacks and beverage of choice. Come up with
a mission, roll some dice, laugh a lot, and tell a story. Tell a grand story full of daring feats, silly accidents, and all the Grimsical
happenings of this species we all love from the planet Alwyd.

—The Zombiesmith Design Team



TRACTOR ATTRIBUTES

Clunky and lumbering, Tractors were originally adapted from farming equipment, but as their use on the battlefield has increased
much labor has been spent refining their design. The Tractor Profile differs slightly from that of rhyflers and lighter contraptions.

Skill (Sk) — The tractor crew’s ability to carry out standard Tasks, which include combat. To make a Skill check 3d6 are rolled; a
result less than or equal to the Skill value is a success.

Movement Allowance (MA) — The number of inches a tractor can move with a standard Move Task.

Damage Location Grid - This chart is used to determine where incoming fire has hit the tractor, and thus which Armor Value
used to resolve the attack.

Armor Value (AV) - The tractor’s resilience to ranged attacks, nearby explosions, and melee attacks from desperate rhyflers.
Different sections of the tractor will have varying Armor Values based on the direction of incoming fire.

Location Damage — Each of the tractor’s locations will list the number of Damage Points it can take before that area is
Inoperable.

Equipment — The weapons and equipment included in the tractor’s design. The weapon profiles are listed as part of the
tractor’s profile.

Special Abilities — Additional equipment, crew skills, and Tasks specific to the tractor. Some require a Skill check, while others are
always in effect.

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

TRACTOR STATUS

Different states are used to identify a tractor’s readiness, or Status, in the field.
Ready — This is the normal status of a tractor, ready for action.

Engaged - If a tractor is in base-to-base contact with enemy rhyflers it is Engaged.

Overwatch — This status allows the tractor to perform a Task during the opponents Round. While on Overwatch only one of the
following Tasks can be performed; the Gunner can fire the Main Gun, the Crew Commander can fire Defensive Weaponry, or
the Driver can perform a Reverse move.

Buttoned Up/Unbuttoned — The tractor is considered Buttoned Up when its top hatch is closed, and the Crew Commander
is inside the hull. At some point during the battle a Crew Commander may choose to open the hatch to utilize any
defensive weaponry against nearby attackers, changing its Status to Unbuttoned. This Status also affects the Crew
Commander’s ability to spot enemy rhyflers, by limiting or expanding their view of the battlefield.

Rattled — Various effects upon the battlefield may result in the startling of the crew, causing them to function at less than full
ability. A Rattled crew applies a -2 modifier to their Skill until the Crew Commander performs a Task to remove the Status.

Location Inoperable — The affected location is no longer functional, however the crew or other specialist rhyflers may attempt to
make repairs.

Immobilized - A tractor with either one of the Treads Inoperable becomes Immobilized. The tractor must remain in place until the
end of the battle, it is Disabled, or its crew can perform repairs.

Main Gun Jammed - The tractor may not fire its main armament until the Gunner performs the Clear Jammed Weapon Task.

Disabled - The tractor may no longer function for the remainder of the battle, and is past the point of field repairs. Leave the
tractor in place, now counting as Heavy Cover.



CREWED ACTIVATION

Crewed Vehicles activate a little differently than standard units. A Crewed Tractor must be chosen for Activation at the start of
anew Round. A card is drawn for the tractor by the opposing player as normal. The first 3 known Activations must be assigned
in a specific order; Driver, Gunner, and then Commander. Each crew member completes one Task in turn. The commander then
asks if the tractor has a fourth Activation. If yes, then one Crew Member may be assigned a second Activation, and likewise for a
potential fifth Activation. As normal no one Crew Member may perform more than two Tasks a Round.

Tractors may only perform one Combat Task per Round. This may be with any of its weapons. A tractor may not both perform
a Combat Task and gain Overwatch Status in the same Round.

Crew Tasks Summary

Below the Tasks available to the crew are summarized. Full explanations of the Tasks are listed later in the document.

Driver Tasks

Spot Target — The Driver may Spot targets
directly in front of the tractor.

Spot Target — Spot and Declare Target within
front 90° arc of Main Gun.

Gunner Tasks

Commander Tasks

Button Up/Unbutton — Opens or Closes top
hatch on the tractor.

Move — The Driver moves the tractor Forward in
a straight line up to its Movement Allowance.

Turn Turret — The Gunner turns the turret to the
left or right up to 45°.

