Men of Iron

TERRAIN EFFECTS CHARTS 1

TERRAIN EFFECTS: FALKIRK

-2
+1

M@ H D Crossbows
Longbowsh CrossbowsZ 51 Z&

EZFEMAA : Unhorsed

MP Cost Shock DRM Missile Fire
Terrain Type Mounted  Foot Mounted  Foot DRM
Tt (Clear) 1 1 = = =
;3 (Marsh) 2 3 —2% —1% -
Pool/Bog NA NA = = =
Woods 2 2 -2 -1 -1
/M1 (Burn) +1 +1 NA —2%% -
BRI =vhZOCH DD BERT* 0 +2
EBEMAAN GBS EZERT S +1[a] NA
a = BtE 1= k®DisorderF x4 (8.0)
* L VNDHMDIE A A MarshIZLVE
wok) || A THOE
TERRAIN EFFECTS: NAJERA

MP Cost Shock DRM Missile Fire
Terrain Type Mounted* Foot Mounted  Foot DRM
i, B & (Clear, Road) 1 1 = =
Village 2 2 -2 -1
LY E i~ (Up Elevation) +1 +1 —1 -
/M1 (Stream) +1 +1 -1 -
FA1)1)+)l| (Najarilla River) NA NA = =
Bridge +0 +0 -4 -
B E1—vhkzOCh B D BT+ 0 +2
EBEMAALFESEZEET S +1[a] NA
a = §1¥ 31—y DDisorderFxy%(8.0)
*GenitorMZOCM L DB ICITEALEE A
TERRAIN EFFECTS: CRECY

MP Cost Shock Missile Fire
Terrain Type Mounted* Foot DRM DRM
LR L2503 D Fiih, & (Clear, Road) 1 1 = =
LARIL1D FE i (Clear) 2 2 - -
#& (Grove) 2 2 -1 -1
Woods 2 4 -2 -2
Village 2 4 -2 -1
ZE # (Pothole Hex) +1 +0 - -
River NA NA NA -
KYUE i~ (Up Elevation) +1 +1 -1 -
E~DZ#HE (Up Steep Elevation) +2 +2 -2 =
BRE1=—vhrzZOCHh D HER 0 +2
EARMAAN ST RS BZEBT 5 +1[a] NA CRECY Bombard Fire Table

DR  Result

a=HEI1=ytD CRECY Battle Specific DRM 0-2 EZEEL
DisorderFxw%(80) | DRM  Effect 3-9 SHELESE (MAALLSY) :Disordered

Disorderd 1= : 3E (Retire)




Men of Iron TERRAIN EFFECTS CHARTS 2

TERRAIN EFFECTS: BANNOCKBURN

MP Cost Shock Missile Fire

Terrain Type Mounted Foot DRM DRM
SE#h . JE#& (Clear, Road or Track) 1 1 - -
;A (Marsh) 2 2 -1/-2% -
Woods 3 2 -2 -1
Village 2 2 -2 -1
INIANDZH AR (Burn Hexside) +2D +1 = -
FUE - (Up Elevation Change) +1 +1 -1 -
ZE# (Pothole) +1 NA

BEI1—vhrZOCHhDDEERR 0 +2

ESEMAAD ST B S EF 8T 5 +1[a] NA

D = DisorderFxTv%
a = 5tE 1=k DDisorderFzv% (8.0)
*—1 S EHSMarshAIZANLHET S / -2 BBEIASMarshA IV ANLKHET S

TERRAIN EFFECTS: POITIERS

MP Cost Shock Missile Fire
Terrain Type Mounted* Foot DRM DRM
SEh, 3B (Clear or Road) 1 1 = =
A (Marsh) 3 2 -1 -
Woods 3 2 -2 -2
Village 3 2 -2 -1
FYUE i~ (Up Elevation) +1 +1 -1 =
HIEAY XY (K (Hedge Hexside) +1 +1 -2 -
EANY XY AF (Ditch Hexside) +2 +2 -3 -
BRE1=vkzOCHh LD EERT 0 +2
BRMAAD GBS EZERBT S +1[a] NA
a = ¥ =vhrDDisorderFxv% (8.0)
* WagonsZ ¢
TERRAIN EFFECTS: COURTRAI

MP Cost Shock Missile Fire
Terrain Type Mounted*  Foot DRM DRM
SEth, B (Clear or Road) 1 1 — _
;B #h (Marsh) 3 2 -1 -
Village 2 3 -2 -1
BN X (Ditch Hex) 2 3 -1 -
M. 2= . B (Building Hex) [a] NA 2 -3 -4
INIUADZHAK (Brook Hexside) +1 +1 - -
FAININYZH AR (River Lys Hexside) +2 +2 -2[b] -
BR1=vhrZOCH oD HER 0 +2
ESEMAAD GBS EZERT S +1[c] NA

a = BRIZVMIBY/THEAVR, B (48195116) [CANFHA

b= AIZBATOHOHRE

c = ¥ =ykDDisorderFxv%(8.0)

(FR:E) 1&:E [ (Monastery) (B AR AT HI R (Erratta:Marsh MP Cost)




