Golan Terrain Charts

Units may always move at least 1 hex unless terrain is prohibited

Terrain Costs Rough Terrain Mobility
o Mobil i
H March Formation Combat Formation Mobility 0}) ¢ Iml"noblle
ex M . o D Di
Movment Class Movment Class Ne . Cl e €
Symbol | Description otes ass
yibo P HT T LIR[WHT T[L]R]W roll | roll
T 1-5 8-10
Clear Lj1|1{2|1]|1|1]|1|2]1]| NodEffect
HT 1-3 6-10
Woods/Grove | 2|21 (22(2(2]|1|P|2 Other terrain costs are cumulative Roll ouce upon entering on the Immobile column for each unit.
Unit becomes immobile die roll falls within range. May not
move further, On the next friendly movement phase roll on
- - — the Mobile table. Unit becomes mobile and may move if
o HT and T class units consult Rough Terrain Mobility Chart die roll falls within range.
HT and T class units may only use March Formation 1f a mobile ARY is present subtract -2 on mobile die roll
Rough 212(1|P|P|P|P|1|P|P L class units may only move in one movement phase per turn If a mobile AFV is present subtruct -1 on mobile die roll
through rough terrain hex.
Elevation of rough terrain is +1
Amphibious unifs may enter at a movement cost of 2
Marsh PP NE P P PIPIIF P P L-class units in Combat Formation become fatigued upon
enfering
Units may only enter/exit af wadi ends; L class enter anywhere
Ly oniy y
. May not be bridged
Na\’l'gil ble 2012111212122 11| 2| 2 |Unitsmustbe adjacent to fire in‘out of wadi, unless
Wadi at wadi entrance/exit where no wadi fire restriction
-2 elevation
N ivabl Only L Class units may enter & move down wadi
on-navigable T/HT Class units may cross over at +2
Wadi +20+2 1| P PP |P| 1| P|P|ypebridecdsy vip
-1 elevation
'y Only L class units may cross without bridging
Anti-tank . PIP|1|P|P|P|P|1]| P| P |Trenchesmaybecrossed by AVLBs
Trench-Mines Trenches may be breached by engineering operations
Minefields are hex DMXC
: Only L class units may cross without bridging
Anti-tank P{P|1[{P|P|P|P| 1| P| P |Trenchesmaybecrossedby AVLBs
Tl’el‘lch Trenches may be breached by engineering operations:
Eng: 20 phases; Eng + W :15 phases; Eng + @ :10 phases
S ds Roads negate other terrain except for effects of steep slopes
econdary 1111 111/7211/311 | 11 1| 1 11/2|Vehicular units add +1 to road coast when entering/crossing a
Road steep slope
Primary 1/211/2) 1 |1/3({1/4| 1 | 1 | 1 |1/2|1/3| Roads negate other terrain
Road
Terrain costs are those of any other terrain in hex
Ruins NE|NENE|NFE NEINE|NFEINE|NF|NE,| Blocks LOS; LOS sight is 1 level of elevation for P Class only
Terrain costs are those of any other terrain in hex
V;[]]age NEINE/NE/NE/NEINEINE/NEINEINE Bfan'.‘s_ LOS; LOS sighr_is_.' level of elevation for P Cluss only
Functions as urban strip in combat effects
Ford 2011112131312 11| P! P |RandWmobility class may not cross in combat formation
/\f Fordable HT and T class may cross; add value to other terrain costs
+2 1+ +3 [+ L class may cross
Stream 24T PP 32T PP Other movement classes may cross at bridged sites
Non-for 1 Only L class may cross and become fatigued after crossing
on-fordable | p | p gl p|p|p|P|1F| P|P May not be bridged by AVLB
Stream
Lake Amphibious units may enter at a movement cost of 1
( all wat er) PP PP P|IPP P PP May be crossed by standard Ferry operations
P-L class units may cross using Assanlt Boats
Non-L class units must use roads to cross
Steep Slope L-class units in combat formation become fatigued
‘ P P PIPI1 | PIPIPIPIF PP Roads negate fatigue effects



