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Errors, omissions, suggestions for improvements to: Andy Tromans (agt_pallando@hotmail.com).








MP Costs - Dry


Clear�
1�
�
Hills�
2�
�
Marsh�
2�
�
Swamp (non-motorised)�
3�
�
Swamp (mot. & Orange MA)�
P�
�
Woods (non-motorised)�
+1*�
�
Woods (mot. & Orange MA)�
+2*�
�
Mountain�
3�
�
Alpine (non-motorised only)�
3�
�
Main road�
1/2�
�
Minor road (clear) (Green MA = 1MP)�
1/2�
�
Minor road (other)�
1�
�
Motorway (Axis-mot. & Orange MA only)�
1/2�
�
City or Major City �
1/2�
�
Inland Sea / Lake Hex�
P�
�
Railroad �
OT §�
�
Enemy Fortified Line Hexside�
+1�
�
Sea / Lake Hexside�
P�
�
River / Canal Hexside�
+1�
�
Major River Hexside (Arty -bridges only)�
All MP�
�
Enemy Strongpoint�
+1�
�
Enemy ZOC�
+1�
�
Town�
OT�
�
* Lingering Mud - use Mud cost of other Terrain.


§ Railroads reduce MP cost of Woods by 1.





MP Costs - Mud


Clear�
2or3*�
�
Hills�
3�
�
Marsh�
2or3*�
�
Swamp (non-motorised)�
3�
�
Swamp (mot. & Orange MA)�
P�
�
Woods (non-motorised)�
+1�
�
Woods (mot. & Orange MA)�
+2�
�
Mountain�
3�
�
Alpine (non-motorised only)�
3�
�
Main road�
1�
�
Minor road (clear) (Not Green MA)�
2or3*�
�
Minor road (other) (Not Green MA)�
OT**�
�
Motorway (Axis-mot. & Orange MA only)�
1/2�
�
City or Major City �
1/2�
�
Inland Sea / Lake Hex�
P�
�
Railroad �
OT §�
�
Enemy Fortified Line Hexside�
+1�
�
Sea / Lake Hexside�
P�
�
River / Canal Hexside�
+2�
�
Major River Hexside (Arty -bridges only)�
All MP�
�
Enemy Strongpoint�
+1�
�
Enemy ZOC�
+1�
�
Town�
OT�
�
* Soviet Arm 2, other Mot/Orange 3. ** Ignore Woods


§ Railroads reduce MP cost of Woods by 1.





MP Costs - Frost


Clear�
1�
�
Hills�
3�
�
Marsh�
1�
�
Swamp (non-motorised)�
2�
�
Swamp (mot. & Orange MA)�
3�
�
Woods (non-motorised)�
+1�
�
Woods (mot. & Orange MA)�
+2�
�
Mountain�
3�
�
Alpine (non-motorised only)�
3�
�
Main road�
1/2�
�
Minor road (clear) (Not Green MA)�
1�
�
Minor road (other) (Not Green MA)�
1�
�
Motorway (Axis-mot. & Orange MA only)�
1/2�
�
City or Major City �
1/2�
�
Inland Sea / Lake Hex�
P�
�
Railroad �
OT §�
�
Enemy Fortified Line Hexside�
+1�
�
Sea / Lake Hexside�
P�
�
River / Canal Hexside�
+1�
�
Major River Hexside (Arty -bridges only)�
All MP�
�
Enemy Strongpoint�
+1�
�
Enemy ZOC�
+1�
�
Town�
OT�
�
§ Railroads reduce MP cost of Woods by 1.





MP Costs - Snow


Clear�
2�
�
Hills�
3�
�
Marsh�
2�
�
Swamp (non-motorised)�
2�
�
Swamp (mot. & Orange MA)�
3�
�
Woods (non-motorised)�
+1�
�
Woods (mot. & Orange MA)�
+2�
�
Mountain�
3�
�
Alpine (non-motorised only)�
3�
�
Main road�
1�
�
Minor road (clear) (Not Green MA)�
2�
�
Minor road (other) (Not Green MA)�
2�
�
Motorway (Axis-mot. & Orange MA only)�
1/2�
�
City or Major City �
1/2�
�
Inland Sea / Lake Hex�
2�
�
Railroad �
OT §�
�
Enemy Fortified Line Hexside�
+1�
�
Sea / Lake Hexside�
NE�
�
River / Canal Hexside�
NE�
�
Major River Hexside (Arty -bridges only)�
+1�
�
Enemy Strongpoint�
+1�
�
Enemy ZOC�
+1�
�
Town�
OT�
�
§ Railroads reduce MP cost of Woods by 1.





