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1:-11f at least one enemy stack is attacking from terrain other than dense forest - 2 : not cumulative with other terrain - 3 : major roads and railway
lings annul the terrain costs of the hexes being crossed - 4 : minor roads annul terrain costs, except those of rivers (see rivers) - 5 : the right hand
figure if being crossed by a minor road - 6 : the right hand figure if at least one enemy unit has crossed the river and/or is attacking by road or rail
(bridge) - 7 : the right hand figure if at least one enemy unit is attacking without crossing a bridge - 8 : cumulative with other terrain in the hex -
9 - for the fort only; not cumulative with the hex’s terrain- 10 : tanks cancel the entrenchment bonus - 11 : +1 added to the units Movement Capacity

if all of its movement is made by major road.




