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Strategic Movement
Mult ipl ier

Non-
Motor ized

Terrain Types: Movement Points to Enter and Leave.
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Notes for Movement Costs Chart:
P = Prohibited; units of this type may not enter or cross   * = extra movement points to cross except at a bridge.  ** = extra movement points to
cross hill hexside, moving uphill (no cost or benefit for moving downhill)   *** = cost to move along road using strategic movement; ignore
other terrain in hex.   **** = extra movement points to cross, using either tactical or strategic movement.  Note: Major Rivers cannot be
crossed by any unit except at bridges.  City terrain yields the same movement costs as Village terrain.  Engineer crossings (represented by an
'E' with a circle around it) cost Foot Infantry/Calvary +3 movement points.  No other units may cross.
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Note: bottom row figures indicates movement costs for Velikiye Luki in
Light Freeze (LF)/Hard Freeze (HF) /Deep Snow (DS).
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