Turn Tractor — The driver turns the tractor to
the left or right up to 45°.

Reload Main Gun — Gunner Reloads the Main
Gun so it may fire again.

Spot Target — Spot targets anywhere within
his Line of Sight. Unbuttoned gives the
Commander a 360° view of the battlefield,
Buttoned Up restricts this view to the front
90°arc of the vehicle.

Fire Main Gun — The Gunner performs a
Combat Task with the tractor’s main armament
against a Declared target.

Fire Main Gun — The Gunner performs a
Combat Task with the tractor’s main armament
against a Declared target.

Fire Secondary Weapon — The Gunner
performs a Combat Task with the tractor’s
secondary armament if available.

Fire Defensive Weapon - If the commander has
a defensive weapon at his disposal he may elect
to fire at a target using a standard Ranged Attack.

Clear Jammed Weapon — Gunner performs
Task to remove Jammed Status.

Reverse — The Driver moves the tractor
Backwards in a straight line up to half its
Movement Allowance.

SQUAD TRACTOR ACTIVATION

Some factions deploy lighter, single quar tractors to accompany and support their rhyflers. Often attached to the unit, these Squad
Tractors Activate in the same manner as the standard rhyfler. However not all Tasks available to rhyflers may be performed by Squad
Tractors; only the listed Tasks are available.

\) Recovery Tasks

Movement Tasks

Move

Disengage

Turn Turret*

Combat Tasks
Fire Main Gun*

Overwatch

Steady
Recover

* Indicates New Task from this Document

Issue an Order — Pass an Order to either

the Driver, Gunner. This Action is performed
immediately. A maximum of one Action may be
passed per Round.

Remove Rattled Status — May perform a Task
to remove this Status.

Declare Overwatch — Issues the order for the
crew to gain Overwatch Status.




TRACTORS RECEIVING FIRE

TARGETING TRACTORS

Heavily armored, yet intensely complex, tractors bring a mix of fortified support and demanding fragility. While targeting a tractor is a
rather straightforward endeavor, actually damaging one can prove to be quite difficult.

Blast Weapons

Because of the armored nature of tractors most small arms are unable to cause substantial damage. Only weapons with the Blast
ability are able to penetrate all but the lightest armor.

When a tractor is selected as a target the attacker rolls a Skill check to see if the Task succeeds. Standard modifiers apply; tractors
do not react to incoming fire. A well placed hit will increase the damage taken by the tractor, while critically failed rolls can injure the
attacker. If the Skill check fails the attacker rolls on the Blast v. Tractor Dispersion chart.

Blast v. Tractor Dispersion

Ranged Attack v. Tractor Result Roll Outcome
Skill Roll Result /5 | Really, it's such a BIG target?! — Attack succeeds! Active
— — - commander may choose location affected by Blast.
3 Tractor is critically hit, Triple Might Roll. Crew Rattled. - -
— - 6/- Close only counts with... — Attack succeeds. Active
4-5 Tractor is Hit, Double Might Roll. Crew Rattled. commander now rolls for the location affected by Blast.
Passes Skill Check | Tractor is Hit, proceed to Might Roll. Crew Rattled. 6/1 Dud round, duck! — The shell does not explode, but
The weapon malfunctions, preventing the instead slams into the hull of the tractor, crew is Rattled.
16-17 attack. The firing rhyfler is Gobsmacked, or the - Couldn't hit the broadside of a... — The shot is a miss.
tractor’s weapon is Jammed. The resulting explosion has no effect.
The weapon critically malfunctions, exploding Whoops, too short! — Opponent places blast point
18 before it is fired. Center the Blast Point on the 1/- | between one to two range bands of the intended target
firing rhyfler, or in the case of tractors, the firing point. He may elect to center it on enemy units.
weapon is Inoperable. Supply has gone to Pot! — The weapon malfunctions,
1/1 | preventing the attack. The firing rhyfler is Gobsmacked,
or the tractor’s weapon is Jammed
Large Caliber Weapons

The humble rhyflers in the trenches are not defenseless against these lumbering beasts, as tractors can be damaged by small arms with
the Large Caliber ability. The attacker performs a Ranged Attack against the tractor as normal and consults the Tractor Ranged Combat
Result chart. Note that is a Large Caliber weapon misses the target the attack process ends; Large Caliber ammunition does not disperse.

