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TCS Series Rules Index

Note: If an item has a heading in the rules then only that heading for the category
was given, other than that if an item is mentioned outside its own heading | tried to
note each occurence.

Action Phase 2.2(3), 4.1(5), 5.0(5), 9.0(13), 9.1(14), 16.5(19), 16.5g(19), 17.0(20),
17.1(20), 17.3(21), 17.5(21), 17.7a(22), 22.0(24)

Adjacent Hexes 8.3g(13), 14.2b(17), 15.1d(18), 16.5f(19), 16.5k(19), 16.5L(19),
17.0c(20), 17.6(21), 20.0b(23), 21.3(24), 22.0(24), 23.0(25)

Aircraft 2.2(3), 26.0(27)

Aircraft Fire Phase 2.2(3), 2.6(3), 26.0(27), 26.1¢c(27)
Aircraft Sortie Resolution 26.2(27)

All Sea hexes 19.1b(22)

Anti Tank Guns 1.1(2), 5.1b(5), 5.1¢(5), 6.9¢(7), 10.0a(14), 16.0c(18), 16.5j(19),
16.7(20), 25.1a(26), 25.3(26)

Area Fire Restrictions 11.1(15)

Area Fire Table 3.1a(4), 9.0(13), 9.1e(14), 9.2b(14), 9.2c(14), 9.3b(14), 11.0(14),
11.1e(15), 11.1f(15), 11.2a(15), 11.2b(15), 12.1¢(16), 13.1¢(16), 13.1i(17), 16.0f
(18), 16.1(18), 17.6(21), 21.0b(24), 22.0(24), 25.5¢(26), 26.1a(27)

Artillery 1.4(2), 2.2(3), 5.1b(5), 5.1¢(5), 6.2(5), 9.1d(14), 9.2c(14), 10.0a(14), 11.0
(14), 11.1e(15), 14.2a(17), 14.3d(17), 16.5j(19), 16.7(20), 17.0(20), 19.3(22)

Adjustment 17.4(21)

Adjustment Table 2.6(3), 17.0(20), 17.1(20), 17.4(21), 17.4a(21), 17.6(21), 17.7a
(22)

Ammunition 1.4(2), 2.6(3), 17.3(21), 17.4a(21)

Attack Zone 2.6(3), 8.3f(13), 9.0(13), 11.1h(15), 15.1e(18), 16.5k(19), 16.7a(20),
17.0(20), 17.1(20), 17.5(21), 17.6(21), 17.7(22), 18.0(22), 22.0(24)

Bad Shoot 2.6(3), 17.0b(20), 17.1(20), 17.4(21), 17.5(21), 17.6(21), 17.7b(22)

Barrage Markers 2.2(3), 2.6(3), 9.0(13), 11.1h(15), 14.2c¢(17), 16.5k(19), 17.0(20),
17.2b(20), 17.5(21), 17.6(21), 17.7(22), 18.0(22), 22.0(24), 25.5¢(26)
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Battalion Barrage 2.2(3), 17.1(20), 17.1b(20), 17.3¢(21), 17.5(21), 17.5b(21)
Battery Barrage 2.2(3), 17.1(20), 17.3c(21), 17.5(21), 17.5a(21)

Battery Fire 17.3(21), 17.3a(21)

Fast Fire 17.1(20), 17.3¢(21), 17.7d(22), 25.5g9(26)

Fire Resolution 17.5(21), 27.1f(27)

Fire Resolution SOP 2.6(3)

Fires 17.1(20)

Good Shoot 2.6(3), 17.0b(20), 17.1(20), 17.4(21), 17.5(21), 17.6(21)

High Explosives 17.3(21), 17.7b(22)

Mission 17.0(20), 25.5a(26)

Mission Execution 17.6(21)

No Shoot 2.6(3), 17.1(20), 17.4a(21)

On Map 25.5(26)

Point Fire Table 9.2a(14), 9.2¢(14), 16.7a(20), 17.6(21), 18.0(22), 25.4b(26)
Scatter 17.1(20), 17.4(21), 17.4a(21), 17.6(21), 17.7b(22), 19.4a(22)
Smoke 19.3(22)

Special Missions 17.7(22)

Spotting 4.2(5), 9.1d(14), 16.3a(19), 16.4a(19), 16.7b(20), 17.0(20), 17.1(20), 17.2
(20), 17.4a(21), 17.6(21), 17.7¢(22), 19.1a(22)

vs. P Type Target 18.0(22)

