Courtesy Leaderx

Complete CRT for every terrain type

Urban terrain/village in urban CRT

	
	1
	2
	3
	4
	5
	6

	10+-1
	A1-D1
	*-D1R
	A1-D1R
	A1-D1R
	A1-D1R
	*-D2R

	9-1
	A2-D1
	*-D1
	A1-D1R
	A1-D1R
	A1-D1R
	A1-D2R

	8-1
	A1-DR
	A1-D1
	*-D1
	A2-D1R
	A1-D1R
	*-D1R

	7-1
	A1-*
	A1-D1
	A1-D1
	*-D1
	A2-D1R
	A1-D1R

	6-1
	A1-*
	A2-D1
	A1-D1
	A1-D1
	*-D1
	A1-D1R

	5-1
	A1-*
	A1-DR
	A2-D1
	A1-D1
	A1-D1
	A1-D1R

	4-1
	A1-*
	A1-*
	A1-DR
	A2-D1
	A1-D1
	A2-D1R

	3-1
	A1-*
	A1-*
	A1-*
	A1-DR
	A2-D1
	*-D1

	2-1
	A2-*
	A1-*
	A1-*
	A1-*
	A1-DR
	A1-DR

	1.5-1
	A2-*
	A1-*
	A1-*
	A1-*
	A2-*
	A1-D1

	1-1
	A2-*
	A1-*
	A1-*
	A1-*
	A1-*
	A2-D1

	1-1.5
	A2-*
	A2-*
	A1-*
	A1-*
	A1-*
	A1-DR

	1-2
	A2-*
	A2-*
	A2-*
	A2-*
	A2-*
	A1-DR


 Heavy terrain/village in heavy CRT

	
	1
	2
	3
	4
	5
	6

	10+-1
	A1-D1
	A1-D1R
	A1-D1R
	*-D1R
	*-D2R
	*-D2R

	9-1
	A1-D1
	A1-D1R
	A1-D1R
	A1-D1R
	*-D1R
	*-D2R

	8-1
	A2-D1
	*-D1
	A1-D1R
	A1-D1R
	A1-D1R
	A1-D2R

	7-1
	A1-DR
	A1-D1
	*-D1
	A1-D1R
	A1-D1R
	A1-D2R

	6-1
	A1-*
	A1-D1
	A1-D1
	*-D1
	A1-D1R
	*-D1R

	5-1
	A1-*
	A2-D1
	A1-D1
	A1-D1
	*-D1
	A1-D1R

	4-1
	A1-*
	A1-DR
	A2-D1
	A1-D1
	A1-D1
	A1-D1R

	3-1
	A1-*
	A1-*
	A1-DR
	A2-D1
	A1-D1
	A1-D1R

	2-1
	A1-*
	A1-*
	A1-*
	A1-DR
	A2-D1
	*-D1

	1.5-1
	A1-*
	A1-*
	A1-*
	A1-*
	A1-DR
	A1-D1

	1-1
	A2-*
	A1-*
	A1-*
	A1-*
	A1-*
	A1-D1

	1-1.5
	A2-*
	A1-*
	A1-*
	A1-*
	A1-*
	A2-D1

	1-2
	A2-*
	A2-*
	A2-*
	A1-*
	A1-*
	A1-DR


Forest terrain/village in forest/village in open CRT

	
	1
	2
	3
	4
	5
	6

	10+-1
	A1-D1R
	*-D1R
	A1-D2R
	A1-D2R
	*-D2R
	*-D2R

	9-1
	*-D1
	A1-D1R
	*-D1R
	A1-D2R
	A1-D2R
	*-D2R

	8-1
	A1-D1
	A1-D1R
	A1-D1R
	*-D1R
	A1-D2R
	*-D2R

	7-1
	A1-D1
	A1-D1R
	A1-D1R
	A1-D1R
	*-D1R
	A1-D2R

	6-1
	A1-DR
	*-D1
	A1-D1R
	A1-D1R
	A1-D1R
	A1-D2R

	5-1
	A1-*
	A1-D1
	*-D1
	A1-D1R
	A1-D1R
	A1-D2R

	4-1
	A1-*
	A1-D1
	A1-D1
	*-D1
	A1-D1R
	*-D1R

	3-1
	A1-*
	A1-DR
	A1-D1
	A1-D1
	*-D1
	A1-D1R

	2-1
	A1-*
	A1-*
	A1-DR
	A1-D1
	A1-D1
	A1-D1R

	1.5-1
	A1-*
	A1-*
	A1-*
	A1-DR
	A1-D1
	A1-D1R

	1-1
	A1-*
	A1-*
	A1-*
	A1-*
	A1-DR
	*-D1

	1-1.5
	A2-*
	A1-*
	A1-*
	A1-*
	A1-*
	A1-D1

	1-2
	A2-*
	A1-*
	A1-*
	A1-*
	A1-*
	A1-D1


Open terrain CRT

	
	1
	2
	3
	4
	5
	6

	10+-1
	*-D1R
	A1-D2R
	*-D2R
	*-D2R
	*-D2R
	*-D2R

	9-1
	A1-D1R
	A1-D2R
	A1-D2R
	*-D2R
	*-D2R
	*-D2R

	8-1
	A1-D1R
	*-D1R
	A1-D2R
	A1-D2R
	*-D2R
	*-D2R

	7-1
	*-DR
	*-D1R
	*-D1R
	A1-D2R
	A1-D2R
	*-D2R

	6-1
	A1-DR
	A1-D1R
	*-D1R
	*-D1R
	A1-D2R
	*-D2R

	5-1
	A1-DR
	A1-D1R
	A1-D1R
	*-D1R
	*-D1R
	*-D2R

	4-1
	A1-*
	*-DR
	A1-D1R
	A1-D1R
	*-D1R
	A1-D2R

	3-1
	A1-*
	A1-DR
	*-DR
	A1-D1R
	A1-D1R
	A1-D2R

	2-1
	A1-*
	A1-DR
	A1-DR
	*-DR
	A1-D1R
	*-D1R

	1.5-1
	A1-*
	A1-*
	A1-DR
	A1-DR
	*-DR
	*-D1R

	1-1
	A1-*
	A1-*
	A1-*
	A1-DR
	A1-DR
	A1-D1R

	1-1.5
	A2-*
	A1-*
	A1-*
	A1-*
	A1-*
	A1-D1R

	1-2
	A2-*
	A1-*
	A1-*
	A1-*
	A1-*
	A1-DR


The asterisk (*) represents a null result, the defending unit does not take a loss or retreat.

Note : for entrenched units the same CRT’s apply but with the following minor modifications :

D2R becomes D1R, D1R becomes D1, DR becomes a null, thus the only retreat roll on an entrenched unit is what in the normal CRT would have been a D2R.