DAMAGING TRACTORS

Aroll is then made on the Damage Location Grid on the tractor’s profile, the
result of which will indicate where the tractor is hit, and list the Armor Value Location(Damage Points)
of that location. The result is read from the row representing which side of the Tread2)  Hull(2) Engine(2)
tractor the attacker is facing. If this facing is not easily determined the attacking
commander may spend a Pluck to choose.

1-2(AV8) | 3-6(AV7)
1-2(AV8) | 3-4(AV7) | 5-6(AV6)
1-2(AV8) | 3(AV7) 4-6(AV6)

When the location is determined the attacker makes a Might Roll based on
the value of the Blast weapon against the Armor Value of the effected location on
the tractor. This roll cannot be affected by the use of Pluck.

Once the amount of damage is determined, it is applied to the affected location, removing a corresponding number of
Damage Points. The removal of all the Damage Points in a location will result in the effects listed below.

e Treads: Once a tractor’s Treads loses all its Damage Might v. AV

Points the tractor is Immobilized. Might Roll Result
<AV Round does not penetrate, no damage.

® Engine: Once all Damage Points are removed

. . =AV Glancing hit, Crew is Rattled.
the tractor is Disabled. 9 : :
>AV Apply One point of damage to Location.
* Hull: Once all Damage Points are removed Double AV Apply Two points of damage to Location.

the tractor is Disabled. Triple AV Location Destroyed, no Repairs.



TARGETING THE CREW COMMANDER

If the tractor is Unbuttoned the Crew Command may be selected as a separate target. The Crew Commander counts as having
Heavy Cover against incoming fire. If the Crew Commander is Gobsmacked or taken Out of Action the standard results are
ignored. Instead the tractor is buttoned up and the crew becomes Rattled.

ENGAGING TRACTORS
IN MELEE

Desperate rhyflers with no other recourse may choose to
attack the tractor in a close assault. This is risky, as the
tractor is almost always in motion, and often has defensive
weaponry for just this circumstance.

Assaulting the Tractor

To close assault a tractor the rhyfler first needs to get in base
contact with it. This can be accomplished by performing a
standard Move Task or a Charge. Once in base contact the
rhyfler declares which location it is assaulting.

Once the tractor is engaged and a location of the assault
has been declared, the rhyfler can perform an attack
against it by spending an Activation and consulting the
Assaulting Tractors chart. Certain conditions allow the
roll to be improved by “shifting” up the chart a number of
rows equal to the modifier.

After the assault is resolved the rhyfler must attempt to Hang On!

stay on the tractor by making a roll on the Hang On! chart.

Rhyflers Engaged with a tractor can choose to
Disengage at any point by performing a standard Move
Task. To do this they make a Skill check. If passed, place
the rhyfler within MA of the tractor; if failed the rhyfler is
Gobsmacked and placed directly behind the tractor.

Defensive Fire vs. Assaulting Rhyflers

It is assumed that Crew Commanders are armed with a
pistol or other side arm. During the tractor’s Activation
the Crew Commander may spend an Activation to fire

at an Engaged enemy. This is a standard Ranged Attack
Task that uses the crew’s Skill, and suffers a -3 penalty for
the hectic nature of the activity. No other penalties apply.
Engaged rhyflers cannot react to this fire, as they are too
busy trying to hold on.

INTERACTIONS BETWEEN
TRACTORS AND
UNENGAGED RHYFLERS

Tractors are slow, lumbering vehicles, and as such are
easily avoided by rhyflers. Should the path of a tractor’s
movement cross a rhyfler’s location, move the rhyfler to
the side of the tractor as it passes.

If the rhyfler in the path of the tractor is Gobsmacked
they automatically Recover and move out of the way.
Out of Action rhyflers are also moved out of the way but
remain in that status.

Assaulting Tractors

Roll Outcome
Opened Like a Can of Salted Moths! — Major Success! Declared Location
6/6 .
takes Two Damage Points.
6/- Knock, Knock!! — Success. Declared Location takes One Damage Point.
I'll Take You Down With Me!! — Successful attack, Declared Location takes
6/1 One Damage Point, but the assaulting rhyfler falls from the tractor. Place
the rhyfler behind the tractor, Out of Action.
-/ Almost There...! — Unsuccessful attack, no effect.
Bounced Right Off! — Unsuccessful attack, no damage. Assaulting Rhyfler is
1/- disengaged.
Place the rhyfler behind the tractor, Gobsmacked.
11 Oh! Ouch!! — Critical failure, no damage. Assaulting Rhyfler run over by the

Modifiers

tractor. Remove rhyfler for the battlefield.