Assault Il B, 2.2(3), 2.3(3), 3.0a(3), 16.4f(19), 16.5(19), 22.0(24), 23.0(25), 24.0(25),
24.0b(25)

Assault SOP 2.3(3)
Assault Style Combat Il B(2), 2.2(3), 3.0b(3), 4.1(5), 4.1a(5), 4.2(5), 5.0(5), 5.2¢(5),

6.2(5), 9.0(13), 9.1b(14), 9.1f(14), 14.2a(17), 14.2¢(17), 14.2d(17), 15.1b(18),
16.0b(18), 16.2(18), 16.4b(19), 16.5L(19), 20.0n(23), 20.0i(23), 22.0(24), 25.1c
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(26), 25.2b(26), 25.2f(26)

AT Roll 3.0a(3), 3.0b(3), 9.2¢c(14), 13.1g(16), 14.2a(17), 14.3b(17)b, 15.0(17), 16.3b
(19), 16.4b(19), 22.0c(24), 22.0h(25), 25.1¢(26), 27.1f(27)

AT Roll Restrictions 15.1(18)
AT Roll Table 15.0(17), 16.7b(20)
Attack Value 12.0(15)

Battalion Morale 11l 7(2), 1.4(2), 2.2(3), 11.1f(15), 16.1(18), 16.2(18), 16.2a(18),
16.5(19), 27.1d(27)

Battalion Morale Box 16.1(18)

Battalion Morale Reduction 16.1¢e(18)

Battalions 6.9¢(7), 6.9d(8), 6.12b(9), 6.13d(10), 16.1(18), 25.2a(26)
Billiard Table 9.3(14)

Blocks 20.1h(23)

Bottlenecks 20.1¢(23), 21.2(24), 21.3(24)

Bottoms 8.1b(12)

Bridges 20.1¢c(23)

Buildings 8.3b(13), 8.3c(13)

Buttoned Up 2.2(3), 4.1a(5), 9.1e(14), 11.1a(15), 11.1¢(15), 12.0(15), 12.1g(16),
16.7(20), 17.2b(20), 18.0b(22), 20.0k, 25.2a(26)

Carrier Units 1.1(2), 3.0d(3), 5.1a(5), 5.1¢(5), 6.16d(11), 10.0a(14), 11.1b(15),
12.1d(16), 16.0a(18), 16.3c(19), 16.4c(19) 20.0c(23), 20.09(23), 20.1c(23), 22.0a
(24), 22.0e(24), 24.0b(25), 24.0c(25), 25.1(25), 25.2¢e(26)

Center Dot 8.0(12), 8.1a(12), 20.1b(23)

Clean Up Phase 2.2(3), 16.1e(18), 16.3e(19), 16.4e(19), 16.7¢(20), 27.2¢c(27)
Close Range 12.0(15), 12.1b(16)

Combat Round 22.0(24), 22.0h(25), 24.0d(25)

Command 6.0(5)
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Prep Rating 6.9b(7), 6.9¢(7), 6.91(8), 6.14d(5)
Prep Table 6.8(7), 6.9(7), 6.9¢(7), 6.9f(8), 6.10(9)
Actions not affected 6.2(5)

Prep 6.5(5), 6.9(7)

Command Phase 2.2(3), 6.8(7), 6.9¢(7), 6.9f(8), 6.12a(9), 6.13a(9), 6.13b(10), 6.14d
(5), 6.15b(11), 7.0b(11)

Companies 6.9¢(7), 6.12b(9), 25.2a(26)

Company Morale Il 7(2), 16.1f(18)

Consolidated Assault 2.2(3), 2.5(3), 9.1f(14), 16.7b(20), 23.0(25), 24.0(25)
Consolidated Assault SOP 2.5(3)

Contour Lines 1.1(2), 8.1b(12), 20.1b(23), 20.1j(23)

Crossfire Modifier 11.2(15), 13.1i(17)

Dawn 27.0(27)

Defense Value 12.0(15), 12.1h(16), 18.0a(22)

Destroy Units | C(1), 1.2(2), 5.2¢(5), 10.0c(14), 16.2a(18), 16.4b(19), 16.5d(19),
16.5L(19), 16.6(20), 18.0(22), 20.0h(23), 20.1b(23), 20.1e(23), 25.1d(26)

