


































 

[9:1] EXPLANATION OF RESULTS 

Ae = Attacker eliminated; all attacking units in the combat situation are eliminated, i.e., removed from 

the map. Units in the same hexes as the involved units which were not attacking are not affected. 

Ar1,2,3 = Attacker Retreat; all attacking units are moved the indicated number of hexes by the attacking 

player. See the Rules of Retreat (9.2). 

Ex = Exchange; all the defending units are eliminated first, then an equal or greater number of Attacking 

Strength Points are lost. All Exchanges are made at the adjusted Combat strength of the units, so that if 

a defender is doubled the attacking player must use twice as many Strength Points as the face (printed) 

value of the defending unit(s). 

De = Defender eliminated; all of the Defending units are eliminated; i.e., removed from the map. 

For all results, see also the he NATO battlegroup rules (8.5) 

 

[9.2] HOW TO RETREAT 

Units which are forced to retreat must meet the following requirements or be eliminated. 

1. The retreated unit(s) must be moved the indicated number of hexes without moving into any 

hex more than once. 

2. The retreated unit(s) may not be retreated through Enemy occupied hexes. 

3. The retreated unit(s) may not be moved into or through Enemy controlled hexes, unless the hex 

is occupied by another Friendly unit. 

4. The retreated unit(s) may not retreat though all-sea hexsides, or into all-sea hexes or off the 

map (Exception, see 12.1). 

5. The retreated unit(s) may be retreated into or through hexes which would cause violation of 

stacking limits. Overstacking must be corrected at the earliest opportunity. No units in an 



overstacked hex may attack. Excess units do not contribute to the stacks defence (the Friendly 

Player chooses which units are the excess units keeping in mind that no unit may defend more 

than once per Combat Phase). All units in a stack suffer the effects of an attack upon that hex. 

6. The retreated unit(s) preferably retreats into unoccupied hexes, rather than Friendly occupied 

hexes, and non-enemy controlled hexes rather than controlled. 

7. The retreated unit98s) preferably is retreated through hexes and hexsides with the lowest 

Movement Point cost (although Movement points are not actually expended when retreating). 

8. Within the above restrictions, the retreating unit(s) is retreated closer to supply 

 

[9.3] ADVANCE AFTER COMBAT 

There is no advance after combat. 