+1 Shift per additional rhyfler to a maximum of +3

+1 Shift if tractor Unbuttoned

Roll

Defending Commander may spend Pluck for -1 Shift, max. 2

Qutcome

6/6

Easy, Breezey, Sluggo Squeezy! — Rhyfler easily stays engaged with the

tractor, and finds a weak spot! Rhyfler may declare a new Location as their
target, or gain an additional +1 Shift if they attack the same location on their
next Activation. Move rhyfler with the tractor if it moves during its Activation.

What'’s the Big Deal?! — Rhyfler manages to stay engaged with tractor. Move
rhyfler with the tractor if it moves during its Activation. May automatically help
a friendly rhyfler stay engaged with the tractor this Round.

Take That! Whoops! — Rhyfler makes an immediate second, unsupported
roll on the Assaulting Tractor’s chart at a -1 Shift, then falls off the tractor.
Place the rhyfler behind the tractor, Out of Action.

Haaaaaaaaang On!! — Rhyfler manages to stay engaged with tractor.
Move rhyfler with the tractor if it moves during its Activation.

1/-

That Beast is Slipperier Than a Wet Water Beetle! — Rhyfler falls off the
tractor. Place the rhyfler behind the tractor, Gobsmacked.

11

But That Part Wasn’t My Fault!! — Rhyfler falls off the tractor. Place the
rhyfler behind the tractor, Out of Action.




TRACTORS ATTACKING

The large main weapons of most tractors fire explosive rounds over
long distances, while other smaller tractors will often carry heavier
versions of quar-portable support weapons. Those with top hatches
occasionally mount a defensive weapon for the commander to utilize
while the tractor is Unbuttoned.

FIRING THE MAIN GUN

The Main Gun of the tractor will be notated as such. Whether this
is a Blast weapon or a heavier slug thrower the Main Gun follows a
different attack sequence than most other weapons.

Main Gun Range

Due to their larger nature Main Guns often do not make use of
Range Bands, it is assumed that the weapon can hit anything on the
battlefield without a penalty for the distance to the target. Some Main
Guns will have a minimum range, under which it can not fire at a
target. Both these factors will be noted in the tractor’s Profile; NA for
no Range Band, and Min X for Minimum Target Distance.

Declaring a Target

In order to fire the Main Gun a tractor must first have a target. A crew
member must spend an Activation to perform the Spot Target Task.
Once a Target has been Declared the tractor’s Gunner may attack.

Main Gun Fire Arc

To capture the dynamic nature of skirmish combat, tractor weapons are
given a Fire Arc(Arc) in which they can attack a target without having
to reposition. The center of this Arc is drawn in a straight line from

the current position of the weapon. For example, a 90° arc would be
centered on the weapon, comprising of two 45° arcs to either side of
the center line.

Fire Main Gun

The Gunner then makes a Skill check with the standard Ranged Attack
modifiers, and the results are compared to the appropriate Combat
Result table.

FIRING DEFENSIVE WEAPONRY

Heavy weapons are occasionally mounted on the top hatch ring to
give the Crew Commander a way to fend off enemy rhyflers that get
too close to the tractor. Often these are Heavy Machine Guns or Heavy
Shotguns, and the ring mount gives them a 360° field of fire. The Crew
Commander can perform a Task to fire the defensive weaponry using
the appropriate attack method.

Ranged Attack Modifiers

Target chooses to make a Reaction Shot -1

Target Dives for Cover -4

Each full range band between attacker and
target excluding the first

Target has light cover -1
Target has cover or is Prone -2
Target has heavy cover 3

or LoS crosses Smoke marker

Ranged Combat Result

Skill Roll Result

Automatic Hit, target is Out of Action. The
attacking rhyfler gains an immediate, free
Activation, that can be used to perform a
second Combat Task.

4-5 Automatic Hit, target is Out of Action, falls Prone.

Passes Skill Check | Target is Out of Action, falls Prone.

The weapon malfunctions, preventing the
16-17 attack. The firing rhyfler is Gobsmacked, or the
tractor’s weapon is Jammed.

The weapon critically malfunctions, preventing
the attack. Firing rhyfler is taken Out of Action,
or in the case of tractors, the firing weapon is
Inoperable (may be Repaired).