Dice Rolls 1.5(2), 6.14d(5)

Direct Fire 3.0e(3), 6.9e(8), 9.1d(14), 25.3(26), 25.5a(26), 25.5e(26)
Dismounted Units Ill 2(2), 4.2(5), 14.2c(17), 16.3a(19), 16.4a(19)
Dummy Mines 21.0e(24)

Dusk 27.0(27)

Edge Hexes | B(1)

Elevation 8.1b(12), 8.2b(12), 8.3b(13), 20.1b(23)

Ending Assault Combat 22.1(25), 24.0d(25)

Endpoint 8.3e(13)
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Fight or Flee 16.4f(19), 16.5(19), 22.0(24), 24.0(25)

Fire Combat 9.0(13)

A Type (Area) 2.3(3), 3.0a(3), 3.0e(3), 3.1a(4), 9.0(13), 10.0f(14), 11.0(14), 14.2a
(17), 14.2e(17), 16.0b(18), 16.7a(20), 16.7b(20), 22.0f(24), 22.0h(25), 23.0(25),
25.2a(26), 25.2b(26), 25.4(26), 26.1a(27), 26.1b(27), 27.1f(27)

P Type (Point) 3.0¢(3), 3.0e(3), 3.1a(4), 9.0(13), 11.0(14), 12.0(15), 13.1¢(16), 14.2¢
(17), 16.7a(20), 23.0(25), 26.1a(27), 27.1f(27)

Restrictions 9.1(14)
Terrain Effects 9.3(14)
Fire Differential 12.0(15), 12.1f(16)

Fire Mode 2.3(3), 2.5(3), 4.1(5), 4.2(5), 9.1b(14), 13.1b(16), 14.3a(17), 16.3¢(19),
16.4¢(19), 17.2b(20), 21.3c(24), 22.0j(25), 22.1b(25), 22.1e(25), 25.5¢(26)

Fired 2.2(3), 4.1a(5), 13.0(16), 13.1b(16), 13.19(16), 13.1h(16), 14.3a(17), 16.5b
(19), 16.5¢(19), 20.0a(23), 22.0i(25), 23.0f(25), 25.2b(26)

Fog of War 1.4(2)

Forest 8.3b(13), 8.3¢c(13), 20.1i(23)
Game Concepts 1.0(2)

Halftracks 11.1a(15), 25.1(25)
Handling Rules 5.2(5)

Hedgerow 8.3b(13)

Hex Numbering | A(1)

Higher Comm. Intent 6.4(5)
Hilltops 8.1b(12)

[llumination 2.2(3), 17.2(20), 17.2¢(20), 17.3(21), 17.6(21), 17.7c(22), 25.2¢c(26),
25.5d(26), 27.0(27), 27.1e(27), 27.2(27)

Indirect Fire 3.0e(3), 9.1d(14), 17.0(20), 18.0(22), 25.2(26)

Infantry Gun 5.1b(5), 5.1¢(5), 10.0a(14), 16.0c(18), 16.5j(19), 16.7(20), 19.4(22),
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25.4(26)
Smoke Scatter 19.4a(22)

Infantry Units 3.0a(3), 5.1b(5), 5.1¢(5), 10.0a(14), 15.1a(18), 15.1¢(18), 16.0a(18),
21.1(24), 22.0a(24), 24.0a(25), 24.0b(25), 25.1a(26)

Kill Role 12.0(15), 15.0(17)

Line of Sight 7.0c(11), 7.1(12), 8.0(12), 9.1d(14), 14.0(17), 14.2a(17), 14.2b(17),
14.2¢(17), 17.0b(20), 17.0c(20), 17.2(20), 17.2b(20), 17.5(21), 17.7¢c(22), 19.0(22),
19.1(22), 20.1i(23), 25.2(26), 25.2a(26), 25.2¢(26), 25.4a(26), 25.5b(26)
Determining 8.2(12)

Effects & Restrictions 8.3(13)

General Rule 8.1(12)

Long Range 12.0(15), 12.1b(16)

Machine Guns 3.0b(3), 5.1b(5), 5.1c(5), 9.2(14), 10.0a(14), 16.0a(18), 22.0a(24),
25.1a(26)

Map 1(1)

Map Edge | B(1)

Mine Laying 21.1(24)

