13.1 Terrain Movement Effects Chart





Terrain Types

Unit Types



Clear
Forest
Built-Up
Unbridged River Hex Sides*

Infantry

1
2
2

+1

Cavalry

1
3
2

+2

Field Artillery
1
NA
2

NA

Horse Artillery 
1
NA
2

NA

Heavy Artillery
2
NA
NA

NA

Notes

The movement costs shown are for units traveling without benefit of a road. When travelling along a road,

 all hex-entry costs, no matter what the in-hex terrain, are one per hex, and the river-crossing

 penalty is reduced to zero, see 9.16.

NA - These units aren't allowed to cross/enter this terrain except when travelling along a road. see 9.17.

*Bridged River hex sides have no slowing effect on any units' movement; but canal hex sides may only be

 crossed via road and/or railroad bridge hex sides.

------------------------------------------------------------------------------------------------------------------------

13.2 Terrain Effects on Combat Chart

Terrain Occupied

Add or Subtract the Indicated Number from the Die Roll for:

by Defender

Bombardment

Defensive Fire

Melee

Built-Up



-2


-1

-2

Forest



-2


NE

-1

Rivers/Canals/Bridges

NE


+1

-1

NE = No Effect

All applicable terrain effects are cumulative.

---------------------------------------------------------------------------------------------------------------------------------

13.3_Bombardment Results Table

Firing

Artillery




Die Rolls
Strength

0
1
2
3
4
5
6
1-2

NE
NE
NE
1
1
1
1

3-4

NE
NE
1
1
1
2
2

5-6

NE
1
1
1
2
2
3

7 or More
NE
1
1
2
2
3
3

NE = No Effect

The number results are given as total step losses for the bombarded hex.

Subtract one (-1) from the die roll for barrages that aren’t spotted (see 10.11).

Results modified to less than zero are considered to be zero.

----------------------------------------------------------------------------------------------------------------------------------
Total of


13.4_Defensive-Fire Results Table

Factors Firing
Defensively


Die Rolls

Into One Hex 
1
2
3
4
5
6




1-3

NE
NE
NE
1
1
1

4-9

NE
NE
1
1
2
2


10 + up

NE
1
2
2
2
3

Notes

NE = No Effect

The numbers represent total step losses from the attacker's hex.

Every artillery unit has a defensive fire strength of one.

Results modified to less than one are considered to remain one.

-----------------------------------------------------------------------------------------------------

13.5_Melee Combat Results Table

Die

Melee Combat Odds Ratios
Roll
1:1
2:1
3:1
4:1
5:1
6:1

1
3/0
2/0
2/1
2/1
1/2
1/2

2
2/0
2/1
2/1
1/1
1/2
1/2

3
2/1
2/1
1/2
1/2
1/2
1/3

4
2/1
2/1
1/2
1/2
1/3
1/3

5
2/1
1/1
1/2
1/3
1/3
1/4

6
1/1
1/2
1/3
1/3
1/4
1/4

Notes

The number to the left of the slash applies to the attacker; the number to the right applies to the defender.

Attacks at odds worse than 1:1 result in automatic results of 4/0; attacks at odds better than 6:1 result in automatic results of 1/4.

Every artillery unit has a melee defensive value of one.

Results modified to less than one are considered to remain one.

-----------------------------------------------------------------------------------------------------------------------------

Turn Record Track
Fourteen blocks in two rows of seven blocks each. Label the first row "23 August," and label the second row "24 August." Block number 11 should contain the small note: "See 10.6 & 12.14." 

Block number 7 should contain the small note: “See 4.2.” 

Block number 4 should contain the small note: “See 8.2.”

---------------------------------------------- End of file ------------------------------------------
