HATTEN IN FLAMES INDEX

Abandoned AFV

Abbreviations

AFV Abandonment

AFV MG Exchange

AFV under Recall

American Dawn/Day/Dusk Assault
American Infantry

American RG Purchases
American TD Setup

American TD Depletion
Ammunition Shortage Removal
Attack Limits

Balance Provisions

Battle Hardening (Promotion)
Between Scenarios

Bore Sighting

Buildings (multi-hex)

Burning Wreck

Campaign Games

Campaign Game |

Campaign Game Il

Campaign Game Special Rules
(CPP) Campaign Purchase Points
Captured AFV/Weapon
Casualties

CG Balance Provisions

CG | Length

CG Il Length

CG Roster

CG Scenario Victory Conditions
CG Scenario Victory Determination
Chapter HF Dividers

Clearing the Map
Concealment

Conclusion of Melee

Control Markers

Coy/Komp (company)

CPP Cost

CPP Replenishment

Date Available

Date Purchased

Dawn, Day, Dusk Assault Chit
Domination

Drawing The Perimeter

3.614
3.2
HF8
3.6133
3.6136
3.6203
3.6114
CHART
3.36214
HF12
3.6213
3.6201

3.31
3.6113
3.11
HF5
2.3
3.6091

3.1
3.51
3.52
3.4
3.11
3.6135
3.12
3.31
3.51
3.52
3.618
3.6204
3.6031
3.15
3.607
CG11
3.601
3.6052
Definitions
3.6184
3.616

3.6185
3.6186
3.6202
Definitions
3.6065

EC, Wind, Weather
Eglise Saint-Michel
ELR/Massacre
Encirclement

Escape From Isolation
Extinguishing Blazes
Buildings

Burning Wrecks
Fortifications & Equipment
Rubble

Woods & Orchard

Flame Spread

Fortification Purchase Record
Fortification Purchase Table
Fortification Removal
Fortifications & Equipment
Fortified Building

Foxholes

Front Line Location

FT/DC

Game End

Generic (GCPP) Replenishment Table
German AA Halftracks

German Dawn/Day/Dusk Assault
German Assault Engineers
German LMG Limitation

German RG Purchases

German Unit Substitution
Ground Snow

Group Type

GUN/AFV

Hand-to-Hand CC

Heroes

HF SSR

Hidden

Setup

Remain Hidden During Refit
Isolated Areas

HIP Units

HW Sections

HF2
24
CG15
3.604
3.6063
3.609
3.6094
3.6091
3.6096
3.6093
3.6092

3.609

3.14
3.619
3.615
3.6096
3.6096
HF6, 3.615
3.6065
3.6134

CG4
3.6161
HF11
3.6203
HF10
CG14
CHART
HF9
HF4
3.6182
CG5

HF3

3.6113

CG2
Fortifications
3.6062
3.6022
3.6071
3.6022

US footnote a,

German footnote b

Idle
CPP Replenishment
Generic CPP Replenishment
Initiative Determination
Specific CPP Replenishment

Idle Chit

Idle Day

Immobilization Removal

3.616

3.6161
3.620

3.6162
3.6202
3.6203
3.6131



| (cont.)

Initial American OB

Initial German OB

Initial Scenario Special Rules

Initial Scenario Victory Conditions
cGl
CG I

Initiative Determination

Initiative Matrix

Isolated Areas

Isolated Location

Isolated Unit Setup

Isolated Units

Isolation
Effect on Hex Control
Effect on Units

Kindling

Leader Battle Hardening
Low Ammo Removal

Main Loop

Map Area in Play

Map Exit

Map-Edge Markers

Marker Removal

MMC Battle Hardening Table

New CG Day

No Man's Land

No Quarter
Non-Ground-Level Pockets
Non-Isolated Locations
Non-Isolated Unit Setup

OB (Order of Battle)

OBA

Offboard Observer
On-Map & Off-Map Terrain
Order of Resolution
Out-of-Season Orchards

Paved Roads

Perimeter Determination
Perimeter Markers

Pocket(s)

Pre-Game Rubble Placement
Pre-Registered Hex

Prisoners

Purchasing Fortifications
Purchasing Reinforcement Groups

3.51
3.51
3.51

3.51
3.52
3.620
3.6202
3.6071
3.6212,3.6214
3.6212
3.6095
3.606
3.6062
3.6061

HF5

3.6115
3.6138

3.605
Cac1
CG10
3.6053
3.6021
3.6113

3.612
3.6051
HF4
3.6057
3.6059
3.6214

Definitions
CG6

CG6

HF1
3.6011

2.6

HF6
3.605
3.6054
3.6056
2.51
CG6
3.608
3.619
3.618

Railroad (EmRR)

Rally

Readjustment

Recalled AFV

Recombining
Reduced-Size Map 3.16,
Refit Phase (reph)
Reinforcements

Retained Equipment
Retained RG

Retained Vehicle Crews
RG (Reinforcement Group)
RG Purchase Record
Rubble

Rubble Generation

Rubble Placement (Pre-Game)

SAN Adjustment

Scenario Commencement
Scenario Special Rules
Scenario Types

SCPP (Specific CPP)
Scrounging Weapon/Crew Removal
Self-Rally

Snipers

Special Ammo

Specific (SCPP) Replenishment
Starting Map-Edges

Strategic Location

Team Play
Terrain

Terrain Changes
Tunnels

U.S. 60mm MTR/OBA
U.S. Tank Destroyers
Unit-Setup
Upper-Level Pocket

Victory Determination & Rally
Victory Hex List

Weapon Repair
Weather

Winter Fields
Wounded Leaders

2.2
3.6032
3.6055
3.6136
3.6112
3.605
3.6
CG8
3.6072
CG9
3.614
3.618
3.14
2.5
3.621
2.51

3.6122
3.622
HF1-HF13
3.6203
3.616
HF7
CG12
CG13
3.6137
3.6162
3.6053
3.2

3.13
2.

CG7
HF5

HF13
HF12
3.621
3.6057

3.603
3.51

3.6132
HF2, CG3
2.7
3.610



