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Stalin’S triumph teC
Terrain Def.Bonus Movement Cost Concealment Example

Clear None 1 No

Hill1
+1d6 if attacked 

from ground 
level

+1 if entered from ground 
level No

Woods +1d6 1 for ST, 2 for HT Yes

Wooded 
Hill1

+1d6, +2d6 if 
attacked from 
ground level

1 for ST, 2 for HT, +1 if 
entered from ground level Yes

City +2d6 for ST, 1 
for HT 1 for ST, 2 for HT Yes

Road Per other terrain 
in the hex

1 When entered from 
another road hex. Cancels 

movement cost of other 
terrain in the hex 

No

Cultivated +1d6 for ST 1 for ST, 2 for HT Yes for ST 
only

Rough +1d6 1 for ST, 2 for HT Yes

Railroad See SSR See SSR No

Lake / 
River None Impassible No

Bridge None 1 No

Depression None 1 Yes
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turn reCorD traCk

Available Discarded
Fate pointS anD Formation CarDS/CounterS

FPts Abilities

1
FPt to re-roll one of 
your own dice any 
time.

1

FPt to move one 
friendly unit by one 
hex ignoring terrain 
costs.

1

FPt to raise or lower 
the number showing on 
one of your own die by 
one.

1

FPt to place any hex 
In Command. Can be 
paid after rolling for 
Command status.

2
FPts to remove an Ops 
Complete marker from 
a friendly unit.

2
FPts to return any just-
drawn marker, before 
use, to the opaque cup.

Fate Points cannot be re-used. Once 
used, they are lost and no longer 
available to be used in the game.

CaSualtieS

ALLIES AXIS

ST = Soft Target  HT =Hard Target
1. Hill bonus is not applicable if attacking unit is a Mortar or Artillery 

Blocking Terrain: Hill, Woods, Wooded Hill, City, Town, Crest Line (6.1.1/6.1.2)
Degrading Terrain: Wreck, Rough
Note: Any LOS traced through any combination of two or more degrading terrain 
hexes blocks Line of Sight.  Terrain in the attacker or defender’s hex never affects 
LOS. A single Wreck marker DOES NOT block LOS.


