From S&T 106

13: Colonies in Revolt errata

MAP:

MAP (addition): There is an uncrossable falls (the Ohio Falls) just

above Fort Nelson at 4225/4326 and 4325/4326.

[14-5] This chart number should be 14.15. Also, the "9" by Tarleton's

name should be an "a" and refers to the footnote.

[14.56] The reference to 11.53 should be 14.52.

CRT (change): IMPORTANT! A roll of 51 has no asterisk. There is no

possibility of a major victory on this roll.

RULES:

[4.28] This rule should be 4.27.

[5.12] The exception should refer to 15.12, not 12.12. As stated

elsewhere, supply units can be moved only once per turn.

[5.26] (clarification): This restriction applies only to the turn the

units move into the mutually-occupied hex; not subsequent turns.

Moreover, it only applies if the units remain in the hex (they may be

withdrawn due to battle, which would allow them to move again if

otherwise eligible).

[5.32] Ignore the reference to "Force march portion." Delete the phrase "at the beginning...phase."

[5.53] The reference should be to 6.44, not 11.87.

[6.0] (clarification): Bateaux can use river movement on both major andminor rivers, as stated elsewhere.

[6.27] (clarification): This refers to river movement, not land movement.

[7.22] (clarification): A non-moving force can't intercept a force that

is moving to enter its own hex. It can attempt to intercept an enemy

force moving to attack a different hex.

[9.27] (addition): Also, see 5.26.

[9.32] Both references are wrong: the CRT is 9.42, the other reference should be 9.34, not 9.33.

[10.3] (addition): Americans can build only one artillery unit per year, and none in 1775.

[11.24] (addition): The defensive bonus for forts (9.33) applies only if at least half of the defenders (in terms of strength points) are inside the fort (see 11.21).

[12.15] Note that supply can be consumed during fort construction.

[12.32] (addition): In the example, Morris town (2209) is also

available. The Post Road movement allowance cannot be used to trace the radius (which is in movement points, not hexes).

[13.13] Delete this section; detachments can operate anywhere.

[14.52] (correction): The fourth condition was omitted (see 14.56 on

map). The missing condition is British presence in the Area of

Operations, although not in the colony.

[14.54] All these adjustments are cumulative; moreover, if a militia

unit qualifies for all three it automatically disbands, as any die roll

would be "5" or higher.

[18.3] Some hex references are wrong: Boston (1305) and Williamsburg (3507).

30 Years War, S&T 173

From Moves 84

Rules

4.1 Resource Value [clarification]:A Major Power's Resource Value

(RV) is the total number of Treasury Points a player can collect from

all its occupied provinces at the beginning of the game. This also

includes:

The Swedish 10 TP income for off-map territory.

Hapsburg/French/Swedish income bonuses from overseas (if they have

more fleets in the designated Sea area than all enemy powers

combined).

Value of Pillaged areas as if they were not Pillaged.

RV does not include income bonuses from leaders' Political ratings

(rule 6.3). If more than one Power has units in an area, then the

starting RV for a player is the fractional amount determined as per

6.2).

12.3(1) Battle Rounds [change]: Instead of dropping fractions, round

all fractions up. For example, if a player has 4 units, then the

player's Defeat point for the battle will be two units. (Note: the

intent behind this procedure is to facilitate the players in

determining when they lose one third of their units in a battle.)

Scenarios

1. Scenarios I and 3: Transylvania should have the following units

(only): two Protestant League Cavalry. one Protestant League Militia.

2. Scenarios 1, 2, and 3: Crete should start with one Militia unit.

3. Note that some provinces (such as Corsica) have no units in them

at the start of the game.

Tables

DIPLOMATIC CONFLICT TABLE [change]

A die roll of "6" on the -1 column should be a [-] (no effect). 

Mutiny Table

Defect result [change]. If a player gains control of Mutinying units,

then he replaces them with Independent (white) units and his own

control marker.

EVENTS TABLE

21: Students Riot! [clarification[. A player rolls no more than one

die, even if he controls more than one of the designated cities.

24-26: Plague [clarification]. Should read "Eliminate half of all

strength points (round fractions UP) in all pillaged areas on the

map. Roll two dice for each leader in a Pillaged area; the leader is

eliminated on a total of 11 or 12.. ." Plague affects ALL units,

major power and independent.

63-66: Civil War [clarification]. Civil War affects all designated

areas on the map, not just those controlled by the rolling Major

Power. Should the area(s) designated for Civil War be occupied by

neutral units, the placement of Independent units does not trigger

activation as per rules 5.1 and 5.4.

Protestant League Major Power Display. Add a box for the leader

Christian. 

Counter Sheet

1. The 20 markers on the lower right corner of the counter sheet are

the Control Markers (rule 5.2). These were added to the counter mix

at the last minute and (obviously) there are some problems. The label

should read "30 Years War", not "7 Years War". The "AU" markers are

for the Hapsburgs (double headed eagle). The "SW" markers are for the

Swedes (triple crown). The "HRE" markers are for the Protestant

League (orange shield). The "FR" markers are for the French

(fleur-de-lis).

2. The Independent professional infantry on the 13th row, fourth

counter, should also be a Professional Infantry on the back.

3. The Independent artillery unit on 13th row should be a "l" on the

front and a "2" on the back.

4. The Independent militia units on the l3th row, right side, should

be white on the back, not yellow.

100 YEARS WAR (S&T 177)

Rule 5.31(1) [addition]. Pillaging a Province containing

Neutral independent units causes those units to join the opposing

Major Power.

Rule 9.12 (1) [clarification]: "(i.e., plain)" should read "(i.e.,

red or blue)".

Rule 9.12 (2) [clarification]: "(i.e., plain)" should read "(i.e.,

white)". A white unit may be placed in any area containing

friendly units, whether tinted red, blue or off-white (e.g., the

English player could recruit an Independent unit in Aquitaine).

Rule 11.1 [correction]: It costs four (4) Operations Points to

cross a mountain border, not three (this is properly indicated on

the Operations Chart on the map).

Rule 12.5 [clarification]: A force occupying a fortress which is

defending uses the Siege CRT to resolve combat against the

attacker. "Breach" results inflicted by the defender in a fortress

do not cause remaining defending units to fire twice (see 12.52).

If a force occupying a fortress attacks an adjacent besieging force,

then the combat is resolved on the Battle CRT. This combat is

resolved normally, except that if the defending (besieging force)

is defeated, remove the Siege marker. If the attacking (besieged)

force is defeated, there is no Pursuit fire nor retreat (the units

remain in the fortress). A force occupying a fortress may not

attack non-besieging units in the same area.

Scenarios 1 and 2 [omission]: Deploy the following Neutral

Independent units in Holland (in Amsterdam): 1 chivalry, 1

pikemen, 1 crossbow, 1 militia.

Scenario 2 [error]: Ignore the English militia unit in Saint-

Onge; there is only one French militia unit in Saint-Onge.

Counters: English Leader "John of Gaunt" is "John of Gaunt";

French Leader "DuGuesdin" is "duGuesclin".

Map: "Saint-Enge" is correctly spelled "Saint-Onge."

Africa Orientale S&T 128

Counters:

         * the S.A. light AA unit should have a brigade (X)

size indicator.

         * the ID of the S.A. artillery unit 1SA should be 1

MSA

         * the IDs of the S.A. construction units 1 SABC and

2 SABC should be !SAEC and 2SAEC respectively.

         * The ID of the Vichy French bande unit 133a should

be ISSA

         * the Italian 121st Artillery III should be a 1-6

and not a 2-6

         * The Italian CR.42 air unit should have an air

defense rating of 3, not 2.

    Map: 

         * The city in 1218 should be Omdurman

         * The city in hex 1619 should be Wadi Medani 

         * The city in hex 1721 should be Kosti. 

         * The city in hex 3722 should be Soddu 

         * The city in hex 3806 should be Zeila

         * The city in hex 4010 should be Jijinga

         * Aden should be in hex 3710, not 3602

         * Addas Ababa should be a Dot city

         * The rail line from Massawa [2307] to Agordat

           [2010] should be a road

         * There should be a road in the following hexes:

           5327, 5427, 5526, 5626, 5725 and 5825.

           [this is the uncompleted road mentioned in Rule

           28F]

         * The feature between hexes 3923 and 3824 is a lake

  Charts:

         * Add an 8:1 column to the CRT as follows:

           Die roll of -1, 0 = DR; 1 = DH; 2+ = DE

         * On the TEC, the unit types for execptions to the

           standard costs should be:

           Rough/ Wooded-Rough         Cav, Mtn, Bande

                   Woods               Bande

                   Mountain            Mtn

                   Swamp               Cav, Bande

         * the movement rate for Mot/Art in Clear should be

           2 (6)

Orders of Battle:

         * Axis initial forces at Asmara (2308) add 1 x 8

         Transport counter

         * Axis initial forces at hex 3316 Change unit ID

         from 8 (Col) to 11 (Col) 

         * Axis initial forces at Addas Ababa (3417) add 1 x

         airfield counter

         * Allied Jan II at Port Sudan Corr. 2 x 2-8* Inf X

         5 (Ind), 7 (Ind) 

         * Allied Jan II avail for assembly Change 1 Ind XX

         to 4 Ind XX 

         * Allied Feb I at Mombasa Corr. 1 x 1-10 lt Arm II

         6 (SA) 

         * Allied Mar II at West edge Corr. 1 x 2-6 Inf X 5

         (Bel)

         * Allied Apr I withdrawl Corr 1 x 2-8* Inf X 5

         (Ind)

         * Allied Apr II withdrawl Corr 3 x 2-8* Inf X 7

         (Ind), 11 (Ind), 5 (SA) and 1 x 10 Transport

         counter; remove HQ

         * Allied Jun I withdrawl Corr 1 x 2-8* Inf X 2 (SA)

         * Allied Jun II withdrawl Corr 3 x 2-8* Inf X 9

         (Ind), 10 (Ind), 1 (SA); remove HQ

         * Allied Jul I withdrawl Corr 1 x 2-8* Inf X 29

         (Ind)

         * Allied Jul I addition air unit repair 1,2 or 3

 Rules:

         * Rule 5 ZOCs nb. ZOCs have no effect upon movement

         or supply, ZOCs only effect retreats during combat.

         * Rule 12D nb. SMPs are used to move steps of

         attack supply. A two step supply counter is only

         used for stacking convenience. 

          A supply step may move an unlimited distance by

         rail if the proper amount of rail cap is used (2

         REs per supply step)

         * Rule 15 HQs are placed on the unit breakdown

         chart when the division becomes available for

         assembly. Generally the HQs will not be used.

         * Rule 20F1 Air Missions - Bombing. Correction;

         Replace with the following:

         1. Strategic Bombing. The following missions may be

         flown by air units with a strategic bombing

         strength greater than zero. a. Ports. For each

         bombing attack made on a port, the bombing table is

         consulted. Each hit achieved on the port is marked

         with a hit marker. Each bombing hit on a port

         decreases its capacity by 1 RE. 2. Tactical

         Bombing. The following missions may be flown by air

         units with tactical bombing strengths greater than

         zero. ...

         * Rule 27 Clarificaion. Units making amphibious

         landings are using naval transport and are

         therefore subject to all rules concerning naval

         transport (eg, no invasions in the Red Sea until

         Massawa is Allied owned.)

         * Rule 29 Correction: All references to the East

         edge should say WEST edge.

         * Rule 29C Addition: If a unit is specified as

         withdrawing but is in the Unit Breakdown box and

         the division is cadred, follow this procedure: the

         cadre is placed on the BD chart, the specified unit

         is withdrawn and all other components of the

         divison are placed in the replacement pool.

From S&T 94

AMERICAN CIVIL WAR

Q: How do I move or have combat with Untried Leaders when I don't know their Inertia ratings?

S&T: It costs 2 Command Points to Activate an Untried Leader. This does not cause the Leader to be flipped over to his revealed side. Leaders are only revealed by combat.

Q: Why do I place Fort markers, as explained in Step 6 of the set-up,

when Permanent Fortresses are printed in these hexes on the map?

S&T: Ignore this step. The Permanent Fortresses on the map are correct.

Q: Shouldn't the Strength Points located in hexes 3901 and 3218 actually be in Philadelphia and Charleston respectively?

S&T: Yes, the set-up of these SP's should be changed to hexes 3902 and 3219.

Q: Exactly which cities in Missouri are friendly to the US side?

S&T: St. Louis, Jefferson City and St. Joseph are. Springfield is

friendly to the CSA side.

Q: How do I remember what my opponent bid when the Bid Marker is moved to the total Command Points for the turn?