Minefields 6.2(5), 6.6¢(6), 9.3b(14), 21.0(23)

Breach 2.2(3), 3.0a(3), 3.0b(3), 16.3a(19), 16.4a(19), 16.5i(19), 20.1¢(23), 21.0d
(24), 21.3(24)

Force 2.2(3), 16.5i(19), 20.1¢(23), 21.0d(24), 21.2(24), 21.3d(24)

Cleared 21.3b(24)

Missed Shots 12.1¢(16), 18.0b(22)

Mode 1Il 2(2), 2.2(3), 4.0(5), 6.16a(11), 9.1b(14), 15.1a(18), 16.5b(19), 25.2a(26)
Change 4.1(5), 14.2¢(17), 16.3a(19), 16.4a(19), 16.7b(20), 20.0g(23)

Change Restrictions 4.1a(5)

Effects 4.2(5)
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Morale 3.0a(3), 3.0b(3), 3.0¢(3), 4.1(5), 4.1a(5), 12.1h(16), 16.0(18), 25.2¢(26),
27.2b(27)

Unit for Checking 16.2a(18)

Unit with worst 16.2a(18)

Checks 2.3(3), 2.4(3), 2.5(3), 3.0a(3), 3.0b(3), 10.0b(14), 11.0(14), 11.2a(15), 15.1f
(18), 16.0(18), 16.1b(18), 16.2(18), 16.7a(20), 22.0(24), 22.0c(24), 22.1c(25), 23.0
(25), 23.0h(25), 27.1e(27)

Markers 16.d(18)

Rating 16.0c(18), 25.3(26), 25.4(26), 25.5f(26)

Morale Table 11.2b(15), 16.2(18), 16.5(19), 16.6(20), 21.0c(24)

Mortars 1.1(2), 3.0b(3), 4.2(5), 5.1b(5), 5.1¢(5), 9.1a(14), 9.1b(14), 9.1d(14), 10.0a
(14), 10.0b(14), 11.19(15), 13.1b(16), 14.2e(17), 14.3a(17), 16.5j(19), 19.4(22),
22.0b(24), 22.0f(24), 25.1a(26), 25.1¢(26), 25.2(26), 25.5b(26), 27.2(27)

Smoke Scatter 19.4a(22)

Spotting 4.2(5), 7.1¢c(12), 9.1d(14), 11.1e(15), 13.1b(16), 14.2a(17), 14.2¢e(17),
14.3a(17), 16.3a(19), 16.4a(19), 16.7b, 19.1a(22), 19.4(22), 25.2a(26)

Mounted Units 1l 2(2), 4.2(5), 9.1f(14), 11.1b(15), 12.1d(16), 14.2¢(17), 15.1a(18),
16.3a(19), 16.3¢(19), 16.4a(19), 16.4c(19), 21.3a(24), 22.0e(24), 23.0a(25), 25.1
(25)

Move Mode 4.1(5), 9.1b(14), 14.3a(17), 16.3c(19), 16.4c(19), 16.5b(19), 20.0a(23),
21.3a(24), 22.0a(24), 22.0b(24), 22.1e(25), 23.0a(25), 24.0a(25), 25.1b(26), 25.2f
(25)

Movement 2.2(3), 4.2(5), 5.2a(5), 6.2(5), 6.6d(6), 6.14a(10), 14.2a(17), 16.3a(19),
16.4a(19), 16.5(19), 16.5h(19), 19.1¢(22), 20.0(23)

Movement Allowance 4.1(5), 20.0(23), 25.1(25)

Movement Point 2.4(3), 2.5(3), 4.1(5), 4.1a(5), 16.5d(19), 16.7b(20), 20.0(23), 21.2
(24), 21.3(24), 22.0(24), 22.0a(24), 22.0k(25), 23.0(25), 23.09(25), 25.1(25)

Narrative SOP 2.2(3)
Next Higher Echelon 25.2a(26)

Night 7.0c(11), 16.5L(19), 27.0(27)
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Night Effects 27.1(27), 27.2b(27)

Nominal Range 11.0(14), 12.0(15), 12.1b(16)
Off Map Fires | C(1)

Off Map Movement | C(1)

Off Road 20.1d(23)

Open Terrain 9.3(14)

Opportunity Fire 14.0(17)

Orchard 8.3b(13), 8.3¢c(13)

Origin Point 8.3e(13)

