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a= A
pplies w

hen defender is in that types of terrain hex, or is C
harged, or F

ired at, across the type of terrain listed.

b= U
nits in these hexes have all-around facing.

c= D
isordered units pay +1 to enter an enem

y Z
O

C
.

d= If attacking into farm
house across banked stream

, D
R

M
 is -4. See B

attle rules for details.
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dis?= roll for D
isorder

D
 = A

utom
atically D

isordered at com
pletion of m

ove.

a= A
pplies w

hen defender is in that types of terrain hex, or is Shocked across the type of terrain listed.

b= T
he -2 applies if unit is defending in w

oods against a C
avalry C

harge.

c= D
isordered units pay +1 to enter an enem

y Z
O

C
.

e= C
osts apply to crossing the elevated road.

f= O
nly one unit m

ay attack across, and halve the com
bat strength (rounding up).

g= U
nits crossing a D

eep Stream
 hexside to m

ove directly adjacent to an enem
y unit m

ust check for disorder. See scenario rules for details.

h= T
hese depressions—

form
ed by the confluence of several of the "ditches" that cross the M

archfeld—
are, in gam

e term
s, one level below

 that of the field.
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