S&T: Ignore Steps 6 and 7 of the Command Phase of the Course of Play. They are in error. After each Step, you reveal your bid and the First Player is determined; then go immediately to the Rally Phase. Do not reveal your CP total for the turn this time. Place the CP Marker on "0" and leave the Bid Marker on your bid. As you spend CP, move the CP Marker to show the total CP you have spent up to that point. Ignore references in the rules to move your marker towards "0". During Step 6 of the Game Turn Phase, show your CP marker to your opponent and return it to the cup. You may never spend more CP Points than this amount.

Q: What is the "Current MA" of an Army during the Reinforcement Phase?

S&T: The Current MA of an Army (for reinforcement) is equal to the MA of the First Campaign Phase of that turn.

Q: What happens to my Leader if a result is rolled on the Disaster

column of the Leader Loss Table? His force has been eliminated.

S&T: The leader is immediately moved to the nearest Friendly City,

unless he was Besieged. Besieged Leaders are removed from play.

---------------------------------------

ITALIAN CAMPAIGN: ANZIO (S&T #155)

Q: What exactly are the Division Assignments to Corps HQs in the various games in the series? (optional rule 5.6)

A: For Sicily, see the errata in the Anzio version of the rulebook under"Counters." For Salerno, all Allied divisions listed beneath a Corps HQon the Setup Chart that do not contain a date belong to the Corps HQ. All Axis divisions beneath a Corps HQ belong to the HQ, regardless of setup instructions. For Anzio, the US 6th Corps HQ controls all invading units at the start of Scenarios 1. The German 1 P Corps HQ controls 4 Para, 29 PzG, 65, and 1 14J. The. 77 (Pz) Corps HQ controls 3 PzG, 26 PzG, HG, 362, and the Lehr unit. For scenarios 4 (Giant 11) and 5 Diadem all units listed beneath a Corps HQ belong to the HQ. If there is an occasional reinforcement whose assignment does not "make sense," the owning player may reassign it to any Corps HQ desired at the moment of entry. Players may also rearrange division assignments prior to beginning play in all scenarios except #1. They must make their own choices in scenarios 2 and 3.

Anzio Setup Charts-Scenario 1: the German 77 Corps HQ and IP unit 

entering on Jan-29 are from the Salerno (S) counter mix, not the Anzio mix. The "HQ IP (parachute)" that enters Jan-22 is not a 

division but a Corps HQ. The I P unit in the game operates as an asset unit.

Austro-Prussian War errata S&T 167

TABLES

Combat Marker Explanation:  The second sentence of the Cd result 

should read, "Cavalry units which began the battle Demoralized and 

have survived are not affected."  (This means that a good order 

cavalry unit can end up surrendering if it is demoralized and suffers 

a Cd result in the same battle.)

RULES

4.2, Bullet #2 --(2) Receive one P or E class unit from the 

Mobilization Pool with a strength of 1 CF (APW); in FPW and RTW, unit is received at full strength.

6.2, bullet #5 (new) -- RTW:  Czar and Sultan are always Supreme HQs.

8.5, bullet #3 "Bridges":  (APW, FPW)  Bridges are assumed to exist 

in every hex containing a River plus a City or functioning Fortress.

9.5, bullet #3 "Entrenchments":  Total reduction for terrain and 

entrenchment cannot exceed 20%.  RTW:  The total cannot exceed 40%.

9.6, bullet #2:   Defending units become Demoralized after their 

Fortification is eliminated, but only if the attacker has more CFs 

remaining than the defender at that point in the combat.

12.2 Units become Demoralized -- (1) after receiving a "B" result on the March Table during movement;...

(5) from an enemy "Morale" Political Event marker.

12.3, bullet #5: Demoralized units which receive another 

demoralization result in combat, >>>or receive an enemy "Morale" 

Political Event marker<<< immediately Surrender (10.3).  Additional 

demoralizations from other game functions (i.e. movement or supply) 

do not cause surrender.

AP: Units stacked with a Fortification unit never surrender for any 

reason.  The Fortification must be eliminated before this can happen.

FPW, RTW:  Units must surrender, even when stacked with a 

Fortification unit.  The Fortification unit also surrenders when this 

occurs.  (The design note printed after the rule explains why.)

14.4, bullet #4 (new):  A unit performing Recon is not subject to an 

enemy Meeting Engagement attack (11.1) before, during, or after 

Recon, as long as it is the only friendly land unit in its hex.  If 

there is any other land unit, including a Fortification or HQ, then 

it is subject to a Meeting Engagement after it completes Recon, if 

the enemy player chooses to do so.

APW Scenario General Instructions (addition):  The Prussian side is 

the First Player in all scenarios.

APW Map:  The Prussian I Cavalry Division lacks a blue breakdown box. The Bavarian "Bayern" HQ lacks a gray holding box.  Players may add these, or use available blank space next to the other boxes.

Q&A

Q:  Do HQ strengths count for all game purposes, including 

determination of force size for march, combat, and combat victory 

determination?

A:  Yes.  Note that only HQs in APW have strengths. 

Q:  Are Bombardment results (B, B1, B2, H) applied only during 

Bombardment combat?  (9.3) 

A:  No.  These results are applied whenever they occur in Bombardment or Battle combat.  Other results listed beneath these on the Combat Markers Explantion chart only apply during Battle.

Q:  If a Fortification is eliminated by a Bombardment result, are 

units eliminated, demoralized, and retreated immediately?  (9.3)

A:  Yes, if this is a Bombardment combat.  If it is a Battle, retreat 

does not occur until all other combat results are applied.

Q: Are the roads and railroads really "broken" when they enter and 

exit a city or fortification?  (APW map)

A:  No, it just looks that way for artistic reasons.  A road or 

railroad entering and exiting a City/Fortification hex is assumed to 

be connected, and that a Bridge exists in the hex if it also contains 

River terrain.  This is true even if the hex contains no 

Fortification marker.

Q:  Where are the Austrian 1, 3, and 4 Armee HQs set up in the 

scenarios?

A:  They only appear when Austrian Pre-Mobilization Option #7 is 

used.  See rules p.16 for details.

Q:  When does the Austrian GHQ appear in APW?

A:  7-9 July.  [I assume this means it becomes available for 

mobilization on that game turn.] 

Q:  In scenario 1, there is a "GHQ" listed as being in the Prussian 

mobilization pool.  

A:  This should be the Prussian "FGS".

BALKAN WARS (S&T 164)

Tables

Political Events Table: In Event 26, eliminated Depots and

Fortifications are not placed in the Mobilization Pool. 

Combat Results Table: "Artillery Superiority" should read:

Attacker Bombardment strength minus Defender Bombardment Strength. 

Rally Procedure (p.40): A die roll of 1 always rallies a unit.

Unit Identifications (p.47): Bulgarian, Greek and Montenegran "R" units 

are Reserve.

Rules

3.2 Automatic Replacements: These are received even if the friendly side

is not scheduled to Mobilize that turn. Perform a special Mobilization

Segment for Great Power units returning to play.

4.2 (bullet #2) The reference to HQ Mobilization cost is wrong. The 

Mobilization Costs chart on p.40 is correct.

6.1 (bullet #4) should begin: "A Depot, Mobile Supply unit, or special 

hex..."

6.1 (bullet#8) Fortifications are always in supply (bullet#2), so they 

may always use their Bombardment Values to determine Artillery 

Superiority (6.3).

6.3 (bullet #4) The defender's strength total includes any artillery 

units and Fortification unit present in the defending hex.

6.3 (bullet #7) Odds of less than 1/3 are treated as 1/3.

9.1 (bullet #5) This is an exception to the normal ZOC rule (8), which 

states that enemy ZOCs are always effective even in friendly-occupied 

hexes.

9.4 (bullet#2) HQs are not affected by any combat results unless they 

are attacking or defending in one of the hexes involved in combat.

10.0 (addition) The effects of Demoralization are listed in a chart on 

p.40. 

10.1 (bullet #1) Entrenchments count for -2 shifts, as noted on the 

CRT. These field works approached the level of trench lines seen in 

WW1.

10.1 (bullet#2) Demoralized HQs have their printed Command and Staff 

ratings reduced by one, but never below zero.

Scenarios

Great Power and Neutral units not set up on the map are set to one 

side. All other units not set up on the map begin in the friendly 

Mobilization Pool.

Scenario 1: All Reserve units (those with an "R" in the top right 

corner) begin in the Mobilization Pool. The Bulgarian "3rd Logistic 

Unit should read "one Mobile Supply unit." The "Special Rules 

section should begin

Beginners: Ignore special rules 4-6. Place 7th and 8th Corps units 

in the Ottoman Mobilization Pool 1. Players may agree to end the 

game...

New Special Rule #6: No Bulgarian units set up at or adjacent to 

Rustcuk (1622) until (1) any Ottoman unit is inside pre-1912 

Bulgaria at the end of a game turn, or (2) Rumania enters the 

war on the Ottoman side due to a Random Event.

Scenario 2: Austro-Hungary begins Neutral, and the Bulgarian 

player places its units as in Scenario 1. Rumanian units are 

placed by the Balkan League. To make special rule #2 easier to 

implement, assume all units are entrenched at the start and 

record the setup hex of each unit. Any unit that leaves its 

original hex must be placed under an Entrenchment marker in 

order to be considered Entrenched.

Balkans '41 S&T 182

The Balkans 1941 TEC incorrectly states that Rivers double defense (see note2 note 2). It should be a -1 shift for minor rivers and a -2 shift for major rivers as stated in the body of the chart itself.

CASSINO

S&T 71 Game Errata

The following errata apply to Cassino as publish in S&T71. Note that all items have been incorporated into the boxed edition published

subsequently and thus these errata does not pertain to that edition.

RULES

[5.32] (clarification) Treat any "7" or "8" results as "6".

[5.42] (clarification) An observation post may be carried by one unit

per turn only.

[5.52] (clarification) On collateral damage die rolls any parentheses

per se are ignored but not the results therein.

[6.21 (clarification) Stacking restrictions (see Section 9.0) must be

observed at all times during the Movement Phase.

[8.23] (clarification) A Unit may be engaged by Opportunity fire in the hex it began in.

[11.2] (clarification) Only full-strength (i.e. two Step) platoons may

be detached.

[12.1] (clarification) No unit may be close assaulted (i.e. defend

against a close assault) more than once per Game-Turn.

[14.0] GENERAL RULE (correction) Pinned units cannot move further nor may they attack until unpinned (Exceptions: Cases 14.12, 14.22).

[14.2] (clarification) Pinned units may be retreated. No Unit may ever

be worth less than "one" on attack or defense.

[16.2] (clarification) Tanks may close assault into any adjacent hex.

[17.0] (clarification) Reinforcements are always considered in supply for purposes of movement on their Game- Turn of arrival.

CHARTS

[6.4] Terrain Effects Chart (correction) River hexes are prohibited

except at bridges (there are no River hexsides): close assault from or into a River hex is prohibited.

[12.8] Close Assault Combat Results Table (corrections) The "4" result on the 2-1 column and the "3" result on the 4-l column should both read "-/1rl".

[12.8] Explanations of Combat Results (clarifications) 1,2,3 = The

indicated number of  steps (total) must be lost by the affected units.

Opposing player conducts retreats; owning player distributes losses.

Battle For Germany, S&T 50

Battle for Germany

1. There are two U.S. 4-8-6 Corps labeled as 15th Corps. One

of them is 13th Corps.

2. The Canadian 2nd Corps starts on hex 2401 in the

historical scenario. There are some differences in counter values

between the set-up chart and the counters; in all cases the counters

are correct.

3. Rule 14.0, collapse in the East Scenario ends on turn 6

per the rules.

Battle of Abensberg-S&T #113

The map

The rivers were not named on the map,

though they were in a diagram on page

14, and the Abens was identified by hex

references in rule 5.10. just for the

record, the Grosser Laber runs from 3634

to 5801/6201, the Klein Laber from

5434 to 7015.

Set Up

The second reference to units #119, 120

should read #107, 108. (ie #107, 108 set

up in 2013/1713).

Rules -Add the following:

5.13 Austrian "Off-Limits" Area

No Austrian unit may ever enter hex

2401 or any hex adjacent to 2401.

11.71 Escorting Prisoners

Captured units must be escorted as quickly

as possible towards the relevant map edge.

When defining "as quickly as possible",

common sense should be used. The

following guidelines are offered:

1. In general utilize the swiftest route. 

2. However, there is no need to interpret

this strictly, if for example using the

nearest trail would risk capture.

3. There is no necessity to use forced

march; if escort units (and prisoners)

force march and become disrupted, the

usual rules apply for disruption. Note that

only the escort rolls for force-march; the

prisoners disrupt or not along with their

escorts. Disruption does not adversely

affect a unit's capacity to escort prisoners.

