Terrain Effects Chart

Hex Terrain Feature
Normal MP cost
MP cost   during Rain for   motorized
MP cost during Rain for      non-motorized
Zone of Interdiction (ZOI)  effect
Defending terrain drm 

Clear
1
2
2
+1
none

Rough
2
4
2
+1
none

Hills
3
5
3
+1
none

Mountains
3 PA
6 PA
3
+1
+1

Sand
2 PA
2 PA
2
+1
none

Woods
1
2
2
+1
none

Marsh
P
P
P
-
-

Sea
P
P
P
-
-

Hexside Terrain Feature






Escarpment
+3 PM
PM
P
-
+1

Ridge
+2
PM
+3
-
+2

Wadi
+2
PM
+3
-
+1

River
P
P
P
-
+2

Minefield
+2
+2
+2
-
+1

Anti-tank Ditch
NA
NA
NA
-
+1

Other Terrain Features






Major Road
½
½
½
2
OT

Minor Road
½ or 1*
2
1
2
OT

Trail
½ OT
OT
OT
OT
OT

*½ MP if other terrain in the hex is clear otherwise 1

P – prohibited for all types of units
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PM – prohibited for motorized units

PA – prohibited for armored units

OT – consult other terrain in the hex