18

Attacker Failed Skill Check & Target Chose Dive for Cover

Attacker moves the target towards cover. The

Skill Check =/< 13 target is Gobsmacked

Target’'s Commander will move the target to
cover. The target is Gobsmacked

Blast Attack Result

Skill Roll Result

Blast Point is centered on targeted unit,
Blast Value is Tripled.

Skill Check > 13

3

Blast Point is centered on targeted unit,

4-5 Blast Value is Doubled.

Passes Skill Check | Blast Point is centered on targeted unit.

The weapon malfunctions, preventing the
16-17 attack. The firing rhyfler is Gobsmacked, or the
tractor’s weapon is Jammed.

The weapon critically malfunctions, exploding
before it is fired. Center the Blast Point on the
firing rhyfler, or in the case of tractors, the firing
weapon is Inoperable (may be Repaired).

18

Attacker Failed Skill Check, Results in Dispersion

Attacking Commander places the Blast Point

between X*+d3 inches from its original target.
This may be in any direction, and need not be
centered on a unit.

Skill Check =/< 13

Target’s Commander places Blast Point between
X*+D6 inches away from the original target. This
Skill Check > 13 | may be in any direction, and they may elect to
center it on opposing rhyflers. The new Blast
Point need not be centered on a unit.

* X is taken from the attacker’s Blast ability



NEwW AND UPDATED RULES

BLAST ATTACKS
Establish the Blast Point

Weapons with the Blast ability affect an area instead of a single target and Blast Attack Result

follow a different attack sequence. The firing unit declares a target unit Skill Roll Result

within Line of Sight. The attacking unit then makes a Blast Attack Skill Blast Point is centered on targeted unit
Check to hit the target. The only modifiers to this roll are for Range Bands 3 Blast Value is Tripled. '
and Cover, targeted rhyflers may not react to this attack. The result of the Blast Point is centered on targeted unit
attack will indicate where to place the Blast Point. 4-5 Blast Value is Doubled.

Determine Damage Against Rhyﬂers Passes Skill Check | Blast Point is centered on targeted unit.
Once the Blast Point is determined conduct a Might roll against each The weapon malfunctions, preventing the

16-17 attack. The firing rhyfler is Gobsmacked,

rhyfler within X inches, from the weapon’s profile. Rhyflers with cover or the tractor’s weapon is Jammed.

between them and the Blast Point halve the Might roll against them. The weabon critically malfunctions
Rhyflers Prone behind cover that is between them and the Blast Point are exploding before it ié/ fired.uCenter the
not affected by the explosion. 18 Blast Point on the firing rhyfler, or in the

case of tractors, the firing weapon is
Inoperable (may be Repaired).

In addition, any rhyflers between X inches and 2X inches from
the Blast Point must make a Skill check or become Prone, but do not
suffer an attack.

Attacker Failed Skill Check, Results in Dispersion

Attacking Commander places the Blast

Determine Damage Against Tractors SKill Check =/< 13 | Point X*+d3 inches from its original target.
This may be in any direction, and need not

When the target of a Blast attack follow the standard rules for attacking be centered on a unit

tractors. If the Blast Point is not centered on the tractor, but is still within
Xinches of it, either due to a missed attack that dispersed or proximity to
a targeted unit, halve the final Might value of the explosion.

Target’s Commander places Blast Point
X*+D6 inches away from the original
target. This may be in any direction, and
they may elect to center it on opposing
Taking Cover (Infantry Only) rhyflers. The new Blast Point need not be
Rhyflers within X inches of the Blast Point may make a Skill Check to Take centered on a unit.

* X is taken from the attacker’s Blast ability

Cover. With a successful check the rhyfler goes Prone, and halves the final .
Might value of the attack against them. If the check is failed the rhyfler is Blast l\/Ilght Roll

affected by the full Might value of the attack. Might Roll Result

Skill Check > 13

If there is Cover between the Blast Point and a rhyfler Taking Cover, a
successful Skill Check will avoid the effects of the attack.

The attacker can push the target 1” away from

< Toughness Blast Point.

= Toughness | Target is knocked Prone.

Splash Damage
p 8 > Toughness | The target is Gobsmacked and knocked Prone.

If there are rhyflers near a targeted tractor they may be struck by shrapnel
ricocheting from the point of impact. When a tractor is hit by a Blast
weapon a Blast Point is determined by drawing a straight line from the
firing weapon ending at a point on the location hit. Any rhyflers within X
of that Blast Point suffer from the effects of the attack. These rhyflers may
elect to Take Cover.