15.4 (add new sentence) Demont's division (units #30,31) play no

part in the Abensberg game.

Beirut '82 S&T 126

*There should be a hex numbering system on the map. The norheast mosthex should be 1000, making the next hexrow southward 1100, then 1200,1300, etc. Thus "Camp PLO" is 2305, Shatila is 1907, Sabra 1807, and thePort is 1006.

*There should be a Red Star on turn 16 of the Turn Record Track.

* The "Beirut-Damascus Highway" runs from hex 2200 southward to exit the map at 3007.

* The right-hand side of the PLO Ally Table. second block down, should read "1 x Syrian 85th Brigade Armor (2-5)"

Blood on the Tigris (S&T 176)

Counters:

1) The "1" on the mobile supply counters is the number of depots it

represents, not a combat strength.

2) The "1" on the Ford van counters is the carrying capacity, not a

combat strength.

3) Short planes air-to-air value is read as one-half, thus two togetherequal an air-to-air value of one.

4) The British 23rd Division HQ should be the 3rd Division HQ.

5) The rules read 240 counters, but there are only 220 in the game.

Map:

1) The airdrome symbol is missing on the TEC. An example is found in hex1518.

2) TEC note #2 states that "motorized units may not enter marsh hexes." This does not include artillery or mobile depot un;ts.

3) During rainy weather, the Shatt Al Hai wadi becomes ariver hexside, not a minor river.

4) The April 1917 turn on the turn record track is for use with scenario three, where the final turn is April 1917.

General:

1) Always round up. Rounding is always to a minimum of 1.

2) Gunboats and bombing aircraft never suffer any penalties from a

failed land combat they were supporting.

3) The Turkish 3rd Cavalry Division is used in scenario three. 

4) Friendly ZOCs negate enemy ZOCs for purposes of lines of

supply/communications.

5) The Support factors may be greater than the combat value of the units that are being supported.

Rules:

3.1 The Turks do check for communications on turn one (unfortunately).

6.0 Depots do not count against the regular stacking in a hex and

vice-versa.

6.0 Reinforcements may enter over stacked, but must not finish the turn in this state.

9.4 Support and supply units may use HQs to cross river hex sides.

10.0 Non-divisional units may be put into command only by Corps or Army Hqs.

10.0 Mobile supply units do not need to be in command to move.

10.0 HQs, armored cars, Ford vans, gunboats, and steamers are never

subject to supply attrition.

10.0 Halving for "OS" and failure to expend a depot is cumulative. The

unit's strength would be quartered.

10.0 An "OS" unit that expends a supply point is considered to be at

only half strength.

10.0 Supply/communications lines may be traced across unbridged river hexsides.

12.1 Depots may be created in city, grove, or marsh hexes. 

15.0 Captured steamers are useable by the capturing side.

I5.6 British gunboat counters roll one die per counter. The example has the Brit rolling two dice, but he has two gunboats present.

Scenarios:

16.1 The 38th Turk Division sets up as follows: HQ & 1 brigade in Qurna, the two other brigades set up within one hex of Basra.

16.1 The Turk units in Amara start out over stacked. The Turk has until the completion of his first move to rectify this.

16.3 The steamer counters arrive on turn 8, which appears to be later than they actually were present. In actuality, this is when the steamers were released for operations on the scale of the game. They were in theater earlier but were relegated to duties outside the scope of the game prior to their release.

16.3 The British 15th Division and 55th artillery were cut from the

countermix. Ignore all references to them.

16.3 Turkish 46th Division arrives on turn 7. It may not move again

until turn 13, when it is released.

17.0 The fall of Baghdad is accomplished when all four Baghdad hexes (1201,1301,1302, and 1401) are occupied by British troops.

18.1 British 6th. Division: place twc brigades in 1508 and one in 1408.

18.1 British 6th Cavalry Brigade is the one referred to in hex 1507.

18.1 British 30th Brigade at Kut is from the 12th Division.

18.1 Turkish setup: Use the 46th Division in place of the listed 45th

Division.

CONSOLIDATED ERRATA AND ADDENDA for CA (S&T 38)

GAME EQUIPMENT: COUNTER MIX (Correction)   The IJN CA-1a should have a Gunnery Range Allowance of (14) not (4) as is printed on the counter.

[3.24] DEFINITION OF TERMS

Gunnery or Torpedo Range Allowance (Omission)  When calculating

Gunnery or Torpedo Range count the number of hexes between the firing ship (exclusive) and the target ship (inclusive).

Case [7.31] (Clarification)  This paragraph should read, “A given ship

may never attack more than one Enemy ship in a single Gunnery or

Torpedo Attack Phase, although it may attack the same or different

Enemy ships in each of those phases.”

Case [7.32] (Clarification)  The justification for this rule comes

from the fact that it is considerably more difficult to register fire

on a target when multiple ships are engaging the same target ship.

Case [7.44] (Correction) This paragraph should read, “Ships may freely fire through one another, regardless whether Enemy or Friendly, by Gunnery or Torpedo attacks.”

[9.2] THE SCENARIOS

Scenario #1 (Omission)  NO LAND in this scenario.

Scenario #2 (Correction)  In the initial set-up change one IJN

Furutaka CA-1 from hex #5724 to hex #5624.

Scenario #4 (Omission) In the initial set-up, change so that one USN

Fletcher DD-6 begins on hex #6131.

Scenario #6 Special Rule (Clarification)  Each IJN DD-6 may only

accumulate Victory Points for passing through the supply hexes once

per game.

Scenario #7 (Correction)  In the initial set-up, change so that one

USN Benson DD-5 begins on hex #5529 rather than on hex #5227. Also the third USN Craven DD-3 should start in hex #5227.

Scenario #9 (Correction)  In the initial set-up, change so that one

IJN Kagero DD-4 starts in hex #3930 rather than in hex #3903.

CAESAR IN GALLIA (S&T 165) 

Units

All Barbarian Civis units are colored green. Ignore all references to

blue Briton and yellow German Civis units.

Charts

Tribal Council Table (p.37):

8-9 Tribal Recruits: Any and all Barbarian-controlled tribes may receive new units, if available in the Barbarian Recruits box. Independent and enemy tribes gain nothing. Select an eligible tribe and place all its new units before moving on to the next tribe. Unit selection and placement is identical to "Tribal Mobilization" above.

Advanced Battle Combat Summary (p.42): Elephants and Chariots may

conduct combat only when Phalanx is selected. 

Historical Events Table (p.43):

Tribal Omens (13-14) - Only "I" remains unchanged; "B" becomes "V'

German Invasion (34-35) - when a side "gains control" of a listed tribe that is independent (i.e. not currently controlled by either side), it follows the procedure listed under "Tribal Mobilization" on the Tribal Council Table. If the tribe is not currently independent, follow the directions for "Tribal Recruits" on the Tribal Council Table regardless of which side controlled the tribe prior to the event. If a side is awarded control of a tribe that is currently enemy controlled, the tribe immediately switches sides.

Battle Board CRT (optional; see MOVES #77, p.17): Warband units are

treated as AU units that can perform Phalanx but cannot Fire. 

Rules

3.1 All stratagems not assigned to a side at the beginning of a scenario are placed in the friendly "Expended" box.

5.3 Civis Units recruited by removing a V or I class heavy armed

infantry from a city hex do NOT require the presence of a leader or the expenditure of stratagems.

5.4 Barbarian Client units (any type) - Second sentence should read: "All other Barbarian Clients of Rome are placed with the Barbarian Client Chief who recruited them, or according to instructions on the Tribal Council Table if receiveed through Special Mobilization (5.5).

8.2 Roads or Trade Rouies - Trade Routes are treated as Roads for all

purposes. Roads and Trade Routes can be used in combination or mixed in any fashion. A force using Road/Trade Route March ignores all other terrain in the hexes and hex sides it enters or crosses.

8.3 Rivers - A hex containing any amount of River terrain is considered to be a River hex. River terrain is ignored only when using Road or Naval March. A force that begins on a River hex can exit in any direction, as long as it obeys all restrictions for the type of march it is using

12.6 The last sentence of the general rule should read: "Colony Sites

printed on the map cannot be destroyed, but only those containing a

Civis unit are considered to be in existence." To establish a colony

(bullet #1) a leader must actually expend a Political stratagem.

13.2 All rules beginning with a bullet symbol apply only in the Advanced Game.

15.1 "Stratagem Segment":

Bullet #2 - Condition (1) should include control of the TRAJAN Off-Map  Forces box.

Bullet #3 - The only time the Roman side can gain one (and only one)

bonus Stratagem marker for controlling the Syria/East box is when the GALLIA and RCW maps are linked together, and the TRAJAN map is not used. This is equivalent to achieving condition (3) in bullet #2. In all other cases, no bonus marker can be gained for Syria/East.

15.1 (addition) TRAJAN: The Parthians receive one stratagem marker each time a Roman provincial capital is captured for any reason.

CASE GREEN (S&T 152)*

Q: What does the term "ZOC" indicate?

A: Treat these the same as "EZ" (Engagement Zone). A few

references to "Zone of Control" crept in by mistake.

Q: Can a mechanized unit attack into a hex it cannot move into?

(5.2)

A: Yes. This may seem illogical at first glance, but without this

"bonus" for mechanized units, the Czechs tend to set up infantry

units **off** the main roads to catch road-bound mech units like

flies on fly paper.  This is far more unrealistic and disruptive

to play than allowing mech units the right to attack.  EZs

indicate that there is some degree of contact between adjacent

units.  Where there is such contact, there ought to be the

ability to fight.  Terrain penalties reflect the uneven terms on

which the battle occurs. Bear in mind that EZs are purely a game

mechanic that allows the game to be played at the operational

level with fewer units cluttering the map. 

Q: Should EZs extend across Major River hexsides, since movement

across them is so restricted? (5.2)

A: Yes. Otherwise, players would be forced to cover every hex

along a river with a unit, which would put the Czech at a severe

and unrealistic disadvantage. Try the following as an optional

rule: EZs do not extend across  Major River hexsides, but no unit

may cross a Major River hexside into a hex containing an enemy

EZ. This allows units freedom of movement on their side of the

river, while still making it difficult to cross. 

Q: Can any units enter Poland? (6.2)

A: No, but they can enter hexes containing the Polish border.

Q: Do non-mechanized units really pay only 1/2 MP per Road hex

(6.3) and 1/2MP per imaginary off-map "hex" (6.4) as the rules

state?

A: No. Non-mech pay 1 MP in both cases, as indicated on the

Terrain Effects Chart.

Q: Can German units use Off-Map Movement (6.4) to enter Poland

and Czechoslovakia along the southern or northern edges of the

map?

A: No. German units are only allowed to enter and exit the map in

Germany, west of Bratislava (4213) and Poland (1701) exclusive. 

Q: Who takes step losses and makes retreats first in a combat

(7.1)?

A: The defender. Remember, the attacker can never retreat, and

neither side can retreat from a Mobile Assault.

Q: How are step losses assigned to special units like tank

battalions? (7.2)

A: Each eliminated special unit absorbs one step loss just like

any unit with only a front side. This is true even a hex contains

only special units.

Q: If a hex already contains a Panzer Division and there are any

tank battalions not belonging to the division in the same hex,

can the CRT shift be more than the usual "two" for the Panzer

Division?

A: No. The only way to have a higher shift would be to have the

extra tank battalion(s) in other hexes.  For each HEX containing

a tank battalion (or a complete Panzer Division) a shift of "one"

(or "two") is made.

Q: When a stack is halved while attacking across a river, is any

remaining fraction rounded up?

A: Yes.

Q: Can a hex that contains only special units with parenthesized

combat strengths cause any combat column shifts? (7.9)

A: No. 

Q: If a retreating unit enters even one vacant hex in an enemy

ZOC (8.2), must it take the printed number of step losses from

the CRT result?

A: Yes. Remember, if the printed number is zerio (0), lose one

step per vacant hex entered that contains any enemy ZOCs.

Q: Can units trace supply directly to a source without resorting

to a "Strategic Path"? (10.2)

A: Yes.

Q: How should supply be judged during a Mobile Assault (MOBA)? 

A: Only the defenders check for supply just prior to resolution

of a MOBA (9.1). The attacker checks supply just prior to

beginning movement (10.1, "Friendly Movement Phase"). Once

underway, a moving unit is not checked again for supply during

the rest of its movement. Remember, an unsupplied unit may not

undertake a MOBA at all, but it can still move and perform normal

combat at half value (10.3).  

Q: Do Czech fortress hexes serve as regular supply sources (10.4)

for any units able to trace a normal supply path to them?

