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MOVEMENT COSTS

ACTION COSTS

Terrain Type OP Cost INF.* INF. MTD LIMB. UNLIMB.*

Entered For: DIS.CAV. COL CAV. ART. ART

0w 1 20

Rough, Village

Fence 5(7) 3(5) 3(5) 4(6)
CWoodslll &8 48 XD 68

Road(2] NA 1 1 1

e e o R
i 6(8) 6) 4(6) 6(8)
BT e e
7(9) 57 &8 (3]
Higher Elevation +1 +1 +1 +2
Per Level [4] i
Leave ZOC o+ +1 +1 +1

333 VITVIVIVEY

Action OP Cost INF.* INF. MTD LIMB. UNLIMB.*
Performed For: DIS.CAV. COL CAV. ART. ART

U Meles(defender) 4

- Change Facing a 0 (R e
Change Formation to
Column, Mounted, or
Limbered* 2 NA NA N/A 2
~ Line, Dismounted, or ..
red* NA

iyl
Melee (attacker) 4

. NA
+8*
P
PQ

B L

o

N SR
N
PR

[6] Used in ADVANCED GAME only.
NA =Not Applicable.

P = Prohibited.

* Not applicable to BASIC GAME.

FATIGUE TABLE

[1] Most British units pay one additional OP to enter woods squares.

[2] To be eligible for road movement rate, a unit must be in Column, Mounted, or Limbered for-
mation and%e moving either horizontally or vertica]ll;' (not diagonally) from one road square to
another. Infantry in line/dismounted cavalry pay OF for the normal (non-road) terrain type in
the square.

131 lggqujres all of the units OP. May only be entered if the unit performs no other action that

hase and has a minimum of 1 OP.

4] Penalty is for each change in elevation. Entering a square that is one elevation higher would
cost one additional OP. Enfering a square which is two elevations higher will cost two addi-
tional OP and so on.

[5] To be eligible for ZOC to ZOC movement, the unit must be entering a friendly-occupied
s%t(a:re, Movement penalties are cumulative. The moving unit must pay the cost to leave a

ZOC, plus the cost to enter a ZOC, plus the ZOC to ZOC movement cost, plus the normal cost to
enter that terrain type. ZOCto ZOE movement is normally permitted for units with insufficient
OP to pay the movement cost, if it is the only action the unit performs in a phase and if that unit
has at least 1 OP.

Numbers shown in parenthesis () are for diagonal movement.

P = Prohibited.

NA = Not Applicable.

EFFICIENCY TABLE

Action Cost _
Infantry and Cavalry o .

Enter Clear, Village, Bridge,
Rough, or Road* square ~+1
i o
_Cros_s_Fence or Hed_ge _ _ _ +1 .
. EnterHigherTerain ~ +1perelevationgain
Fortify +15

*Only applies if unit is eligible for road movement rate. Units in road movement have a 50
percent chance of getting 1 Fatigue point per move. Units not using road movement are penal-
ized Fatigue cost for the non-road terrain type of the square.

WEAPON/RANGE CASUALTY TABLE

RANGE IN
SQUARES

-
(5]

ACTION COST

~ Unitmoved ontoby Routingunit . -8

~ Unit moved onto by retreating unit -3
Unit stacked with unit that Routs -1

. oo
St EHRiifes b mation _ &
_ Unit changes formationinZOC =~ i -2
Unit Advances +2

*For units with less than 400 men. If a unit has over 400 men, the Efficiency loss is equal to: 2/
3(men lost) x 400/ (# of men in unit).

WEAPON TYPE ABBREV. 1 2 3-4 5-6 7-8 9
Musks ‘MSK 3 5 0 0
UG e e e R

3Pound Gun 3PD 5 25 1.5 1
6Pound€3un ‘BB 88 48 a3y i
12 Poun 12P 15 75 5.5 35
Mortar MTR < b 3 45 15

P =
o

e mthoo oo

The number under the range column for each weapon type is the number of casualties that
weapon will inflict at that range per 100 men or per gun firing. These casualties are modified
by other factors. Refer to Section 20.6.
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