Double If Might roll is double Toughness, but not triple,
Toughness | the target is Out Of Action.

Triple If Might roll is three times Toughness the
Toughness | target is Killed.

NEwW ABILITIES

Blast(X, Yd6+Z) (Updated)

This weapon affects an area instead of a single target. The X value represents the distance, in inches, from the Blast Point at which
the explosion affects targets. The Might value of the Blast is listed as Y number of six-sided dice, with a potential modifier of

Z. For example a weapon with a Blast Value of (3, 2d6-1) would affect targets at a distance of up to 3” from the Blast Point and
targets within that distance would suffer an attack with a Might value of a roll of 2 six-sided dice added together, with a value of 1
subtracted from that sum.

Large Caliber (Updated)

Weapons that use larger rounds are more effective versus rhyflers in cover, Tractors, and other obstacles. Large Caliber weapons ignore Light
Cover and reduce standard Cover by -1. Tractors hit by Large Caliber weapons suffer a 1d6+2 Might roll.



NEwW TASKS

Movement Tasks

Move - The Driver moves the tractor Forward in a straight line up to its
Movement Allowance.

Reverse — The Driver moves the tractor Backwards in a straight line up to half
its Movement Allowance.

Turn Turret — The Gunner turns the turret to the left or right up to 45°.
Turn Vehicle — The Driver turns the tractor to the left or right up to 45°.

Combat Tasks

Fire Defensive Weaponry — If the Crew Commander has a defensive weapon at their disposal they may elect to fire at a target
using a standard Ranged Attack. The Crew Commander may also elect to fire a side arm at enemy rhyflers Engaged with the
tractor. Both of these Tasks require that the tractor is Unbuttoned.

Fire Main Gun - The Gunner performs a Combat Task with the tractor’s main armament against a Declared target. In some
smaller tractors the Driver also fills the role of Gunner. In such a case the Driver performs this Combat Task.

Non-Combat Tasks
Button Up/Unbutton — The Crew Commander may perform this Task to Open or Close the top hatch on the tractor.

Spot Target — In order for a tractor’s main gun to fire at a target it must be Spotted and Declared a target by a member of the
crew(see Tractor Combat). The Gunner may Spot targets within the front 90°arc of the main gun. The Driver may Spot targets
directly in front of the tractor. The tractor’s Commander may Spot targets anywhere within his Line of Sight. When the tractor
is Unbuttoned this gives the Commander a 360° view of the battlefield, while being Buttoned Up restricts this view to the front
90°arc of the vehicle.

To perform this Task an Activated crew member selects an opposing unit in its view and Declares it the current Target. This
Declaration lasts until the opposing unit is neutralized, is no longer in Line of Sight to the tractor, or a crew members performs
this Task to Declare a new Target.

Recovery Tasks

Clear Jammed Weapon — Certain events in the field may result in the Main Gun becoming Jammed. The Gunner performs this
Task to remove that Status.

Reload Main Gun - Some tractor weapons fire large shells that require more time to replace in the breech. These weapons will
have the Slow Reload ability. In this case the Gunner must Reload the Main Gun before firing again.

Remove Rattled Status — When a tractor is hit by incoming fire it may result in the crew becoming Rattled. The Commander may
perform a Task to remove this Status.

Leadership Tasks

Declare Overwatch — The Crew Commander issues the order for the crew to go on alert, placing the tractor on Overwatch
Status. While on Overwatch only one of the following Tasks can be performed; the Gunner can fire the Main Gun, the Crew
Commander can fire Defensive Weaponry, or the Driver can perform a Reverse move.

Issue an Order — The Commander may Issue an Order to either the Driver or Gunner by passing them an Activation. This Activation
must be used immediately. A maximum of one Activation to each of the other crew positions may be passed per Round.