OP Sheets Il 6(2), 1.4(2), 2.2(3), 6.0(5), 6.2(5), 6.3(5), 6.5(5) - 6.16(11), 20.0f(23),
21.1(24), 27.1a(27)

Adding Units 6.13¢(10), 6.13d(10)

Alternates 2.2(3), 6.5a(6), 6.14¢(10), 6.14d(10)
Assigned Units 6.3(5), 6.8(7), 6.9a(7), 6.9e(8), 6.16e(11)
Attack 6.6(6), 6.6b(6)

Center Hex 6.3a(5), 6.3c(5)

Creation 6.8(7)

Defend In Place 6.3c(5)

Diggin In 6.3b(5), 6.6a(6), 6.6c(6), 6.16(11)
Element 6.6(6), 6.7a(7), 6.9¢(7), 6.13d(10)
Enemy Contact 6.6d(6), 6.12a(9), 6.14a(10)
Extras 6.9¢(7)

Failure Inst. 6.5¢(6), 6.6d(6), 6.12(9)

Graphic 6.5a(6), 6.5b(6), 6.13c(10), 6.14b(10), 6.14c(10)
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Hasty Defense 6.6(6), 6.6¢(6), 21.1(24)
Implementation 2.2(3), 6.9e(8), 6.9f(8), 6.10(9), 6.14b(10), 6.15b(11), 21.1(24)

Implemented 11l 6(2), 6.5(5), 6.7b(7), 6.8(7), 6.9(7), 6.9a(7), 6.9f(8), 6.10(9), 6.13a
(9), 6.13b(10), 6.13¢(10), 6.14a(10), 6.16(11)

Line Entry 6.15(11)

Mission 6.6(6), 6.10(9), 6.15a(11)
Mission Failure 6.10(9), 6.12(9)
Mission Success 6.11(9)

Move 6.6(6), 6.6d(6)

Non Implemented Il 6(2), 6.5(5), 6.7b(7), 6.8(7), 6.9a(7), 6.9¢e(8), 6.91(8), 6.13b(10),
6.13d(10), 6.14b(10)

Orders Ill 6(2)

Phase Line 6.6(6)

Preliminary Inst. 6.14a(10)

Prepared Defense 6.6(6), 6.6a(6), 6.16(11), 6.16e(11), 21.0(23), 21.1(24)
Removing Units 6.13a(9)

Reserves 2.2(3), 6.5a(6), 6.6a(6), 6.14b(10), 6.14c(10), 6.14d(5)
Size 6.9¢(7), 6.9d(8), 6.9f(8), 6.13b(10), 6.13d(10), 6.15a(11)
Special Handling Rules 6.13(9)

Special Inst. 6.14a(10)

Staff Modifier 6.9¢(7), 6.9d(8), 6.13c(10)

Staffs 6.9d(8)

Task Org. 1.4(2), 2.2(3), 6.5(5), 6.5a(6), 6.5¢(6), 6.7(7), 6.9¢(7), 6.9e(8), 6.12b(9),
6.13a(9), 6.13b(10), 6.13c(10), 6.16(11)

Types 6.6(6), 6.15a(11)
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Unassigned Units 6.3a(5), 6.3b(5), 6.5¢(6), 6.9a(7), 6.9e(8), 6.11(9), 6.12a(9), 6.12c
(9), 6.13a(9), 6.13e(10), 6.14a(10), 6.16e(11), 13.1b(16), 20.0f(23)

Units without Orders 6.3(5)

Weighted Turns 2.2(3), 6.9¢(8), 6.9f(8), 6.13c(10), 6.13d(10), 6.13e(10), 6.15b(11),
27.1a(27)

Written Notes 6.5b(6), 6.13c(10)
Zones 6.6(6)
Outline SOP 2.1(3)

Overrun Il B, 2.2(3), 2.3(3), 3.0¢(3), 16.7b(20), 19.1a(22), 19.4(22), 23.0(25), 24.0
(25), 24.0¢(25)

Overrun SOP 2.4(3)

Overwatch 14.0(17)

Fire Based Triggers 7.1a(12), 9.0(13), 13.1¢(16), 14.1b(17), 14.2(17)

Fires 2.2(3), 4.2(5), 6.2(5), 6.3b(5), 9.0(13), 12.1a(16), 13.0(16), 13.1b(16), 14.2
(17), 15.1a(18), 15.1b(18), 16.3a(19), 16.5(19), 16.7b(20), 20.1d(23), 21.0d(24),
21.2(24), 21.3(24), 21.3c(24), 25.5b(26), 25.4a(26), 25.2b(26)

