Terrain Effects Chart

	Terrain Feature
	Irdan & Miner move cost
	Imperial Legionaire move cost
	Effect on combat

	Clear hex
	1
	1
	None

	Crater hex
	1
	1
	None

	Crater wall hexside
	+1
	+0
	-1 to firing roll if target in crater hex

	Vapor pool hex
	1
	3
	-1 to firing roll if target in vapor pool

	Rise hexside
	+1
	+0
	-1 to firing roll if target downhill beside rise

	Ridge hex
	2
	1
	-1 to firing roll if target in ridge hex

	Ridgeline hexside
	+2
	+1
	None (blocks line of fire)

	Cliffside hex
	2
	1
	None

	Clifftop hexside
	+1
	+1 up only
	+1 to close combat roll on Mesa top

	Mesa top hex
	1
	1
	None (usually block line of fire)

	Canal hex
	½
	1
	None

	Improved position
	Terrain
	Terrain
	-1 to firing or close combat roll if target in hex

	Fortified position
	Terrain
	Terrain
	-2 to firing or close combat roll if target in hex


Combat Result table

	Die Roll
	Combat differential

	
	-3 or less
	-2
	-1
	0
	1
	2
	3
	4
	5
	6
	7 or greater

	-1 or less
	–
	–
	–
	–
	–
	–
	–
	–
	S
	S
	S

	0
	–
	–
	–
	–
	–
	–
	–
	S
	S
	S
	K

	1
	–
	–
	–
	–
	–
	–
	S
	S
	S
	K
	K

	2
	–
	–
	–
	–
	–
	S
	S
	S
	K
	K
	K

	3
	–
	–
	–
	–
	S
	S
	S
	K
	K
	K
	K

	4
	–
	–
	–
	S
	S
	S
	K
	K
	K
	K
	K

	5
	–
	–
	S
	S
	S
	K
	K
	K
	K
	K
	K

	6
	–
	S
	S
	S
	K
	K
	K
	K
	K
	K
	K

	7 or greater
	S
	S
	S
	K
	K
	K
	K
	K
	K
	K
	K


– = Miss (no effect)

S = Stunned defenders

K = Killed defenders

Storm apperance table

	Die roll
	1
	2
	3
	4
	5
	6

	Entry area
	1
	2
	3
	No storm
	No storm
	No storm


Storm direction and magnitude table

	Die roll
	1
	2
	3
	4
	5
	6

	Direction–magnitude
	NE–1
	NE–2
	SE–1
	SE–2
	S–1
	S–2