Men of Iron

ST/ 51 72%8B] DRMF+—I (FIRE/RANGE DRM CHART)
Range in Hexes

Unit Type
Longbow

Wooden Crossbows
Genitors

Slingers

1
+2
+2
+1
-1

2 3
+1 -1
0 -3
NA NA
NA NA

#DRMZ Fire Result Table~@ Y %

S EE$E 2T —T )L (FIRE RESULTS TABLE)

Target on Foot

Normal Disordered
0-4:NE 0-1:NE
5+:Dis

7+Elim

2-3:3R 41 (Retreat)
4-6:8# 0% (Retire)

Target Mounted

Normal Disordered
0-4:NE 0-2:NE

5-6:Dis 3-7:B 5% (Retire)

7+:Unhorsed* 8+:Elim

CHARTS AND TABLES

SHOCK COMBAT TABLES

>3y BB (SHOCK COMBAT (No Charge))
Defending Unit's Status

Adjusted
DR Normal Disordered
0 or less W EAIDisordered K EEAIDisordered
INDRIREN INJZRIRE]
1 I AIDisordered WE@|Disordered
INGRRH]
2-3 I ZfAIDisordered FEEL
4 FEEL HEEL
5 HEEL [ fENEI B A% (Retired)
6-7 BrfE{EIDisordered [ 11481 B B (Retired)
8+ Fh#E{RIDisordered FLEERIBR =
INGRIBEN and #A#EINEE

Z2E BRI (CHARGE RESULTS TABLE)
Defending Unit's Status

SAREZDDRMI+TY —F =AY R[ZNDEEFEF VY Adjusted
DR Normal Disordered
NE=5224E . Dis=Disordered, Elim=[}Z% 0 or less R ZfAIDisordered I ZEfAIDisordered
*Unhorsed: B3EMAAD & ; b D EGFTE 1 — v M [EDisordered 1 W EAIDisordered B 1081 2 R% (Retired)
I E ADisordered
5FEDRM (DRM for Missile Fire) 2-3 & Disordered R 1148 B B (Retired)
Dieroll I ZEfAIDisordered
Adjustment Reason 4 [ 1EMEI Disordered [ 1148 Bt B (Retired)
2? 5172 ER#DRM (Range Chart) 5-7 FhfE{AIDisordered BhEMAIRR =
27 HFAEIE (KB D Terrain Chart) INDRIRE] and fRHTINE
+1 BREMAADAIE ZENDHE 8+ B #EMAIDisordered FhEMAIBR =
-1 Disordered L=y DT (1=} &E) INGRRE] and #A#EIREE
-1 ERSEI—VhD5TE and ##GEINE
-1 Shield WalllSx L TOIEEANDFTE
SIvoLEBD LA IEIE
H79 >4 —22 % (COUNTER-CHARGE DIEROLL) DRM Reason
0-4 = BT (11.65 ) +/=? B #18| Shock DRM
5-9 = R EEBYICHETS +/=? HEHEE

-2 LA Disordered
hoA—EEI=yrDShock DRMEME/HET 5, -1 ETORBIZVIHHI=VREY TOLARILIZNG
BIEMOHBEINTINDEE, H1EMZ S, +2 L=y DEIEE K

+3 1=y kDB EERE

A E 71722 % (CHARGE RELUCTANCE) +4 HEIKRE fiE+AIE. fiE+EmE. AE+%E
EXSEMAA (ERDMD2DDDRMsE BRFELEEA)
‘DRAN0-4755, BEIZHIIT 5, +1 ETEDLEIZ, BEMAAICIEEEAREYY
‘DRAYS-9% 5, ZZEEDRMEEL T, ShockT—7 L TERIZ1TS, +2 R MR H B R 4K BE (Retired)

-1 BrfE{EI A3 Shield Wall CRTEI N A~ DK
BARMAALS )L PO B OScots A9 R 2 DEMEASHEE SR TL VL Genitor

‘DRANO-774 D, EE(LTELLY; 2{HBETELLY, +/—# Weapons system matrix{& 1E
‘DRH8-94:5 . ZREDRMEEL T. ShockT— L CHBIZ1TS, +/—# Terrainf&1E

+2 ESRMAAD ZEEE (1w EEEIL TLV =+ [11.2])




WEAPONS SYSTEM MATRIX (for Shock or Charge)

Attacker[a]

Mounted  Dismounted nh

Defender MAA MAA MAA Pike Inf Axe Inf Genitor[b]
Mounted MAA 0 0 -2 -1 0 -3
Dismounted MAA -1 0 -1 -1 0 -2
Unhorsed MAA +2 +1 0 +1 +2 0
Pike Inf 0 +1 -1 0 +1 -2
Axe Inf +2 +1 -1 +1 NA NA
Crossbow Inf +2 +2 +1 +1 +3 0
Bow Inf +3 +2 +1 +2 +3 0
Slinger Inf +4 +3 +2 +3 NA 0
Genitor +2 +1 0 +1 NA NA
Hobilar (B55€) +3 +1 0 +1 +1 NA

a = RIZEVWIZYMAT I avIBEORENITRAL
REIITALGN

[WFRIERTRUME
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