TRACTOR PROFILES
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1-2(AV6)

Blast(2, 2d6)

Location(Damage Points)

[ [0111¢23)

3-6(AV7)

Engine(2)

1-2(AV6)

3-5(AV7)

6(AV5)

1-2(AV6)

3-4(AV7)

5-6(AV5)

Twaenhyr

Tracked
180 pts

Tread(3)
1-2(AV7)

Location(Damage Points)

Hull(3)
3-6(AV7)

Skill: 12 MA: 5”
LVIINER Turret
Main Gun Rn Arc Abilities
72mm o Slow Reload,
Tiz-RT| NA 90° | Blast(2, 2d6)

Engine(2)

1-2(AV7)

3-6(AV7)

1-2(AV7)

3-4(AV7)

5-6(AV6)




Skill: 10 MA: 5”

Fynrydhad

Tracked INIGEEN Squad Tractor, Turret
95 pts

Main Gun Rn Arc Abilities
M8-c MMG 8 180° | Automatic

Location(Damage Points)

Hull(2)

Engine(2)

)

) 3-6(AV7)
1-3(AV6) 4-5(AV7) 6(AV5)
1-2(AV6) 3(AV6) 4-6(AV5)

Daen—fen Skill: 11 MA: 4
Tracked INSIMEEY Turret, Closed Hull
190 pts
Main Gun Rn Arc Abilities
84mm o Slow Reload,
Smoothbore | VA 90° | Blast(2, 2d6-1)

Location(Damage Points)

Tread(3) Hull(4)

Engine(2)

1(AV7) 2-6(AV7)
1-2(AV7) 3-4(AV7) 5-6(AV6)
1(AV7) 2-3(AV7) 4-6(AV6)

TRACTOR ABILITIES

Closed Hull - This tractor does not have a top hatch or other easy access. It is always considered Buttoned Up, so the Crew
Commander is limited by that status for Spotting and Defending against assaults.

Slow Reload — These complex weapons require the spending of an action to reload after a ranged attack. If the Gunner chooses
not to, or cannot immediately reload the Main Gun the tractor must be marked as having an unloaded weapon.

Squad Tractor — Smaller than their cousins, the one-quar Squad Tractors are attached to an infantry squad to provide both fire
support and moving cover. They follow the Squad Tractor Activation rules listed above.

Turret — The tractor has a turret which allows the Hull, or its weapon platform, to rotate towards a target. This requires the
Gunner to perform the Turn Turret Task.

Turretless — The vehicle has no turret. Once during the Round the Gunner may pass his Activation to have the Driver immediately
perform a Turn Vehicle Task.



B1G GAME HUNT (PVP)

Big Game Hunt is a mission originally designed with solo-play in mind. With the addition of Tractor rules to the core game, here
are some guidelines for playing this mission with an opponent. Keep in mind this may all be horribly unbalanced, but sometimes
the impossible missions are the most fun to play.

SETUP

Board Size: 2ft x 2ft — Big Game Hunt is played on a two foot by two foot board. The
Baeliog should set up at the Southern edge of the battlefield, facing North, and the
opposing faction should deploy their rhyflers 6” from the Northern edge. There should
be plenty of terrain for the Coftyran forces to hide behind.

Coftyran Forces: Squad of Ten Coftyran Rhyflers — The commander’s forces consists
of one full, standard squad of rhyflers which consists of:

¢ 1 Yawdryl with Doru e 1 Milwer with Harlech
¢ 1 Rhyfler with Cryfen e 1 Sharpshooter with Harlech
¢ 6 Rhyflers with Harlechs

Additionally all squad members are issued one Sticky-Bomb for the mission.

Crusade Forces: One Crusader Baeliog Tractor — This monstrous tractor is the
objective of the Coftyran mission. The Baeliog begins the battle Buttoned Up.

s Crew: 3+ Skill: 12 MA: 3”
Bacliog
Tracked Abilities R
Main Gun R Arc Abilities
Blast(3, 3d6),

182mm

YA(t)(a) Crynstof Min 4 90 Slow Reload,

Minimum Range

Defensive

Weapon R Sn Abilities

Heavy Shotgun Scattergun

Location(Damage Points)

Tread(4) Hull(4) Engine(2)

1-2(AV8) 3-6(AV9)
1-2(AV8) 3-4(AV8) 5-6(AV8)
1-2(AV8) 3(AV6) 4-6(AV8)

ATTACKING WITH STICKY BomBs

For this mission each rhyfler is equipped with one Sticky-Bomb. The rhyfler may either Place or Toss the Sticky-Bomb. All stuck
bombs move with the Tractor until they explode.

Place Sticky-Bomb — A rhyfler in base-to-tractor may Place the Sticky-Bomb on a location of their choice, the Hull, the Engine, or
the Tracks, depending on where the rhyfler is touching the tractor.

