Terrain Cards for

Miniature Wargames

The goal of this system

The goal of the terrain card system is to produce varied battlefields using a method that is Better Than Random(patent pending, honest!) - the number of possible combinations is finite, but high. The two main advantages of this is that the setup is not predictable ("Two hills and two woods, again!") but unlike completely random methods, you know how many of each type of terrain you will need ("SIX rivers!").

How to use these cards

To use this system, you first need to print the five pages of cards included in this document. It is recommended that you use thick paper and then either laminate the cards or use card protector sleeves – sold wherever collectible card games are sold.

Separate the cards into two decks, one for the placement cards and one for the selection cards.

To produce a terrain setup for your gaming table simply shuffle the decks separately and draw one card from either deck. The selection card gives you which terrain features to use and the placement card gives you where each piece goes. And that is basically all there is. 

If you don't have all the terrain pieces on the selection card, discard it and draw another.

Note that in this second version of the system, the number of spots on the placement cards vary from 5 to 10 and therefore you will not usually use all the listed features on the selection card.

If you are playing a scenario where some of the terrain is pre-determined, each pre-determined feature replaces the closest entry on the placement card.

Maximum number of each terrain type

This system has a maximum number of times each type of terrain feature can show up per card, thus limiting the total number of terrain features you need to use the system.

	3
	Woods

	3
	Hills

	2
	Buildings

	2
	Areas of ruins or similar decayed structures

	1
	River

	1
	Swamp or lake

	1
	Monument, crag or similar impassable terrain

	1
	Area of scrub, boulders or similar area terrain

	14
	Features in total


See page 8 for recommendations on the size of terrain features.

Cards that allow for more instances of each terrain type may follow at a later date.

Selection cards 1/2

	a1

1. Wood

2. Monument or crag

3. Hill

4. Scrub or boulders

5. Wood

6. Hill

7. Swamp or lake

8. Ruins

9. Ruins

10. Building


	a2

1. Wood

2. Monument or crag

3. Swamp or lake

4. Building

5. Building

6. Hill

7. Wood

8. Wood

9. River

10. Hill

	a3

1. Swamp or lake

2. Wood

3. Monument or crag

4. Hill

5. Obstacles

6. Building

7. Wood

8. Wood

9. Scrub or boulders

10. Ruins


	a4

1. Wood

2. River

3. Swamp or lake

4. Ruins

5. Hill

6. Obstacles

7. Hill

8. Hill

9. Scrub or boulders

10. Ruins

	a5

1. Monument or crag

2. Ruins

3. Hill

4. Swamp or lake

5. Scrub or boulders

6. River

7. Building

8. Wood

9. Obstacles

10. Wood


	a6

1. Hill

2. Building

3. Obstacles

4. Building

5. Hill

6. Swamp or lake

7. River

8. Scrub or boulders

9. Monument or crag

10. Hill
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	a7

1. Hill

2. Monument or crag

3. Building

4. Obstacles

5. Wood

6. Ruins

7. Ruins

8. Hill

9. Swamp or lake

10. Wood


	a8

1. Wood

2. Building

3. Hill

4. Obstacles

5. River

6. Hill

7. Monument or crag

8. Ruins

9. Building

10. Scrub or boulders



	a9

1. Monument or crag

2. Ruins

3. Wood

4. Scrub or boulders

5. Hill

6. River

7. Building

8. Obstacles

9. Ruins

10. Wood


	a10

1. Hill

2. Scrub or boulders

3. Ruins

4. Monument or crag

5. Wood

6. Wood

7. Ruins

8. Hill

9. Building

10. Swamp or lake



	a11

1. Scrub or boulders

2. Obstacles

3. Building

4. Ruins

5. Monument or crag

6. Swamp or lake

7. Building

8. Wood

9. Wood

10. Ruins


	a12

1. Wood

2. Monument or crag

3. Wood

4. Building

5. Hill

6. Ruins

7. River

8. Scrub or boulders

9. Wood

10. Hill
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Generic terrain rules and recommendations

Terrain pieces should be more or less 8" by 8" in size, or have an equivalent footprint. Exceptions are obstacles and rivers. Obstacles should form a continuous line (not necessarily straight) no more than 18" long and where the end points are no more than 15" apart. Rivers should be long enough to connect the two closest table edges, passing through the position marked on the placement card. Rivers should come with one crossing point per ~2 feet in length, either a ford (open ground, no special rules) or a bridge (see below).