MP Costs - Arctic


Clear�
2�
�
Hills�
3�
�
Marsh�
2�
�
Swamp (non-motorised)�
2�
�
Swamp (mot. & Orange MA)�
3�
�
Woods (non-motorised)�
+1�
�
Woods (mot. & Orange MA)�
+2�
�
Mountain�
3�
�
Alpine (non-motorised only)�
3�
�
Main road�
1�
�
Minor road (clear) (Not Green MA)�
2�
�
Minor road (other) (Not Green MA)�
2�
�
Motorway (Axis-mot. & Orange MA only)�
1/2�
�
City or Major City �
1/2�
�
Inland Sea / Lake Hex�
2�
�
Railroad �
OT §�
�
Enemy Fortified Line Hexside�
+1�
�
Sea / Lake Hexside�
NE�
�
River / Canal Hexside�
NE�
�
Major River Hexside (Arty -bridges only)�
+1�
�
Enemy Strongpoint�
+1�
�
Enemy ZOC�
+1�
�
Town�
OT�
�
§ Railroads reduce MP cost of Woods by 1.








Cut out counters below & stick to thick card.


Mark two 'Weather' boxes on one of the reference cards (I usually use the Turn Record Track), one for current weather condition, and one to indicate Clear or Storm.








Cut out weather cards & stick to the front of an ordinary playing card.





Mud





No Infiltration.


No Overrun.


No Combined Arms Bonus.


All motorized units have no ZOC except into town, city, and connected road  or railroad hexes (but not Major Cities).


MP penalty for mot. and Orange MA in Clear & Marsh except Soviet armour.


Minor roads have no effect other than to negate Woods.


LOC reduced to 5 hexes


Road net length 15 hexes.


Axis Rail conversion costs 2 points per hex.


Artillery support strength halved.


Air Transport from Towns only possible with Engineers





Dry





Normal effects.


During Lingering Mud, use the Mud MP costs for all hexes containing Woods (no overruns allowed, artillery support strength is halved).


LOC 7 hexes, but only 5 if traced over Marsh or Swamp (with Road or Railroad), or through Woods in Lingering Mud.


Road net length 21 hexes.





Frost





-1MP for Axis motorized and all Orange or Green MA units.


LOC 7 hexes, and can be traced over Marsh and Swamp.


Motorized ZOC's extend into Swamp.


Overrun possible in Swamp hexes. 


Road net length 21 hexes.





Snow


No Axis Motorized movement phase.


No Overrun.


No Combined Arms Bonus.


Ski units may infiltrate.


Axis rail capacity reduced.


All motorized units have no ZOC except into town, city (not Major), and connected road or railroad hexes.


ZOC's now extend across Major River and Inland Sea / Lake hexsides.


All units except artillery can cross unbridged Major River hexsides for +1 MP.


All units can cross Inland Sea/Lake hexsides and enter all-Inland Sea/Lake hexes.


Attacks across Major River hexsides not halved.


LOC 5 hexes, but can be traced over Swamp.


Road net length 15 hexes.


Axis Rail conversion costs 2 points per hex.


No Combat or ZOC into Alpine hexes.








Arctic


-1 MP for  Axis motorized & Orange MA.


No Axis Motorized Movement phase.


No Overrun.


No Combined arms Bonus.


Ski units may infiltrate.


Axis rail capacity reduced.


All motorized units have no ZOC except into town, city (not Major), and connected road or railroad hexes.


ZOC's now extend across Major River and Inland Sea / Lake hexsides.  Attacks across not halved.


All units except artillery can cross unbridged Major River hexsides for +1 MP.


All units can cross Sea / Lake hexsides, and enter all-Sea / Lake hexes. 


LOC 5 hexes, but can be traced over Swamp.


Road net length 15 hexes.


Axis Rail Conversion costs 2 points per hex.


Only Engineers can build strongpoints.





Cut out the Weather reminder cards & either stick to the front of an ordinary playing card, or to the reverse of the MA cards above.