Move Based Triggers 14.1(17), 7.1a(12), 8.2b(12), 8.3e(13), 14.1a(17), 14.2(17),
21.0d(24), 23.0d(25)

Restrictions 14.3(17)
The Two Cycles 14.1(17), 20.0(23)

Triggers 1.2(2), 2.3(3), 2.4(3), 2.5(3), 9.1(14), 14.0(17), 14.2(17), 14.3(17), 16.5f
(19), 20.0(23)

Paralysed 2.2(3), 4.1(5), 4.1a(5), 9.1e(14), 14.3a(17), 14.3¢c(17), 15.1a(18), 16.0a
(18), 16.4(19), 16.5a(19), 16.5¢(19), 16.5k(19), 17.2b(20), 20.0a(23), 21.0c(24),
21.3a(24), 21.3c(24), 22.0a(24), 22.0c(24), 22.0j(25), 22.1a(25), 22.1d(25), 23.0e
(25), 25.1b(26), 25.2a(26), 25.2c¢(26), 25.2d(26), 25.51(26)

Partly Protective 9.3(14), 16.2(18), 23.0h(25)

Playing Without Command 6.1(5)

Point Fire Restrictions 12.1(16)
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Point Fire Table 3.1a(4), 9.0(13), 9.2a(14), 9.2c(14), 12.0(15), 14.2a(17), 16.7b(20),
25.5¢(26)

Point of Contention 8.2b(12)

Prohibited Hexes 20.1e(23)

Protective 9.3(14), 16.2(18), 23.0h(25)
Railroads 20.1¢(23), 20.1d(23)

Range 3.0e(3), 7.1a(12), 11.1e(15)
Reinforcements 2.2(3), 6.13e(10)

Retreat 1.2(2)

Retreat - Doubling Back 16.5e(19)

Road 20.1¢(23), 20.1d(23)

Rockets 17.4(21), 17.5(21), 17.6(21), 17.7a(22)
Rounding Rule 1.3(2), 21.1(24)

Rules II(1)

Scale 1.1(2)

Scout Platoons 6.9¢(7)

Sequence of Play (SOP) 2.0

Set Up 111(2)

SFA Restrictions 13.1(16)

SFA Suppressive Fire Action 2.2(3), 4.2(5), 6.2(5), 6.3b(5), 7.1a(12), 9.0(13), 9.1
(14), 11.1g(15), 11.2a(15), 12.1a(16), 13.0(16), 14.1b(17), 14.2d(17), 15.1b(18),
16.3b(19), 16.59(19), 20.0j(23), 25.5b(26)
Slow Go Terrain 20.1h(23)

Smoke 2.2(3), 8.3f(13), 17.0c¢(20), 17.3(21), 17.5(21), 17.6(21), 17.7b(22), 19.0(22),
19.3(22), 25.5d(26)

Effects 19.1(22)
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Level 1 2.2(3), 19.2(22), 19.3b(22)

Level 2 2.2(3), 17.5(21), 17.6(21), 17.7b(22), 19.2(22), 19.3a(22), 19.3b(22)
Other Weapons 19.4(22), 25.2¢(26), 25.4a(26)

Reduction 19.2

Sortie Successfull Attack Table 26.2(27)

Sorties 2.2(3), 11.1e(15), 26.0(27), 26.1(27), 27.0(27)

Sorties - Point Fire Table 16.7a(20)

Special Units 25.0(25)

Spotting Range 7.1(12), 8.3a(13), 14.0(17), 14.2a(17), 16.7b(20), 25.2a(26)
Spotting Range Chart 7.1a(12)

Stacking 11l 3(2), 1.4(2), 5.0(5), 13.1d(16), 16.5a(19), 20.0a(23)

Stacking Limits 5.1(5)

Stacking Modifier 11.1a(15), 21.2(24), 22.0f(24)

Step Loss Il 5(2), 10.0(14), 11.1f(15), 15.0(17), 15.1f(18), 16.2(18), 16.2a(18), 16.5
(19), 16.5a(19)

Step Loss Markers 10.0(14), 16.1(18)

