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1962 – 1989 Combat Results Table �����������������������

Shift one row DOWN if Defender Terrain applies 
���������������������������������������������������������������
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* If NO Retreat Terrain applies, do not roll for Retreat at all.
** The player ������������� a ���������� Retreat result ����������� Advance 
into a destroyed defender’s hex.

The Attacker first rolls for loss for each of his own 
stacks. Only the top unit used will be affected by the roll. 

Then, the Attacker rolls separately for loss for ���������
in the Defending stack.

Lastly, make one roll using the same row to determine if 
there is any Retreat result.
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• Rolling in the Loss Roll range above applies a step loss 
to the rolling unit. 

• A (1-3) result means that if your Loss roll is a 1, roll 
again. If that second roll is a 1-3 it is a loss, otherwise, it 
is not.
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Shift one column left if the defender “has Terrain”
Two Dice 1:3 1:2 1:1 2:1 3:1 4:1 or more Two Dice
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�� D2 � D2 � D2 � D2 � D3 � D3 � ��

DRM: Use only one DRM and true in both columns.

DRM Is Defender’s Stack OOS? Attacker Stacks that are 
OOS

+2 Yes None
+1 Yes Some
+0 Yes All
-2 No Any

Odds less than the table allows are automatically resolved as an A1 per SCS 7.4

A—Attacker Result 
D—Defender Result
#—Step loss
�—Defender Retreats 3 hexes 
(ignore if No Retreat, 7.2d).
ne—No Effect
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Place the Special Weapons marker. Roll individually for each unit already in the hex on the 
“Strike Column” or for units entering the hex later using the appropriate “Entry column.”
Nuclear Weapon markers remain in the hex until the end of the game, but remove Chemical 
Weapons markers at the end of the current game turn.
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1-2 - -
3 Step -

4-5 Step Step
6 Elim Step

����������������������
������� ������ ����������� ���������

1-3 - - -
4 Step - -
5 Step Step -
6 Step Step Step

Elim = Eliminate the unit
Step = Apply one Step Loss to the rolling unit
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