COMM ERRAIN FEATURES

nd terrain traits (pg 262-263) apply to some of the most
common terrain features on the battlefields of the 41st Millennium.

3. ARMOURED CONTAINERS

These vast steel containers are built strong to protect the
cargo within.

The following terrain categories (pg 260-261) a

1. RUINS
The galaxy is littered with the shattered remains of once
proud cities.

Terrain Category: /

Terrain Category: Obstacles
Terrain Traits: Light Cover, Scaleable, Exposed Position

4. BARRICADES AND FUEL PIPES
Makeshift but effective defence lines make an excellent
position from which to repel the enemy.

Terrain Category: Obstacles
Terrain Traits: Defence Line, Light Cover, Heavy Cov
Defensible, Unstable Position, Difficult Ground



e

5. WOO0DS

Tyisted woodlands and alien flora grow on many a corpse-
strewn battlefield.

Terrain Category: Area Terrain
Terrain Traits: Dense Cover, Breachable, Defensible,

Difficult Ground

6. BATTLEFIELD DEBRIS
Scorched rubble and the detritus of war litter the battlefield

Category: Obstacles
its: Exposed Position

RIAL STRUCTURE

/s are @ common sight, their gantrics

8. IMPERIAL STATUARY

The heroes of the Imperium are often immortalised in st
effigies to stand sentinel over the galaxy.

Terrain Category: Obstacles
Terrain Traits: Light Cover, Unstable Position,

Inspiring (IMPERIUM)

9. RUINED WALLS

The broken walls of destroyed buildings provide inve

cover to troops.

Terrain Category: Obstacles
Terrain Traits: Defence Line,
Defensible, Unstable Position

Breachable, Dense

~er
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