A: NO. Only a Czech unit actually occupying a fortress hex of any

type is considered in supply.  No unit may ever trace a supply

path to a fortress.

Q: Do Czech cities that are not German-occupied always provide

supply, even if they were ever passed through by a German unit or

are isolated from all other Czech cities by German units and/or

EZs? (10.4)

A: Yes. Unless the Germans occupied a city in this lightning

campaign, it would continue to function.  The Czechs stockpiled

essential materials all over the country in anticipation of being

cut off, so the current rule makes sense.  Also, in a game

focused on maneuver and combat rather than logistics, it was

essential to keep supply simple.

Q: What is the picture on the back of most (but not all) of the

air markers supposed to mean?

A: Only air units that qualify to perform Interdiction have the

picture on the back. When an Interdicting air marker is placed in

a hex (rule 11.4), flip it over to its back side. Be sure to

remove all Interdiction markers from the map no later than the

end of each player turn.

Q: Can Replacement Points be saved from turn to turn? (14.1)

A: NO. You either use them each turn or lose them. 

Q: What if no friendly units of the same color as a replacement

unit are in play; where does the unit set up? (14.2)

A: Any replacement unit in this situation MUST appear in a

friendly city (not a town). If all originally friendly cities are

enemy-occupied, no replacements can be received this turn. Also,

consider the following--

*Optional Replacement Rule* (replaces 14.2):

Each army has an HQ unit matching the unit type box color of

units belonging to it. When a non-HQ ground unit belonging to a

particular army returns to the map from the Dead Pile, it must be

placed on or adjacent to its parent HQ unit. The selected hex

must not be in an enemy EZ, and the unit must immediately be able

to trace supply. Otherwise, the unit may not reenter play.

Independent units may be placed with any friendly HQ unit. An HQ

unit returning from the Dead Pile must be placed in any city in

its home country not occupied by an enemy unit.  The returned HQ

may immediately be used to bring on other replacement units. Army

HQs are considered mechanized units for all game purposes,

including replacements.

Q: Does every type of unit in the Dead Pile count equally toward

victory point awards each turn? (15.1)

A: Yes.

Q: When you pick a Random Event marker (16.0) that requires a

roll of one or two dice, do you put the marker back in the

container if nothing actually happens?

A: NO. Each marker gets only one die or dice roll.  No matter

what happens, remove it from play.  It cannot be picked again,

but if another identical type of marker is picked (e.g. "Foul

Weather") then check for the indicated event again.

Q: What can the "Partisan" and "5th Column" units do? (16.0)

A: Treat them like a special unit (7.9), plus they cannot move

and exert no EZs. The hex the unit occupies may not be entered by

enemy units, and negates enemy supply lines (10.2). 

Q: What do the different names for the Random events chits mean?

A: "Benes" (pronounced BE-nish) was the Czech leader who

presumably rallies support for the cause when the chit is pulled.

Fifth column and Nazi refer to the activities of the Sudeten Nazi

party. The rest are self-explanatory.

Q: Can eliminated German parachute units be rebuilt? 

A: Yes, but rebuilt units may never perform Airdrops (17.0).

Q: In an Airborne Assault (17.2), do you really roll once PER

UNIT on the "?" CRT line? Can an Airborne Assault ever be

declared intensive?

A: The answer is NO in both cases. Roll on the "?" line once for

the airborne attacker. If any defenders survive, roll once for

them. Trade dice rolls until the instant one side is completely

eliminated.

Q: When playing the "short game" option (18.0), shifting the

German victory one level upward does not quite capture the likely

course of the war after game turn five.  Is there a better way of

estimating the situation?

A: Retain the shift as explained in the rules, but only those

cities which change hands have their victory points count. A

Victory Point city under the control of its original owner at the

end of the short game is worth zero VPs.

Q: I am having trouble with play balance.  The game always seems

to end in some kind of a German victory. Any suggestions? (15.0)

A: The classic approach is for players to switch sides and see

who wins the biggest German victory.  Beyond that, here are a

couple of optional rules that will tend to make the going tougher

for the German, while actually improving realism a bit. Use

either or both as you wish:

   1) *Movement into Fortified hexes*: German units (only) must

always pay additional MPs, **including** all normal terrain

costs, to enter a Czech fortified hex. Roads do NOT negate these

extra costs. Extra costs -- Light = +1 MP, 

Medium = +2 MPs, Heavy = +3 MPs. 

   2) *Variable Fortification Effects*: Every time "doubles" is

rolled on the Combat Results Table for an attack against Czech

units in any type of Fortification, roll again on the "?" column.

Q: Then again, it seems like the Czechs can stop anything the

Germans throw at them. Is there any other way to balance the

game?

A: Players have also said that the game is hopeless for the

Czechs! The two different responses suggest that this one is a

real challenge.  Much depends on the capabilities of the players,

which is as it should be.  See above for tilting the balance in

favor of the Czechs.  As for the Germans, try coming up with a

better offensive plan or use the old trick of having players

switch sides and compare overall performance.

Q: In the Free Setup Scenario (18.2), can the German Reserve

Divisions and the paratroop units start anywhere on the map?

A: NO. They should be set up exactly as in the Historical 

Scenario (18.1). No other units except these may be placed in the

Reserve Box.

*Counters*

Q: Do the four 8-6 German Motorized Infantry divisions lose their

motorized status when flipped over to their reduced sides? 

A: No, the missing "wheels" on the backs of the 2, 13, 20, and 29

Mot. Inf. divisions should be added. A dab of liquid "white-out"

with a circle drawn around it in black ink makes for a nice fix.

The wheels were definitely on the proof sheets. The staff is hard

at work tracking down the gremlin responsible for stealing those

particular hubcaps!

Q: What does the black triangle in the top left corner of the

five German infantry divisions mean?

A: It indicates those units that form the German Reserve (rule

13.0) at the beginning of the Historical Scenario (18.1).

Q: Is the 3rd Czech Mountain unit actually a division, as marked?

A: No, all three of the 3-6 Mountain units are brigades, and

exert no Engagement Zone. 

Q: Help! I am partially color-blind and cannot figure out which

units belong in which armies!

A: Here is a list to help you out. We suggest marking the army

number in top left corner; leave the independent units unmarked.

German

-- 2nd Army (red) = 2,3,12,13,24,25,28,30,31 inf; 3 Light; 3 PZ

-- 8th Army (green) = 4,14,15,29 inf 

-- 10th Army (orange) = 5,10,17 inf; 2,13,20 Mot. Inf.;

   1,2 Light; 1 PZ

-- 12th Army (blue) = 6,7,8,9,19,20,27 inf; 1 Mtn; 

   SS LAH regiment

-- 14th Army (yellow) = 44,45 inf; 2,3 Mtn; 29 Mot. Inf.;

   4 Light; 2 PZ

-- Independent (white) = 16,18,21,22,23 inf (reserve); 

   16, 1LW parachute; 1,2,3,4,"V" Border (B) units

Czech

-- 1st Army (blue) = 1,3,4,6,7,8,11,13,15,17,20,21,24,27 inf

-- 2nd Army (yellow) = 2,5,10,14,22,23 inf

-- 4th Army (green) = 6,9,12,16,18,19,25,26,28 inf

-- Independent (black) = 8 x tank battalions

-- Independent (white) = 1,2,3 Mtn brigades; 

   1 Mot. Inf. division; 1,2 Cav brigades; 

   all Fortress (F) regiments;  all Border (BDR) regiments; 

   all Garrison (G) divisions

Also, the Czech 7-6 infantry unit with ID number "9" on the front

should actually be 19. The 7-6 unit marked "10" on the front

should actually be 20.  The back sides have the proper ID

numbers.

*Charts & Tables*

Victory Point Chart (p.33):

Mark each Victory Point city listed on the chart with its proper

hex(es): 

Praha (Prague)** (2029,2030); Vienna** (4018, 4118); Pilsen**

(2235, 2304); Glatz (1417); Brno (2816). 

Add the following footnote:

** Both city hexes must be physically occupied by the same side

to receive any VPs.

*Examples of Play (p.33):*

Off-Map Movement map: move the letters E, F, G, and H 1/4 inch

higher to  indicate the proper off-map "hexes" used for movement

purposes. Supply: Mark with an "A" the rough hex in the picture with the road running through it that is adjaacent to the German 4-8 unit.

*"Lessons of History" (p. 38):*

A last minute change in fortress strengths on the map requires

some important changes in the Lesson. In the Combat Phase, the 8

Czech combat factors should be doubled to 16 by the presence of a

MEDIUM fort. That, plus the two-column shift for a Medium Fort,

gives three net shifts to the defender and reduces the odds from

2-to-1 to 1-to-3. The dice roll of 7 produces the result as

currently shown. In the Exploitation phase, the 4 Czech CFs are

doubled to 8 by the Medium fort, which brings about a basic odds

ratio of 3-to-1. Total shifts are 2 in favor of the defender, so

the final CRT column is 1-to-1. A dice roll of 6 gives a 1/1

result, meaning that both sides lose one step, not just the

Czechs. The German eliminates a tank battalion from 1st Panzer

Division and places it in the Dead Pile.  The rest of the

"Lesson" is accurate.

Central Command errata S&T 98

Unit Colors: The unit colors printed in the rules do not correspond with the counter sheet colors. The 82nd Airborne Division should be listed as dark blue instead of tan, the 101st Airborne Division should be listed as light blue instead of light green, and the 1st Marine Division should be listed as light green instead of light blue. USAF and USMC air units should have the colors reversed.

Game Map: A zone of control can extend from hex 2948 to 2947, and

attacks can be made between these two hexes (treated as cross-river attacks).

RULES CORRECTIONS

[1.4] The Terrain Effects Chart refers to highways as autobahns.

[2.1] A "stacking point" system is referred to (and some counters so

marked), but is never fully explained. Ignore it.

[6.2] Helicopter units cannot end movement in a hex occupied by an enemy air unit; however, they can pass through such a hex, in which case the enemy player can roll one die and destroy the helicopter unit on a roll of 1.

[7.1] US Helo Lift Chart: Light transport capabilities should actually

read ". . . all Marine, infantry, recon, and anti tank units.''

Part 5 - Combat: No unit can attack more than once per game turn, and no artillery-type unit (including the New Jersey ) can participate in more than one combat per combat phase.

[12.1] The Combat Results Table states that attacks lower than 1:3 are not allowed. It should read, "Unmodified attacks lower than the odds in the far left column for the appropriate terrain type are not allowed.''

[12.2] The attacker's losses in AX and EX situations are based on the

defender's printed defense or combat strength on the far side of the

counter which is facing up during the combat.

[12.3/12.4] Transport helicopters with a combat strength of 1 cannot be used for the following purposes: a) column shift for multi-hex attack, b) column shift for attacking/defending with a ground unit, c) die roll modification for attacking/defending jointly with the A-10 unit, d) providing a hex for determining surprise attack, e) blocking enemy routes of retreat with its ZOC, or, f) cutting an enemy supply line with its ZOC.

[14.0] Following a combat result of DE, attacking ground units can

advance one hex. For Soviet second echelon units, however, players

should roll one die and advance these units that number of hexes as the die result.

[16.4] If air interdiction leaves only a part of a defending stack "out

of supply," the die roll modification for that stack is only applicable

if one-half or more of the defending strength points are out of supply.

[17.2] Hex 2841 was erroneously listed as a highway hex that can serve as an airfield. There is an airfield in that hex.

[17.3] Soviet reinforcements enter on the "east" and "north" map edges. For purposes of reinforcement and supply, the "east" edge contains hexes 2111, 2211, 2511, 2711, and 3111; the "north" edge contains hexes 0142 and 0238. Additionally, if the Soviet player wishes to delay any north-edge reinforcements he may bring them in on hexes 0931, 0927, 0924, or 1124.

RULES CLARIFICATIONS

[1.2] Due to combinations of supply/ terrain/ZOC, it is possible for

some units to be unable to move.

Also, a unit on a road/track in terrain otherwise prohibited to its

movement can only exit that hex via a road or track - it cannot simply move off into non-prohibited terrain.

[5.0] Only the hex the unit being over run occupies need be

flat/flat-hard terrain. Additionally, the presence of rivers, bridges,

and wadi hex sides has no effect on the conduct of the overrun.

[6.1] Helicopters can move through all-sea hexes as long as they end

their movement in a land hex.

[7.4] After transporting a unit, a helicopter unit can only: a) remain

with that unit and support it, or b) return to its original hex or else

a new base. It cannot undertake any other operation in the phase.

[8.0] "Enemy air units in the same hex will prevent (helicopter)

retreats" means that the helicopter unit cannot retreat into or through a hex containing an enemy air unit.