Toss Sticky-Bomb — A rhyfler within 3” of the tractor may elect to Toss the Sticky-Bomb at the vehicle’s tracks. A Tossed Sticky-
Bomb will only stick to the tractor’s Tracks.

After a Sticky-Bomb is attached the commander sets the timer by assigning a number of “clicks” between 1 and 6 to the device.
Then roll a Skill Check to determine if the timer is properly set. If the check is passed the timer is set at the number of clicks chosen
by the commander. Use a die or other marker to represent the number of clicks until the device explodes. If the check fails reduce the
number of clicks by the amount the Skill Check was missed. If this lowers the number to less than it was set, the device explodes, hitting
the rhyfler with a Might 2d6 attack; this explosion does not affect the tractor.

At the end of the Round, before Activation passes to the tractor’s commander, the infantry commander chooses to roll
one, two, or three dice. These dice determine how long before the explosives go off, the more dice rolled the quicker the
device should explode. For every 4+ result on the dice reduce the Sticky-Bomb’s counter by one until it reaches zero and the
bomb explodes. This is done every time Activation passes to the Baeliog until the bomb goes off. Repeat this process for each
bomb currently counting down.



Sticky-Bomb Damage

When a sticky bomb explodes apply a 2d6 Might attack against the correct location on the Tractor. If a rhyfler is within a 2” radius
of the explosion they also suffer a 2d6 Might attack.

Retrieving Sticky-Bombs

Each rhyfler is assigned one Sticky-Bomb for the mission. If a rhyfler is taken Out of Action or Killed, one of his allies can Retrieve
the fallen rhyfler’s Sticky-Bomb. To do so the Retrieving rhyfler must move to base contact with the fallen rhyfler, and then spend
1 Pluck to grab the explosive.

OBJECTIVES

The Coftyran objective is to disable the Crusader Baeliog, while the tractor’s objective is to escape the battlefield off the Northern
edge. If neither force has claimed victory by the end of the third turn the mission is a draw.

ALTERNATE FORCES

Coftyran — The commander opposing the tractor may elect to choose the composition of their force, selecting up to 300 points of
Coftyrans. In this case only basic Rhyflers gain a Sticky Bomb.

Other Factions — The commander opposing the tractor may elect to choose their forces from a faction other than Coftyr. A force of
300 points of rhyflers may be put together. Again, only basic Rhyflers get Sticky Bombs.

GRUMPY MECHANIC

Civilian mechanics are masters of their trade and are often drawn to conflicts between tractors, aghast at the blatant disregard
the crews have for their wonderful machines. They have been known to rush out into the fray and attempt to repair the objects of
their affection as the fighting rages all around them.

If the two commanders agree, a Grumpy Mechanic can be placed in the middle of the battlefield near an appropriate terrain
feature. The commanders then take turns activating the Mechanic as the battle progresses.

Activation

At the end of a Round in which a 4 card was drawn, the Grumpy Mechanic activates. The commander who drew the card may
move the Mechanic up to 8” toward one of their tractors. If the Mechanic ends this move in base contact with the tractor, a roll is
made on the Attempt Repair chart for a location of the commanders choice. After the repair attempt the commander whose Round
just ended may then move the Mechanic up to 8” in a direction of their choice.

Targeting the Grumpy Mechanic

If the Mechanic is ever targeted by an attack or ends up in the radius of a Blast effect, they are not removed or injured in any way.
However from that point on the mechanic will no longer make repairs on the attacking commander’s vehicles. Activation of the
Grumpy Mechanic then belongs solely to the “friendly” commander, who from then on moves the mechanic both at the beginning

and end of its activation.
Attempt Repair

Roll Qutcome

Like It Just Rolled Off The Factory Floor! — Major Success! Remove

6/6 Inoperable Status and/or remove all Damage Points.

That’s Got It!! — Remove Inoperable Status and/or remove up to Two

6 Damage Points.

She’ll Hold! Hold on Kit!! — Remove Inoperable Status and/or remove one
6/1 Damage Point, but Crew Rattled as the tractor makes a horrible noise.
Roll again at the beginning of commander’s next Round.

Patched it! — Remove Inoperable Status and/or remove one Damage

I Point.

| Thought It Was The Whozzie-Whatzet?! — Repair Fails. Crew may

- attempt another this Round.

But That Part Wasn’t My Fault!! — Repair Fails, Crew Rattled. Crew may

K not attempt another this Round.