Suppressed 2.2(3), 4.1(5), 4.1a(5), 9.1e(14), 14.3a(17), 14.3c(17), 15.1a(18), 16.0a
(18), 16.3(19), 16.4b(19), 16.4e(19), 16.5¢(19), 16.5k(19), 17.2b(20), 20.0a(23),
21.0c(24), 21.3a(24), 21.3c(24), 22.0a(24), 22.0c(24), 22.0j(25), 22.1b(25), 22.1d
(25), 22.1e(25), 23.0e(25), 25.1b(26), 25.2a(26), 25.2d(26), 25.51(26)

Surrender 16.0a(18), 16.5k(19), 16.6(20), 22.1f(25)

SYR Save Yourself Retreat 2.2(3), 4.1(5), 14.2¢c(17), 16.0a(18), 16.3a(19), 16.4a(19),
16.5(19), 20.0e(23), 21.2(24), 21.3d(24), 22.0(24), 22.1a(25), 22.1c(25)

Adjacent to Enemy 16.5L(19)
Table 16.5(19)

Voluntary 16.5g(19), 20.0j(23)
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Target Hex 2.6(3), 9.1(14)c, 11.0(14), 11.1d(15), 13.1¢(16), 15.0(17), 17.0(20),
17.1(20), 17.2(20), 17.4(21), 17.5(21), 17.6(21), 17.7(22), 22.0(24), 23.0(25)

Target and Fire Types 3.1(4)
Restrictions 9.2(14)

(Area) A Type 3.0a(3), 3.1a(4), 7.1a(12), 9.2(14), 9.2b(14), 11.0(14), 21.0b(24), 21.2
(24)

(Both) B Type 3.1a(4), 3.1c(4), 7.1a(12), 9.2(14), 9.2c(14), 11.0(14), 12.1h(16), 15.0
(17), 15.1¢c(18), 16.7(20), 21.0b(24), 21.2(24), 25.3(26), 25.4(26), 26.1a(27)

(Point) P Type 3.0c(3), 3.1a(4), 7.1a(12), 9.2(14), 9.2a(14), 11.1a(15), 15.0(17),
15.1¢(18), 16.0c(18), 16.7(20), 18.0(22), 18.0c(22), 21.0b(24), 21.2(24), 25.4b(26),
26.1a(27)

Terrain 7.1a(12), 8.2a(12), 9.3(14), 15.0(17), 16.5d(19), 20.1f(23), 22.0(24), 23.0b
(25)

Effects Chart 9.3(14), 20.0a(23), 20.1(23), 20.1a(23)
Effects on Movement 20.1(23)

Symbols 8.1a(12), 20.1i(23)

Tow 3.0c(3), 3.0d(3), 12.1e(16)

Tow Only 4.1(5), 4.2(5), 10.0a(14), 16.5j(19), 20.0g(23)

Towed Units 4.2(5), 10.0a(14), 11.1b(15), 12.1d(16), 12.1e(16), 20.1¢(23), 22.0e
(24), 24.0a(25), 25.1¢(26)

Town 8.3b(13), 8.3¢(13)

Tracks 20.1c(23), 20.1d(23)

Trees 8.3b(13), 8.3c(13), 20.1i(23)
Trucks 24.0a(25), 25.1(25)

Turn 2.1(3), 2.2(3)

Twilight 16.5L(19)

Units 3.0(3)
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Vehicle as Carriers 3.0¢(3), 11.1b(15), 12.1d(16), 16.3c(19), 16.4c(19), 20.0c(23),
20.09(23), 24.0b(25), 25.1e(26)

Vehicle Units 1.1(2), 3.0¢(3), 5.1a(5), 5.1c¢(5), 6.16d(11), 16.0a(18), 20.1j(23), 22.0a
(24), 23.0(25), 23.0a(25), 24.0c(25)

Village 8.3b(13), 8.3¢(13)
Visibility 7.0c(11), 17.7¢(22), 27.1c(27)
Wagons 25.1(25)

Weapon units 1.1(2), 3.0b(3), 5.1b(5), 5.1¢(5), 10.0a(14), 16.0a(18), 16.0c(18),
22.0a(24)

Weapons Company 6.9¢(7)
Weather 2.2(3), 7.0c(11)
Weather Table 7.0b(11)

Woods 8.3b(13), 8.3¢(13), 20.1i(23)

http://www.tgamers.com/tcs/tcsindex.html 8/15/2000