[10.2] Air units making interdiction attacks against enemy ground units do not get the + 1 die roll modifier, which is reserved only for air units attacking in conjunction with ground units.

[11.0] Supply Air Interdiction: a) When totaling strength points to

meet out of-supply requirements, calculation is made on the basis of a unit's highest strength. b) Passenger and carrier units can be split

when determining movement supply, but this may still allow the carrier to carry an unsupplied passenger at full movement allowance. P and C units may also be split for combat supply regardless of whether P is mounted or dismounted. c) Air units interdicting supply lines check for losses at the end of ground combat phase J along with other air units. These are destroyed on a die roll of 12.

Part 5 - Combat: Two or more units in the same hex, including P and C units of the same designation, can attack different hexes in the same phase (i.e., there is no need for all units on a hex to attack the same enemy hex).

[12.3] For combat modification column shift for mechanized units:

armored recon, amphibious mechanized, and motorized units do not qualify as mechanized units. For this rule's purposes, "mechanized" refers to Soviet BMP- and BMD-equipped carrier units of motorized rifle andairborne divisions. For purposes of column shifts, helicopters are neutral when determining which units in a stack are "hard" or "soft."

[l2.4] Artillery units defending alone against ground or helicopter or

air attack do not receive a defense modifier for artillery

participation. Also, engineer units contribute their modifiers for

defense even if they are alone in a hex under attack.

[12.5] An out-of-supply unit attacking across a river/wadi has its

attack strength quartered (halved and halved again). Also, US units

meeting the criteria for a surprise attack against Soviet units receive the surprise attack bonus, regardless of the presence of other Soviet units adjacent to either attacker or defender.

[13.0] A retreating unit must follow the fewest movement points rule even if it results in overstacking or placement in a hex about to be attacked.

[14.2] A unit cannot advance into or through a prohibited terrain hex,

even if following a path of retreat, except along a road or track.

Similarly, a unit cannot advance out of a prohibited hex except on a

road or track.

[14.3] Units cannot advance across unbridged river hex sides if such

movement is prohibited to them normally.

[15.1] An artillery unit adjacent to enemy units can use indirect fire

to support an attack if it is not using direct fire in an attack against

adjacent enemy units. An artillery unit which is in a stack which is

being attacked by adjacent enemy units must participate in the defense of its own hex only. Also, Soviet artillery units stacked with non-artillery units get the direct fire bonus (doubling) in both attack and defense.

[16.1] For the purposes of tracing the "first part" of a supply line for

P and C units, if the P unit is mounted, the line is traced as for one

unit, using the C unit's calculation; if dismounted, the line is traced

separately for each. If the "first part" of a supply line is traced

through an unbridged river/wadi hex side adjacent to an engineer unit, the supply line movement point calculation is based on the reduced crossing cost. A unit can trace the "second part" of a supply line across a destroyed bridge if a friendly engineer unit is adjacent to it. Also, helicopter supply lines are based simply upon the unit's unblocked radius to a supply source, not in a two-part line like ground units. It is permissible for helicopter units to cut an enemy attack supply line during a reaction phase prior to enemy-initiated combat.

[16.3] Supply by helicopter can be in terdicted: thus, a supply route

cannot originate in the helicopter unit's hex if it is also occupied by

an enemy air unit. However, it is permissible for such a line to pass

through a hex occupied by an enemy air unit, as well as to terminate in a friendly ground unit's hex being interdicted by an enemy air unit.

[17.0] Reinforcements can enter the map on either counter side at the owning player's option. The cost to enter the map as a reinforcement at a port, airhead, or road is only one movement point, as no normal terrain or other costs are applied. Airborne units subject to terrain prohibitions can drop into prohibited terrain on a road, track, airfield, or airhead hex. Helicopter units arriving as reinforcements at port or airhead hexes may perform all normal operations (minus the 1 MP to enter) in the phase of arrival. Ground units arriving as reinforcements at a port or airhead can be helicopter-lifted in the phase of arrival.

[17.1] A "supply line" must exist between the USMC airhead and port in order to bring in reinforcements. This is simply a line unblocked by enemy units or ZOCs of any length over flat, flat/hard, and bridged track, road, or highway hexes. Also, reinforcements cannot land at an interdicted air head, but can land at an interdicted port. Arriving USAF units are operational at the beginning of the US player's designated turn. If the US player is permitted to use the MAU or MAB in a scenario, he must de cide to use it or not before the game and set aside units until the turn of entry.

[17.2] Any engineer unit can be used to make a highway hex into an

operational airfield, not just special light equipment companies. These highway hexes can be converted into airfields, even if an enemy unit exerts a ZOC over the hex.

[18.4] The presence of an enemy ground unit in hex 1439 prevents the

conducting of tunnel repair operations as long as the hex is occupied by such a unit. An enemy ZOC over the hex has no such effect.

[20.0] US air units supporting a defense are not affected by Soviet

chemical attack. Soviet helicopter/air assault units, attacking

independently of other divisional units, cannot gain a chemical modifier.

[21.0] The Soviet player rolls for the New Jersey's on-map elimination two times per game turn, at the end of the battleship deployment phase (if the ship is on the map).

RULES ADDITIONS

[5.4] When conducting an overrun, armored recon units pay no ZOC cost for the initial hex entered adjacent to the enemy, but pay full costs for other hexes of the overrun.

[7.2] The Soviet heavy lift helicopter units can transport an airborne

battalion's P and C units as one unit.

[12.4] A Soviet MRL unit provides no defensive bonus for artillery

participation in a defense.

[12.5] Helicopter and artillery-type units attacking across river/wadi hex sides do not have their strength halved. Other units with halved combat strengths for any reason are affected as units, not stacks.

[13.0] An infantry-type unit can retreat across an unbridged river/wadi hex side if a friendly engineer unit is adjacent to it. A helicopter unit (other than transport helicopters with a strength of 1) can move adjacent to a friendly unit surrounded by en emy ZOCs and provide a path of retreat for the trapped friendly unit through the helicopter unit. This does not change the electronic warfare rule which addresses only helicopter units moving to a hex under attack.

[17.1] Each of the 101st Division's 2 3-8 artillery battalions is

considered a company-sized unit for reinforcement purposes, while the 82nd Division's are not, as the 82nd's are rigged for airborne landing. The 82nd's artillery battalions can be landed at an airhead, in which case they are treated as company-sized units as well.

[19.0] Soviet air assault units attacking independently can get

electronic warfare support from the closest friendly division to the

attack. That division cannot use its EW capacity further in the same

turn.

Centurion

Published in S&T #25

Errata as of 31 May 73

COMBAT UNIT CAPABILITY (CUC)

In each of the thirteen columns the following corrections hould be

noted:

Skirmishers:        2 1 1 1 1 1 1 1 1 1 1 1 1

Oriental Cavalry:   2 2 1 2 2 2 * * 1 1 1 1 1

COMBAT RESULTS TABLE

Treat modified die rolls of less than one (1) as a roll of one (1). 

Treat modified die rolls rgreater than six (6) as a roll of six (6).

FACING

(in the twelfth line change the sentence beginning with the word "Also" to read) Also, a unit may only use its Melee Defense Factor Front when it is attacked from one of the three hexes adjacent to its front.

COMBAT

(In the third paragraph which begins with the word "Pikemen," change the second sentence to read) LIGHT CAVALRY may retreat four hexes if attacked by an Enemy unit.  This retreat is possible even if the LIGHT CAVALRY are surrounded by Enemy

units.

CAVLARY

(Make the following change in the second paragraph beginning with the words "Byzantine Cataphracts may do so") "BYZANTINE CATAPHRACTS may do so, however, only if the missile attack is

against the same unit that the ground attack is against.

ROMAN LEGIONARY SWORDSMEN SQUARE

(C) The square is primarily a defensive formation.  A square has an

all-around Melee Defense Factor equal to one-half the summ of the Melee Defense Factors Front of all the Swordsmen units which it contains.

Errata for S&T 144

CHAD: THE TOYOTA WARS

Errata and Clarifications 

by Keith R. Schlesinger

Begun: 15 Se 91

Last Update: 1 De 91

THE MAP

Add Wells (solid blue dots) to the following hexes: 1817, 2019,

2410, 2818, 2916, 3615, 3812, 4426, 4621

The following hexes contain Oasis terrain: 2111, 2308, 2506,

2819, 3020, 3516, 3922.

Airbases symbols are printed in the following hexes: 3810, 1537,

2053. Ignore the terrain and road in hex 2053, since the hex and

its airbase are actually located off the map, 7 hexes south of

the border with the Central African Republic.  Hex 3810 functions

as a Libya sanctuary entry hex, but the airbase is considered to

be four hexes off the map and is ignored for purposes of land

movement.

The following hexes are off limits to all units, and are not

considered Chadian territory: 1543, 1544, 1810, 1811, 1853, 1910

Marsh terrain exists only in hexes fully or nearly fully covered

by the appropriate marsh symbols.  Examples: 2136 and 2231 are

Perrenial and Seasonal marsh hexes, respectively.  Hex 2134 does

NOT contain Perennial marsh.

Prefecture Display: "Ouddai" should be "Ouaddai." The phrase

"Median Production" refers to the thick black lines on the

display. The two vertical columns past "13" should be labeled 14

and 15.  Write "14" at the right end of the Logone row, and "15"

at the right end of the Logone-Orient row.

The area around El Geneina (4234) is not a prefecture.  It is

part of Sudan, bordering Biltine and Ouaddai prefectures. See

rule 4.54.

The prefecture boundary of Aouzou and Ennedi extends along

hexside 4818/4819 to the eastern map edge. The prefecture

boundary between Logone and Logone-Orient runs along hexsides

1949/1850 and 1949/1950, through the town name "Moundou."

All partial land hexes on the south shore of Lake Chad (1335,

1435, 1534, 1635) belong to Chari-Bagurmi prefecture.

Town names are printed in bold type.

THE COUNTERS

FANT (purple) infantry companies numbered 22 through 26 are

airborne infantry.  Players may wish to draw a larger, darker

paratroop "wings" symbol beneath each unit's infantry ID box.

PLA units on their pro-FAN (blue) side should all have a

white-bordered lightning symbol.

CHARTS AND TABLES SECTION

The Sequence of Play Summary was inadvertantly omitted:

{CALLIE: FORMAT THIS AS A CHART, IF POSSIBLE. I WILL SEND

HARDCOPY FOR VERIFICATION}

3.00 SEQUENCE OF PLAY SUMMARY 

WET SEASON (October to March) --

        1.  Annual Harvest & Random Events Phase

        2.  GDP Determination Phase 

              [Production, Tax Increase, Foreign Aid]

        3.  Government Budget Allocation Phase

        4.  Tactical Phase

                a. Guerrilla Sanctuary Adjustment 

                b. Intervention Task Force Adjustment

                c. First Impulse

                d. Second Impulse

                e. Third Impulse

                f. Special Guerrilla Withdrawal

                g. Desert Supply Water Check

        5.  Government Presence Adjustment Phase

DRY SEASON (April to September) --

        1.  Guerrilla Affiliation Phase [Allegiance Checks]

        2.  Guerrilla Replacements Phase

        3.  Tactical Phase 

              [Same as Wet Season, step #4]

        4.  Government Presence Adjustment Phase

        5.  Victory Determination Check 

                (Campaign Scenario only)

Annual Harvest Table (6.30): Roll two dice. Drought occurs if a 4

or 5 is received.  On a result of 2 or 3, there is Severe

Drought. 

Guerrilla Pre-Combat Withdrawal Table (5.82) (clarification):

Do not add two to the die roll for either Perennial or Seasonal

Marsh hexes during Drought.

Random Events Table (6.40):

Event 1. (addition) Note down when this event takes effect on the

Game Status Sheet. The FAP player can cede the BET whenever FAP

is the government, OR when the FAN player is the government and

has P0 presence in ALL BET prefectures. This event can only be

implemented once per game, and is always in effect EXCEPT when

the FAN player is the Government AND has P2 markers in all three

BET prefectures. This event remains fully in force for each BET

prefecture which contains only a P1 or P0 level of government

presence. All presence markers are removed from the BET the

instant the FAP player becomes the Government. 

Event 1 [a] (clarification) Libyan and Legion units in the BET

(i.e. North Region) are not affected in any way by Libyan

withdrawal, and always remain in play unless eliminated in combat

or voluntarily withdrawn by the FAP player. The composition of

the Libyan Task Force currently in play, as specified in chart

7.48, establishes the limit on the total number of Libyan and

Legion units (combined) that can operate outside the BET. Any

time the number of units exceeds the limit, the FAP player must

remove enough Libyan and/or Legion units to eliminate the excess. 

Place the removed units anywhere inside the BET within normal

stacking limits.

