NORTH MAP 

The codes (+) and (-) indicate the number added to or subtracted from the attacker (A) or defender (D) combat dice roll modifier total. 

A. Terrain: D + (see 5.17, Terrain Effects, for values) 
B. Cadre Rating: A + or D + (whoever has higher Rating; see 9.0) 
C. Defender in Road Mode: A + 4 (see 5.3) 
D. Defender in Hedgehog: D + 2 (see 5.3) 
E. Defender Out of Supply: A + 8 (see 8.0) 
F. Chemical Warfare: A + 1, 2, or 3 (see 7.7) 
G. Fatigue: + 1 or 2 (depending on whether A or D is fatigued and to what level; see 5.4) 
H. Different Size Units: + 2 (to larger unit; see 7.6) 
J. Defending Unit Without Zone of Control: A + 2 
K. Combat Ratios beyond those on Land Combat Results Table: + 1 for each column shift (for either A or D; see 7.15) 
L. Electronic Warfare: - 3 (for either A or D; see 36.0) 
M. Berlin Garrison (Berlin Scenario Only): NATO D + 2 (see 39.0)

The following modify the combat resolution dice-roll:

1. Terrain. The defender adds to his total the effects of the terrain.

2. Cadre Rating. Both sides add their cadre rating.

3. Mode. Units attacked in road mode add 4 to attacker's total; units in hedgehog add 2 to defender's.

4. Supply. Units attacked out of supply add 8 to attacker's total.

5. Fatigue. Fatigue level is added to total for both sides.

6. Chemical Warfare. 1-3 die-roll modifiers added to user's total.

7. Electronic Warfare. If successfully initiated, 3 is subtracted from opponent's total.

8. Berlin Garrison. Units defending Berlin add 2 to their total.

9. Different size units. Combat between different sized units adds modifiers.

10. Steps lost. 1-3 modifiers added to opponent's total depending on steps lost and nationality.

11. Odds over 7-1 or under 1-2. Modifiers added on attacks over 7-1 and subtracted on attacks under 1-2.

12. No-Zone-of-Control marker. Units forced to retreat lose their ZOC and add 2 to opponent's total.