While a lot of games have rules for many different types of terrain, below are some suggestions as to their effects. This should also give you an idea of what to use as a replacement if you don't have a particular type of terrain (ex: a tent camp or a crater could replace an area of scrub, a stone circle could replace ruins, and so on).

	
	Movement
	Line of sight / cover
	Combat

	Hill
	Movement up may be hampered. Movement down is not.
	Blocks line of sight to units behind it. Units on hills can see over units on the ground below.
	Attacking unit has a disadvantage in combat.

	Wood
	Hampers movement
	Blocks line of sight to units behind it. Units inside have the advantage of cover.
	Either unit may have a disadvantage in combat.

	Ruins
	Hampers movement
	Units inside have the advantage of cover.
	Attacking unit has a disadvantage in combat. 

	Building
	Hampers movement
	Blocks line of sight to units behind it. Units inside have the advantage of cover.
	Attacking unit has a disadvantage in combat. 

	Scrub or boulders
	Hampers movement
	Units inside have the advantage of cover.
	Either unit may have a disadvantage in combat.

	Swamp or lake
	Hampers movement. May be dangerous.
	No effect.
	Either unit may have a disadvantage in combat.

	River
	Hampers movement. May be dangerous.
	No effect.
	Either unit may have a disadvantage in combat.

	Bridge
	No effect.
	Units on it have the advantage of cover
	Attacking unit may have a disadvantage in combat.

	Monument or crag
	Impassable.
	Blocks line of sight.
	n/a

	Obstacles (walls, hedges or fences)
	Hampers movement.
	Units behind have the advantage of cover
	Attacking unit has a disadvantage in combat.


How much movement is hampered, how much cover is provided and how big any combat disadvantage is will depend on the game system being used. Note that a instead of a disadvantage for one side, you may of course choose to give the other side an advantage.

Special terrain features

Players may choose to use special terrain features with added special rules instead of normal terrain to add flavour to their battles. For example: Instead of a normal crag, you may want to have a monster's lair, with a random gribbly that might jump out and eat people, or you could have a wizard's tower instead of a normal building, and so on. 

Players can either roll a D3 to see how weird their battlefield is, or they can just agree on a level.

	D3
	Battlefield is...
	Terrain is special on a...

	1
	Not very special
	6

	2
	Quite special
	4 or more

	3
	Freakishly special
	2 or more


As each terrain feature is being placed, roll a D6; if you get the required roll, the terrain feature is of a special type. So if your battlefield is freakishly special, each feature will be special on a roll of 2 or more, while if it is not very special, it will only be special on a 6.

Some game systems come with rules for special terrain types – special types of hill, special types of swamp, etc. In these cases, players may choose to roll randomly or select one type that fits terrain they own. Many players will prefer all special terrain to be in theme with each other - on a battlefield themed around the undead, you might have a haunted house (building), a graveyard (scrub) and a necrotic mire (swamp), for example. Other players will have more fun with a completely random mix of features. This is up to the players.

Placement cards only

One alternative way of using this method is to forgo the selection cards and just use the placement cards. What you do then is have each player alternate in choosing terrain features from your collection – the first chosen is piece #1, the second is (unsurprisingly) #2 and so on. Continue until 10 pieces have been selected. Then randomly draw a placement card as normal.
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a Better Than Random product by Tarjei M. Aasen – www.avianon.net
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