Event 1 [b] (correction) First line should read, "If the FAP

player is the government..." The special GDP bonus is given to

the FAP Government in Exile instead of the government if FAP is

currently the Rebel and optional rule 13.70 is in use.

Event 1 [c] (clarification) The special affiliation check occurs

just once per game, immediately after the event is received and

implemented.

Unit Costs and Values Chart (9.23): The note under the portion

labeled "Step Value Chart" should read -- 

(*) Used to determine stacking limitations (4.23) and combat

losses (5.83).  When determining Government Presence (10.11),

count the step values of FANT infantry and Government-affiliated

guerrillas ONLY.

The cells of the Guerrilla Replacements Table (12.14) were not

properly formatted, and are reprinted below:

{CALLIE: I WILL SEND YOU HARDCOPY FOR VERIFICATION}

12.14  GUERRILLA REPLACEMENTS TABLE

____________________________________________________________

GOVERNMENT --

Number of

Presence 2  

Prefectures:     0   1-2   3-5  6-8    9-11   12-14  15-17

-------------------------------------------------------------

REBEL --

Number of Pro-

Rebel Leaders:   1    2    3,4   5,6    7,8    9,10   11,12

----------:

Adjusted  :

Die Roll  :

          :---------------------------------------------------

   1             -    -     1     1      2      3       4

   2             -    1     1     2      3      4       5

--------------------------------------------------------------

   3             1    1     2     3      4      5       6

   4             1    2     3     4      5      6       7

--------------------------------------------------------------

   5             2    3     4     5      6      7       8

   6             3    4     5     6      7      8       9

--------------------------------------------------------------

   7             3    4     5     7      8      8       9

   8             4    5     6     7      8      9       10

--------------------------------------------------------------

Victory Points Chart (14.60): Under "Government Player," the last

entry should read --

{CALLIE: I WILL SEND HARDCOPY FOR CONFIRMATION}

+?  For current Level on the GDP Scale

      (IGNORE THE FOREIGN AID MARKER)

    Examples: a GDP Level of 80% would yield 80 victory points,

              125% would yield 125 points, and so on.

RULES

1.10 (clarification) When using optional Main Faction Guerrilla

Affiliation Checks (13.6), control of each individual FAN and FAP

unit is determined by the background color of the unit. FAP and

FAN never change allegience under the standard rules.

1.20 (corrction) Combat unit: any unit with both conventional and

guerrilla combat values. Note that this change does not affect

the list of non-combat units.

1.20 (clarification) Loyalty Factor: FAP and FAN units use this

when undergoing affiliation checks, per optional rule 13.6.

1.20 (correction) Occupation level: printed in parentheses on the

LEFT side of each line of the Prefecture Display, in each

prefecture's Presence Level box.

2.10 (correction)  The game does not include reproducable images

of the countersheet.

{CALLIE: PLEASE PROVIDE THIS, AT 80% OF THE ORIGINAL SIZE, SO

PLAYERS CAN EASILY CREATE ADDITIONAL INFORMATION MARKERS, REPLACE

LOST COUNTERS, ETC. IF SPACE IS TIGHT, PROVIDE THE FOLLOWING FOR

SURE: Fort/Fort Build, IGF/No Water markers}

2.30 (correction) FAN and pro-FAN guerrillas are white on blue,

with solid white or white-bordered faction symbols. FAP and

pro-FAP guerrillas have solid black or black-bordered faction

symbols. Example: MRP  on its pro-FAN (blue) side has a

white-bordered circle, while CODOS on its blue side has a solid

white circle.  Despite the similarity, the factions are NOT

related in any way.  The differently colored symbols are intended

to distinguish CODOS and MRP from each other.

{CALLIE: IF YOU CAN PRINT A KEY TO THE FACTION SYMBOLS SHOWING

THE SYMBOL FOLLOWED BY THE FACTION NAME, IT WOULD BE A BIG HELP

TO PLAYERS.}

2.30 (addition) Players may make as many IGF, NO WATER, FORT, and

FORT CONSTRUCTION markers as they need. All other units and

markers are limited to the number provided in the countermix.

2.40 (clarifications)  Game Pieces

Combat and Air Units -- The first number on every combat unit and

air  unit is its conventional strength. The second number is its

guerrilla strength. Unit ID numbers are located on the left edge

of the counters. Guerrillas, Islamic Legion, Libyan commando, and

FANT units with ID numbers  all have generic ID's. "PG" stands

for Presidential Guard. The (optional) Loyalty Factor is the

number to the right of the faction symbol, and only FAN and FAP

units have it.  

AA unit -- The larger number is its surface to air strength

against air units.

Commanders -- The number on the lower left of the front side of a

commander's counter is Foreign Aid Skill, the second number is

Military Skill, and the third number is movement allowance. The

commander's name appears below the flag symbol, and the name of

his home prefecture appears to the right of the flag. 

Guerrilla Leaders -- The number on the lower left of a guerrilla

leader's counter is his Loyalty Factor, followed by his movement

allowance. The faction symbol appears to the right of the

leader's flag symbol. The hex number to the left of the flag is

the faction's "home town" base should it ever become an IGF.

IGF markers -- The number on an IGF marker substitutes for the

leader's Loyalty Factor while the faction remains independent.

Production markers -- The "bundled wheat" side of a production

marker (extreme top left corner of rules p.3, magazine p. 19)

indicates normal production. The "crossed scythes" to the right

of the bundled wheat symbol on p.3 indicates War Zone production.

Fortification markers -- Fortification Construction is indicated

by a crossed pick and hammer symbol, while a completed

Fortification is represented by a "+3" inside a diamond. The "+3"

is added to the occupying side's total conventional strength when

defending against a conventional attack.

4.22 (addition) Infiltrating units may NOT benefit from

functioning Roads and Tracks when entering an enemy-occupied hex,

but they may use them when entering an adjacent destination hex

unoccupied by enemy units, so long as the infiltrators cross a

hexside containing a functioning Road or Track.

4.23 (clarification) Information on unit Step Values is available

next to chart 9.23, in the Unit Costs & Values Chart on the

government side of the map, and in the Step Values Chart on the

rebel side of the map.

4.24 (change)  River hexsides cost an additional movement point

to cross even when moving along a Track. Only Roads negate this

cost, due to the presence of bridges.

4.24 (clarification) Marsh and Mountain terrain takes precedence

over any other type of terrain in a hex EXCEPT functioning Roads

and Tracks. Ignore savannah (tan) and steppe (green) terrain in

hexes containing Mountain or either type of Marsh during normal

weather. EXCEPTION: Desert terrain during Drought (4.31).

4.31 (clarification) When Drought or Severe Drought is in effect,

all hexes containing Savannah are treated as Desert terrain

regardless of the presence of Mountain or either type of Marsh

terrain.

4.32 (correction) All conventional units operating in desert

terrain must begin each player segment (friendly OR enemy) on a

functioning water source. Violators receive a NO WATER marker and

suffer all the effects listed in rule 4.33.  Guerrilla units are

EXEMPT from this rule and 4.33.

4.41 (clarification) The restriction on OAU and Libyan units is

in effect even when an adjacent Road or Track is not currently

functioning during a normal Wet Season turn.

4.51 (clarification) Once the 1 MP cost is paid to enter a

Sanctuary Entry hex, the unit(s) arer immediately picked up from

the hex and placed in the "new arrivals" section of the

corresponding Sanctuary box.

4.62 (change) The Government Commander may perform options 1 and

2 in the SAME friendly segment, if desired.  The options can be

done in any order, but one must be completed prior to starting

the other. A Commander may never fly, move, and fly again; or

move, fly, and move some more in the same segment.

4.70 (clarification) Assign one "build" marker to each battalion

atempting to construct a fort. Remove a marker from any building

battalion that leaves the hex for any reason, whether voluntarily

or involuntarily.

4.80 (change) The Government Commander may move normally either

before using Air Transport, or after completing Air Transport if

he has not yet moved normally during the segment. See rule 4.62.

4.81 (correction) The reference in the "NOTE" should be to

Airmobile Movement, not to Air Transport.

4.82 (new case) All French 11th Division paratroop units

currently in play may use Air Transport and Airmobile Movement to

enter the French airbase in hex 2053. The  units are immediately

placed in the Task Force Losses box.  French paratroop units

arriving as reinforcements and replacements may choose to begin

their movement in hex 2053 and "fly" onto the map using either

Air Transport or Airmobile Movement. 

5.32 (correction) Change the phrase "the player owning the

fortification" to read "the player occupying the Improved

Position."

5.33 (clarification) If a unit voluntarily moves out of a

Fortification during normal movement, the Fortification is not

destroyed, and remains in place.

5.42 (clarification) Cross-border attacks into Sudanese Territory

from a hex inside Chad are prohibited if the hex contains ANY

units prohibited from entering Sudan.

5.53 (clarification) Guerrilla Withdrawal is optional for EACH

guerrilla unit and leader under attack, once the Guerrilla

Pre-Combat Withdrawal Table (5.82) permits withdrawal to occur. 

Any or all guerrilla units may remain and undergo combat.  Each

unit or leader withdraws separately, never in stacks.

5.63 (clarification) When modifying the dice roll, each side in a

combat must choose ONE of the following modifiers: Commander's

Military Skill, Guerrilla Leader, or Presence of French Units.

Ignore other modifiers once the selection is made.  

6.10 (clarification) Drought occurs on a dice roll of 4 or 5,

Severe Drought on a dice roll of 2 or 3.

6.11 [1] (clarification) All tan colored hexes, including those

containing Mountain and either type of Marsh, are considered to

be Desert Terrain during Drought.

6.12 [2] (clarification) Perennial Wells (spiked blue circles),

which are all located in Depression hexes, continue to function

during Severe Drought, but Normal Wells (blue dots) do not.

7.21 [2] (addition) Comprehensive example of GDP rounding "to the

nearest 5%":

Raw Production Level:  50-52    53-57   58-59

Final GDP Level:        50%      55%     60%

7.43 (clarification)  When the FAN player is the Government, FAN

guerrilla units may be selected, if desired. For maintenance

costs of FANT units, see rule 9.21.

7.44 [3] (clarification) Remember that the Commander is NEVER

placed in the "new arrivals" section. He goes directly into one

of the main sections of the Sanctuary Box he enters.

7.48 (correction) The chart is actually labeled the "Intervention

Task Forces Chart."

7.50 (clarification) A prefecture with a production marker on its

War Zone side cannot lose any additional levels as a result of

combat within its borders during the current Tactical Impulse.

Since production markers are all flipped to their normal sides at

the end of the impulse, a prefecture could lose a maximum of one

level during each subsequent impulse.

8.20 (addition) Note the ability of French units to attack Libyan

units on the Game Status Sheet, if an when it occurs.

8.30 (clarification) All units controlled by a player may stack

together regardless of nationality, with the following two

exceptions: 1) Libyan and French units; 2) Libyan and OAU units. 

8.40 (addition) Note down the special restriction on French/OAU

forces on the Game Status Sheet, if and when it occurs.

9.40 (clarification) FANT units removed from the map as a result

of breakdown or consolidation are placed in the same box or pile

from which the substituting unit(s) came.  Example: A battalion

in the FANT Losses box is used to consolidate three companies

located in a single prefecture. Remove the three companies and

place them in the FANT Losses box, where the battalion unit

originated.

10.11 (correction) The parenthesized Occupation Level value is

located in the Presence Level space on the LEFT side of each line

on the Prefecture Display.

10.12 (clarification) See the Government Presence Chart (10.30)

for the effects of falling below or rising above Median

Production in a prefecture.

10.22 (clarification) A prefecture already having a P1 presence

level can never be reduced to P0 as a result of terrorism, tax

increase, and production falling below the median.

11.32 (addition) Rotate newly placed IGF markers 180 degrees to

indicate they cannot undergo another affiliation check until the

next Dry Season.

12.11 (clarification) All eliminated units belonging to guerrilla

factions included in the initial set-up of a scenario are

eligible for replacement.  This includes factions that begin a

scenario as IGFs. All unused guerrilla factions never enter play,

and thus cannot be received as replacements. 

12.40 (change) Reinforcements may be placed on the map in

violation of stacking restrictions, but may not end the next

friendly movement segment of the Tactical Phase overstacked (see

4.23).

12.41 (addition) A newly received guerrilla unit is always placed

in the "new arrivals" section of any Sanctuary box its faction is

allowed to enter. 

12.43 (changes) French units enter play at N'Djamena (1537) or

any hex on the south mapedge between 1653 and 2852, inclusive.

