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Description:   A hillside, a heavily inclined floor or a sloped cavern that forces creatures 
to hang on. “Steep Slope” is written in the area that includes squares of 
this type. 

Core Terrain: Difficult terrain
Accessibility:  Unrestricted 
+MP (surface): +1 MP  
LoS:   Unobstructed 
Other Rules:  Immobilized (surface, entering): A creature is Immobilized until the end of the current turn 

when moving into Steep Slope Terrain with surface movement. Creatures with Flight, 
Burrow or the Phasing power are immunes to this effect. 
5 Damage (forced): Any creature that enters a square of Steep Slope terrain due to forced 
movement takes 5 damage. 



Description: Edgeline terrain represents the edge of a cliff or the side of a building, with 
one side elevated relative to the other. Edgelines are marked with a filled 
triangle on the low side, and will usually have art or shading to indicate an 
edge. 

+MP (surface): --- 
Other rules: Both Sides 

m Attacks Blocked: m 

m

Flying Creatures LoS/LoE: Flying creatures ignore edgelines for determining LoS and LoE. 
High Side: 

Crossing:  Unrestricted: Creatures on the high side may cross the edgeline 
with any movement type. 

LoS/LoE:  Adjacent Unobstructed: If traced from an adjacent square on the 
high side, LoS/LoE is unobstructed by the edgeline. 
Non-Adjacent Blocked: If traced from a non-adjacent square on the 
high side, any line traced to determine LoS/LoE is blocked by the 
edgeline. 

Other Rules:  Falling: A creature that moves with surface movement or is moved 
with forced movement through the edgeline from the high side 
takes 10 damage after it enters a new square on the low side. 
Big Creatures: If a Big creature ends any turn with an edgeline in its 
space, its opponent places it in the nearest unoccupied square on 
the low side. 

Low Side: 
Crossing:  Blocking: Creatures on the low side cannot cross an edgeline with 

surface movement or forced movement. 
Unrestricted: Creatures can move through an edgeline with Flight, 
Burrow, the Phasing power and placement effects. 

LoS/LoE:  Any line traced to determine LoS/LoE from the low side may cross 
the edgeline, but ends before crossing a second boundary of a 
square after the edgeline. 

Other Rules:  Wall-Like: Creatures adjacent to the low side of an edgeline 
consider the edgeline to be wall terrain for the purposes of 
triggering or satisfying powers. 
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http://irafay.com/DDM/files/creatures/Blood%20of%20Gruumsh.pdf
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