Terrain Effects Chart

Terrain
Effect on Movement
Effect on Combat

Forest
2MP for Infantry/Shock/Guard/Cavalry

4MP for Tank/Panzer/Mech
Column shift to left when attacking

Swamp
3MP for Infantry/Shock/Guard/Cavalry

Tank/Panzer/Mech must stop on entry
AF halved when attacking

Defender may take step loss rather than retreat

Mountain
4MP for Infantry/Shock/Guard/Cavalry

Tank/Panzer/Mech must stop on entry
AF halved when attacking

Defender may take step loss rather than retreat

Rough
2MP for Infantry/Shock/Guard/Cavalry

3MP for Tank/Panzer/Mech
Column shift to left when attacking

Sea/Lake
Prohibited to all combat units
Prohibited to all combat units

Minor City
No Effect
No Effect

Major City
No Effect
Column shift to left when attacking

Fortress
No Effect
Column shift to left when attacking

Defender may take step loss rather than retreat

Clear/River
1MP to enter clear hex

+1MP to cross river hexside
Clear hex no effect. Column shift to left when all units attacking across river hexside

Straits of Kerch
Only 1 Infantry/Shock/Guard/Cavalry unit may cross per player each game turn.  +1MP to cross
AF halved when attacking across



Notes: 
1.    Add 1MP for snow.  

2. Halve unit MP for mud and when out-of-supply.
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