This does not include hex 1853 (off limits to all units) and 2053

(the French airbase). Libyan and Legion units enter on any Libya

Sanctuary entry hex on the north mapedge. Intervention units pay

NO costs for the hex in which they are initially placed. The

placement hex may not contain an enemy combat unit.  Any

intervention units remaining in a Sanctuary Entry hex at the end

of any Tactical Impulse are returned to the Task Force Losses

box. 

13.10 (addition) The movement restrictions for OAU units listed

in Roads and Tracks (4.41) remain in effect even when using this

special rule.

13.30 (clarification) French and Libyan air units are always on

the map, unless they are eliminated in combat (see 13.34 and

13.35 [2]). Eliminated intervention air units are placed in the

Task Force Losses box, and return to play like an intervention

combat unit.

13.32 (clarification) Air units use their conventional or

guerrilla strength as directed by the outcome on the Combat

Determination Chart (5.81).  Air units are always treated as

conventional units.

13.32 (clarification)  The FANT air unit may stack with any other

Government-controlled air units, but is never required to do so.

The FANT unit may NEVER base in an off-map airbase (hexes 2053

and 3810).

13.32 (clarification) An air unit may base at an airfield

u

pgraded to an airbase, but only if normal basing requirements

and limitations are followed (see 13.50).

13.33 (clarification) Air units ignore all provisions of

Prohibited Movement (4.25).

13.50 (clarification) Once built, an airbase counter is treated

the same as the N'Jamena airbase for purposes of basing  air

units.

13.50 (addition) Control of an unoccupied Airbase marker goes to

the Government if the presence level in the host prefecture is P1

or P2. If the presence level is P0, the Rebel side controls the

unoccupied Airbase marker. The side with at least one combat unit

physically occupying the Airbase marker's hex controls the

Airbase, regardless of the current Presence level.

13.92 (correction) A Rebel unit receives a +1 modifier when

performing recon against a hex located in a P0 prefecture.

14.13 [1] (addition) There are no restrictions on Guerrilla

Withdrawal (4.52) or Guerrilla Pre-Combat Operations (5.53) due

to Government Presence, which is not part of the Manta scenario.

14.13 [3] (correction) Make the MRP activation check at the

beginning of each Tactical Phase. Ignore the reference to

"Initiative Determination"; there is no such procedure in the

game.

14.13 [4] (correction) The second sentence should read: "Ignore

special rule (1) above; apply Drought effects normally, beginning

with game turn 11."

14.23 [2] (clarification) When determining the placement of a P1

presence marker in a prefecture, any French and OAU combat units

present are counted on the side of the NEW Government player

(i.e. the former Rebel player who just captured the capital).

Libyan and Legion units are always counted on the FAP player's

side, whether that player is the Rebel or the Government. When

removing FANT units from play, the target figure should not

exceed HALF the Step Value of all FANT units currently on the map

(drop any fractions) OR eight (8) steps, whichever is SMALLER. 

The actual number of FANT units removed must at least equal the

target figure, and on some occasions will have to exceed it

because whole units (not just step values) must be eliminated.

14.31 (clarifications) Government Forces -- the 16 2-2-6s, 3

2-2-8s, and 5 1-1-6s of the FANT are set up as follows: place one

unit in each Airfield on the map EXCEPT N'Djamena (1537), Aouzou

airfield (2504), and El Geneina (4234). 

Intervention Task Forces -- The French infantry battalions should

be 9-4-6s, not 8-4-6s. The counters are correct.

14.33 (correction) There is no special rule #7. The reference in

special rule #11 should be to #10, not #7.

14.33 [8] (addition) Habre may NOT enter El Geneina when

returning from abroad, per rule 7.44. [Sudanese Territory is the

stronghold of Habre's archrival Deby at this stage!]

14.41 (correction) Under "Independent Guerrilla Factions," the

FAC units and leader should be placed in Mongororo (4239).

Errata for S&T China War S&T 76

Stacking limits:

Clear: 10 divisions

Desert: 10 divs

Forest: 3 divs

Mountain: 3 divs

Pop 200: 20 divs

Pop 100: 15 divs

1 army equals 3 divisions.

CLONTARF (S&T 162)

Counters

 1. The Irish leader "M" leader with a command range of 5 is

  Murchad, and should be labeled "Mur."

 2. The Irish "M leader with a command range of 3 is Mothla.

 3. The "Camp" counters should read "Champ." These are the

  Champions used in the optional First Turn Situation rules (14.5).

  The back of the Irish Champ should read "+1 Irish Demoralization,

  and the Viking Champ should read "+1 Viking Demoralization."

Map

 Terrain Effects Chart

 MP Cost to Enter:

        Slope hex       Other Terrain in hex

        Downslope       +0; GAIN 1 MP (7.2)

        Upslope         +1

        River           +1

        Bridge          +0

 Slope hex: any hex containing brown coloring.

 Upslope: A unit in a Slope hex that moves or attacks across a

  completely brown hexside into a hex containing no brown coloring.

  Example: from 2912 to 3012 or 3013.

 Downslope: A unit in any hex containing no brown coloring that

  moves or attacks across a completely brown hexside into a Slope

  hex. Example: from 3012 to 2911 or 2912.

 NOTE--units do not move/attack up or down slope across the

  following hexsides: 2302/2402, 2912/2913, and 3207/3306.

Rules

 2.1 The leaders are not a darker shade of blue or green, but do

  have special flag symbols. There are 12 game markers, not 13.

 2.3 There are no rules section reference numbers printed on the

  map charts.

 2.4 The Turn Record Track is not printed in the Dublin Bay area,

  but rather to the west of the map.

 3.0 The Irish setup lines and codes on the map are at times

  almost totally lost in the green of the woods. CV units set up in

  2305 and 2405.  S unit sets up in 2504. D units set up in 3000,

  3100, 3200, 3300, 3400 and 3500. ME units set up in 1910, 1911,

  1912, and 1913.

 7.5 In the example, movement occurs from hex 2008 to 1907, not

  1902.

 8.2.2 The reference should be to rule (8.4), not (8.3).

 14.1 No units using Forced March may attack in any fashion during

  the same PLAYER turn.

COBRA S&T65 Game Errata

The following corrections and clarifications have been made to the S&T65 issue game, Cobra.

Counters (correction) The 10/lOss starts in hex 3205 (not hex 3206); the Canadian 3rd Div. starts in hex 3504 ( not hex 3505) .

(clarification) The lOlss, 102ss, and 503 "2-12" units are the three

German Tiger Tank battalions and are worth one point for victory

purposes.

Reinforcement Track (clarification) All Allied reinforcements during

Game-Turn Two enter during the Mechanized Movement Phase. There are no German reinforcements during Game-Turn Two.

Weather Table (clarification) The weather during the entire first

Game-Turn is Clear. At the beginning of the second German Weather

Determination Phase, the weather is determined by rolling on the Clear column.

[6.25] (correction) All fractions are rounded up.

[6.47] (clarification) This rule comes into effect the moment one Allied unit is exited off the south west map edge.

[6.91] (correction) The phrase "during his Re placement Phase" should

replace "during his Mechanized Movement Phase, after all his movement is completed....". The Sequence of Play is correct .

[6.91] (addition) He may also place it on a reinforcement which is

entering during that Game Turn.

[9.77] (addition) A retreating unit must be retreated as far away (in

hexes) as the combat result indicates from the hex which it occupied

when the combat or overrun was resolved. If this is not possible, the

combat result must be satisfied by taking step losses.

[10.25] (correction) German units must be within the Command radius of one headquarters unit to utilize the bonus on both attack and defense.

[10.26] (correction) The American headquarters unit may grant its combat bonuses if any unit involved in an attack is within its Command radius.

[10.29] (addition) For supply and retreat purposes, headquarters units do not negate Enemy ZOCs in the hex they occupy. Headquarters units may not be moved into an Enemy ZOC.

[14.1] (correction) German reinforcements enter east of hex 4101, not west

[16.1] (correction) The German Player gets one VP for each infantry

''regiment'' exited. ''Division'' is incorrect.

[16.1] (correction) Victory Points for exiting U.S. mechanized units

should read: Up to three U.S. divisions may exit the southwest edge of the map for Victory purposes.

1 VP for each U.S. armored regiment or brigade that exits the west edge of the map, hexes 0123 through 0134, on Game-Turn Seven.

2 VP for each U.S. armored regiment or brigade that exits the southwest map edge on Game-Turn Six .

4 VP for each U.S. armored regiment or brigade that exits the southwest map edge on Game Turn Five.

6 VP for each U.S. armored regiment or brigade that exits the southwest map edge on Game-Turn Four or before.

[16.3] Victory Point Schedule (addition)

After the Victory Points are totaled at the end ot the game, Players

subtract the German total from the Allied to determine the level of

Victory.

Level of Victory         Differential

Allied Decisive          +31 or more

AlliedOperational        +21 to +30

Allied Marginal          +11 to +20

Draw (Historical Result) 0 to +10

German Marginal          -10 to -1

German Operational       -20 to -11

German Decisive          -21 or less

COMBAT COMMAND

Published in S&T 30

Errata as of 31 May 73

SCENARIOS

Scenario #5 - U.S./German Armored Action

Orders of Battle

German Reinforcements:

At the beginning of the German Player's third Player-Turn, he receives three Pz V (AP), eight Infantry (RF), two 81mm mortars (HE), and two trucks on the southern edge of the Game-Map.

Scenario #6 - Delaying Action

Special Rules:

This Scenario takes place in the Ardennes, a rought, heavily wooded area in Western Europe.  Treat all hexes and hexsides except road hexes (primary and secondary) and hexes adjacent to road hexes as woods.

CLARIFICATION OF OBSERVER UNITS

To employ indirect fire the target must always be sighted by an actual Observer Unit.  This is to distinguish Observer Units from the role of spotting Enemy units in covering terrain which may be performed by any Friendly unit (including an Observer Unit) which is in the same hex as the target unit(s).

COUNTER DISCREPANCY

The U.S. M-26 "Pershing" Tank Platoon is an extra counter.  It is not

designated in any of the six scenarios.

Conquistador errata - S&T 58

The reference in Section 6.61 to 7.15 should be to 7.17.

The Turn Record Track has an error under Turn Seven: Vaca should be Sc, not an Ee.

Unfortunately, the Gilbert counter was inadvertently printed on the back of the  Grenville counter; since both appear at the same time late in the game this can be an inconvenience.  For that we apologize.  Players should simply  substitute some other English counter (not then in use) for the Gilbert during  the two Game-Turns when both personalities are in play.

Cromwell's Victory S&T 101

Game Addenda

The following errata is necessary for play of the CROMWELL'S VICTORY Game.

MAP: A number of terrain elements on the Terrain Key have been

mislabeled. The actual terrain referred to will be obvious in context.

The terrain labelled "Rough" is actually "Hilltop"; that labelled

"Orchard" is actually "Close"; that labelled "River" is actually

"Stream."

COUNTERS: The Balcares Light Horse counter's set-up hex is 1008.

RULES: Tod Reiser's name was inadvertently dropped from the playtesting credits.

[5.2] (change) Obscured visibility restricts the ability of units to

move and rally.

The movement allowance of all ordered Foot units (only) is halved (drop fractions) whenever visibility is obscured. In addition, 1 is added to the die roll for each rally check whenever visibility is obscured.

[12.0] (clarification to last sentence of General Rule) Instead, they

increase the capabilities of units in their immediate vicinity by adding their command ratings to both those units' combat strengths and morale ratings.

[15.5] (deletion) Delete the lines "moralized during play, the Allied

player is automatically awarded 50 VPs at the end of the game" that

appear at the top of rules page 11.

CROPREDY BRIDGE S&T 148 -- OFFICIAL ERRATA

COUNTERS

The Parliamentarian 3-12 leader "Itarr" should read "Harr" (for

Harrington).

All Loss markers with "1/2 FP" or "1/2 SP" on them are Loss 1,

and should have the number "1" in the black circle. Simply write

it elsewhere on the counter. All other Loss markers on the Front

side of the counter sheet ("No FP," "No SP," and "1/2 FP 1/2 SP")

are "Loss 2" and should have a number "2" in the black circle. 

Players may also wish to mark all "1/2 FP, 1/2 SP" Loss 2 markers

with an asterisk (*) in one corner to indicate that these are the

only Loss markers that can be used by cavalry and dragoon units.

The "Game Turn" counter is not needed. Use the Hour, Minute, and

AM/PM counters to record the proper game turn on the time tracks.

The Game Turn marker can be used for whatever purpose players

wish, although "CHARGE/HIT" would be a likely choice.

The different colors of the figures on the Royalist "Percy"

infantry and "Went" cavalry; and the Parliamentarian "Wall"

dragoon and "Kent 1" infantry counters, have no effect on play.

