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FOREST

it moves onto forest hex
(exception: Lt. Infantry,
Rifle Lt, Young Guard and
other Light Infantry

o

ORCHARD/VINEYARD

\O

e No movement penalties

o

e Impassable

 Movement prohibited

e Must stop when entering hex

e Units may not battle the turn

3

=
=

* No movement penalties
e Infantry firing ranged from
hill to hill receive a -1 penalty
e See line-of-sight rules
for exceptions

o

\O3

WALLED GARDEN

e Must stop when entering hex

e Units may not battle the
turn it moves onto the
Walled Garden hex
(exception: Lt. Infantry,
Rifle Lt, Young Guard and
other Light Infantry

@ % e Units may ignore 1 flag

SANDY QUARRY

e Must stop when entering hex
e Sandy quarry is impassable
forartillery

Penalties for infantry and
cavalry apply only to melee-
no effect on ranged fire

w0

CLEAR WITH FIELD WORKS

* Must stop when entering
or exiting through a field
works hexside

e Infantry &Artillery
may ignore 1 flag

e Reductions are through
field work hexsides only

Exception: May square if attacked
via non-field work hexside

HILL WITH FIELD WORKS

e Must stop when entering or exiting
through a field works hexside

e Infantry & Arty may ignore 1 flag

e Reductions are through field work
hexsides (standard hill reductions
apply on non-field work hexsides)

e Infantry firing ranged from
hill to hill receive a -1 penalty

W Exception: May square if attacked
W via non-field work hexside

FOREST WITH FIELD WORKS

e Must stop when entering or exiting
through a field works hexside

e Infantry & Arty may ignore 1 flag

® Reductions are same as
standard Forest hex

 Units may not battle the turn it
moves onto forest hex (exception:
LT, RL, YG and other Light Infantry)

@ m Exception: May square if attacked
W via non-field work hexside




BRIDGE

e Cancels movementand
battle effects of river hex

* Must stop when entering hex
e Impassable P J

e Reductions for infantry &
artillery apply only to melee-
no effect on ranged fire

» Movement prohibited

@R%

@ %

FORDABLE RIVER TOWN, TOWER & WINDMILL

* Must stop when entering hex

e Aunit may not battle the tumn it
moves onto a Town-type hex q
o Acavalry unit ordered by 30 €3
“Cavalry Charge” command
card battling into or out of
a town-type hex will not
receive additional battle dice m

Infantry & Arty may ignore 1 flag

* Must stop when entering hex e Must stop when entering hex

e Reductions for infantry &
artillery apply only to melee-
no effect on ranged fire

@ @ B

e Impassable
 Movement prohibited

e Reductions for infantry &
artillery apply only to melee-
no effect on ranged fire

TOWN WITH FIELD WORKS

e Must stop when entering or exiting
through a field works hexside

Must stop when entering hex

° ﬁtr;n;;g;i};\?oo; I(Jjggt{: Lheiturn H e When attacked through field work
. (¢ hexisde Infantry & Artillery may
e Acavalry unit ordered by "Cavalry -3p -3 ignore 1flag

Charge"” command card battling into
or out of a town-type hex will not
receive additional battle dice

Units may not battle the turn it
moves onto town-type hex
Acavalry unit ordered by “Cavalry
Charge” command card battling into
or out of a town-type hex will not
receive additional battle dice

All units in hex may ignore 2 flags




CHURCH & WALLED FARM

Must stop when entering hex
Aunit may not battle the turn it
moves onto a Town-type hex

A cavalry unit ordered by
"Cavalry Charge” command

card battling into or out of

a town-type hex will not
receive additional battle dice
All units in hex may

ignore one flag