MAP (additions)

Slope hex sides exist wherever two hexes of different elevations

come in contact. Examples: 2026/2125 is a slope hex side;

1926/2026 is not a slope hex side.

Elevation color key: Dark Brown = over 475 feet high

                     Light Brown = 425-475 feet

                     White = 375-425 feet

                     Light Green = 325-375 feet

                     Dark Green = less than 325 feet

RULES

7.0 Unit Facing: The diagram on page 6 of the rules is incorrect.

Units face toward the vertex (point) of a hex, not a hexside. The

written text of the rule is correct. Units are oriented as shown

in the Zones of Control diagram (8.0). 

TABLES AND CHARTS (insert sheet)

* Marker Summary (clarifications) 

      5) Disorganized -- Flip an organized unit to its back

         (disorganized) side, or place a DIS marker on a dragoon

         (which have no disorganized side, only mounted and

         dismounted sides). If selected unit is currently

         disorganized, make a morale check (5.2) for possible

         Rout (4.2)

      9) Leader Casualties -- only possible when a combat die

         roll of SIX received. Roll the die again. A result of

         TWO in a Fire combat and THREE in a Melee causes LEADER

         WOUND. A result of ONE in Fire combat and ONE or TWO in

         Melee causes LEADER DEATH.

* Fire CRT (clarifications)

     Leftward shifts for Routed and mounted units are correct.

     The effectiveness of guns of all sizes in this period

     declined markedly when the defender was not in a regular

     formation with low mobility.

     Target Density: the gray-shaded table in the lower right

     corner of the Fire CRT is the Target Density Chart. Be sure

     to add together ALL SPs and FPs of all units in a target hex

     when calculating density.

* Morale Check Summary (5.2) -- clarification

     -1 Unit has lost half or more SPs (i.e. has either 1/2 SPs

        or NO SPs remaining)

TABLES AND CHARTS (on mapsheet)

* In case of conflicts between mapsheet and page insert, the page insert takes precedence. 

* Fire Combat - Range Effects Chart (correction)

  add "x 1/2" on the Light Artillery line under the "7-9" column.

Crusades S&T 70

[3.1] Map: Hex 1806 is a Fertile hex. The following hex sides are impassable: 1820-1920, 1818-1919, 1819-1920, 1823-1924 and south, 2006-2007. The 1819-1919 hex side is passable however. 

[5.0] Change third sentence to read: However, a Force inside a City/Castle needs no order -- they have an automatic

Defend order against Siege and exert a Zone of Influence (ZOI). Army Strength Points (ASPs) without leaders who are not in

City/Castles may not be given orders. 

[6.0] Add to General Rule, in parentheses: or any units in a hex capable of taking orders, such as ASPs alone in a City. 

[6.15] Addition: All Muslim leaders must have an ASP with them when they move. This one ASP is considered to be their own personal entourage and is used to guard any Field Treasury they have. 

[6.151] Addition: When moving solely with this one ASP, they are given two Attritiion Points free. This is not to say that they can move farther, rather, when all hex movement costs are added up, two is subtracted from the total. For example, 10 Attrition Points become 8 Attrition Points, thus there is no loss to Attrition. 

[6.152] Addition: When a Muslim leader starts a move with more than one ASP and drops them off as he moves along, there

are no free Attrition Points. Any ASPs lost to Attrition may be lost from (a) the last place they were dropped if the leader

ends with only his entourage or (b) his ending group if this can be done without eliminating the entourage. If it would do so,

losses are split as evenly as possible. 

[6.21] Clarification: When moving out of a city it also costs one movement point. 

[6.32] Addition: If a Muslim leader begins the Movement Phase in a City that has ASP's left outside due to an overstack

(most frequently caused by Reinforcements) he may move those from outside along with any he may wish to move from

inside as if they were all inside, i.e. one force. However, he may not take only some from outside, he must take the entire

force along with at least one ASP and one more (his entourage) form inside. 

Crusader forces that begin in the same hex (whether inside or outside a City) and end in the same hex are considered to be

one force. But, just as is the case for the Muslims, Attrition is judged as starting from inside the City.) 

[6.4] Clarification: Forces, of the same or different players, which start moving from the same hex and which end up in

the same hex -- for whatever reason -- are considered to be one force for attrition purposes. Attrition losses are split as

equally as possible with the larger force taking extra losses (or determine by means of a die roll). If the forces used

different routes, use the highest hex attrition value. 

Forces inside a City are charged Movement Attrition for entering the hex outside the City when they move out of the City. 

[6.46] Clarification: The second sentence applies during the Winter turns only. At all other times, Line of Communication

is judged at the beginning of movement (as per 11.17). 

[6.47] Clarification: If on one turn a force does not move and is joined by other forces of the same player, should they all

sit unmoving on the following turn, only the part of the force that qualifies as not having moved would be assessed

attrition. (Think of this as still a separate force until they move.) 

[6.48] Clarification: Neither Muslim nor Armenian ASPs may be retrieved through this "resupply". Also, each player may

only pay for his own ASPs, his leaders may not pay for other players' ASPs, even if they are combined into one force (see

6.4 Clarification). 

[7.0] Clarification: Moving forces do not have a ZOI, thus they cannot block enemy ZOIs. 

[7.21] Clarification: Through that hexside or out of that hex into which the enemy ZOI is exerted. 

[7.29] Addition, in the first sentence after Friendly Force: which exerts a ZOI. 

[8.0] Addition: ASPs may only be moved by their own leaders. 

[9.1] Addition: There is no "in city" fighting. If two players' forces should be in a city together, neither may throw the

other out. Should another player's force want to enter too, both players must agree -- otherwise the other player must

besiege to enter. 

A bit of explanation about the next set of clarifications on 9.1. While it is recognized that a force closer to an unoccupied

city may in fact be able to move into it prior to another forced that is up to 75 miles away, for the sake of rules simplicity

and for game interest, I agree with the game designer that two forces ordered into the same city are both held outside.

Remember, this is for unoccupied cities. The following refers to those cases only: 

      1.A force in the hex outside the city may move into the city; it will not be stopped by the arrival of the other force. But

          it must move directly into the city and may not then leave in that same turn. 

      2.A Muslim force may move into the city, drop off ASPs without a leader and then move on out of the hex

          surrounding the city. The distance each travels is immaterial. Should the Muslim leader not have been ordered to

          move out of the hex, it will not be allowed into the city itself. 

      3.Should one of two forces trying to move into the same city be stopped by ZOI (such as from another city), then the

          forced not affected by the ZOI could move into the city. 

      4.Though stopped by the ZOI above, should two opposing forces end the movement phase in the same hex, the ZOI does

          not affect combat. 

[9.63] Clarification: Leaders are eliminated if all their ASPs are eliminated (see 3.54). (When more than one player's

forces are affected by combat losses and there is no agreement as to distribution of losses, in play-by-mail games the GM

will base the elimination upon direct percentages of ASPs in the force.) 

[9.85] Addition: Should there be only one Muslim leader in the combat, the remaining ASPs -- should the leader be killed

or captured -- will be picked up and placed into the nearest city controlled by that player. They must remain one turn to

meet the conditions of 9.73. 

[9.9] Addition: Should any leader be captured in an Overrun, only one ASP is considered captured with him (one ASP per

leader). 

[10.13] See 6.21 Clarification. 

[10.45] Addition: All captured Crusader or Muslim leaders are left with one ASP each. 

[10.49] Addition: When a force is successful in a siege, the leader of that force must go into hte city. He may take in as

many others from the force as he wants. This is done on completion of the siege, not on the next movement phase. (In

play-by-mail games, if not told who goes in, the GM will start with the leaders having the highest guile and work downward

until the city is filled.) 

[10.57] Addition: If the siege does not succeed, but the defending force is eliminated (see 6.21 Clarification), the

attacking forces may not move into the city until the next movement phase. 

[11.14] Addition: In the First Crusade, crusaders within a hex that contains a friendly controlled city may also trace

supply to that city. 

[11.15] Clarification: A player who controls a city, may, by treaty, give another player the right to trace a Line of

Communication to it. 

[12.2] Clarification: Fleet movement, unlike Land Movement, does not count the ports as part of movement. (If it did, no

fleet could move from Adalea except to a coastal hex.) 

[12.48] Clarification: When opposing fleets try to enter an unoccupied port they must first battle to determine which

enters. The loser would and in the hex outside the city. Unloading taxes place after the naval battle and before land combat. 

[12.51] Clarification Ports are cities that fleets can sail into and thus must be treated as mini-hexes also. This means

that for forces to load on ships, the force must start the movement phase in the port itself. ASPs without a leader may not

load on ships. 

[12.54] Clarification Land units must be disembarked at the end of fleet movement; they may not stay aboard fleets --

even if they reload and move on in the next turn. 

[14.3] Correction: These rules, although listed with the Third Crusade, also apply for assassination in the First Crusade. 

[14.34] Addition: Only controlled Armenians may be assassinated. 

[15.0] First Crusade Additions: Unoccupied "neutral" ports are friendly to all fleets. Armenians have a ZOI only for the city

they are in unless attacked. Crusaders and Muslims may move freely through the hex "outside" their cities. 

[17.31] Clarification: Control of a city gives that player (and only that player) the right to admit or refuse any others

entrance into that city. Other players' APSs may be given orders NOT to Defend with him, otherwise they are considered to

be Defending with him. 

[19.21] Clarification: The payment for Supply must come from the Field Treasury of that force requiring the Supply.

(Players must grasp that this concept forces them to play ahead when splitting up their monies into different Field

Treasuries.) 

[19.27] Addition: Money inside a besieged city cannot be used for bribes except to give to the leaders of the force(s)

besieging the city. The money is deemed to be trapped inside as are the defenders. 

[19.35] Addition: Armenians never collect income. 

[19.4] Correction: Delete last sentence as written. Insert: Bribe money is transferred from one player's leader to another

player's leader -- without being transported -- but may not be used by that receiving player until the end of the next game

turn. (Note: Four Crusader players, by banding together and sharing expenses, can use this rule's "play" to overcome the

historical reality that the Crusaders could not get their act together and make a combined effort. Thus, intra-faith bribes

must be transported and only inter-faith bribe money may be sent through the Bribery Phase.) 

[20.0] House Rule: Once a player has lost two leaders or more to Leader Abandonment, future occurrences of this random

event for that player shall be considered no effect. (Remember, it's lost! Not lost, but bought back.) 

[20.11] Clarification: Remember that many times the rules seem to be written with the intent that all leaders of a player

will be remaining together at all times. This is not the designer's intent; you may divide your forces however you wish --

just be sure that all of your forces abide by any effects brought on by the Random Event Tables or otherwise. 

[20.2 Random Events #5 and #6] Clarification: The fleets may not be moved in the turn in which they arrive. 

      1.It is up to each player to get his supplies to his leader(s). 

      2.If Famagusta is controlled by another crusader, that player may not seize the supplies, nor can he do so if he takes

          control of the city after the supplies have arrived. 

      3.Should a Muslim player take control of Famagusta with supplies in it for a crusader, the supplies will be considered

          "unavailable" until after the Muslim player leaves. If the Muslim controls Famagusta when the Random Event occurs,

          the event becomes "No Effect" until the Muslims no longer control the city. 

[20.3 Random Event #9] Clarification: Same as for [20.41] below. The effects of Jihad last only the one turn that they

are received as a random event. 

[20.41 (a)] Clarification: After all player movement is finished, the player with Visions may then decide whether to

move one more hex. (In Play by Mail games, all players will indicate to which hex each of their forces is to move -- and

under what circumstances.) 

[20.47] Clarification: The effects of Visions last only the one turn that they are received as a random event. 

[20.5] Clarification: Plague causes each player in the city to roll per [20.53] and choose which of his leaders' ASPs will

take the loss although if a leader's ASPs are all eliminated, the leader is also. 

[20.6] Addition: Muslim reinforcements are allowed to slip into a city under Siege. 

[21.1] Clarification: Should two or more players' forces end up in the same city because they have elected not to contest

one another, then, where no treaty exists to determine who controls the city, i.e. no commander has been selected, then this

rule will determine who is the commander and thus controls the city. See also [9.1]. the players are reminded to watch the

stacking limits when this occurs, for there may need to be a determination of who can go into the city and who cannot. For

purposes of attrition, treat each force as one even when leaders are left outside the city. 

[21.42 (b)] Clarification: Armenian cities captured by siege do allow for increases in Guile, unless that that player

already controls the city by a bribe or some other means. 

[22.21] Clarification: Butimides remains in the hex he is in, but his control goes to the new player for the next turn. 

[22.25] Addition: There is no effect if cities are not pledged to the emperor. 

[22.3] Addition: Should the Byzantine Army be brought into play, then leave when the Muslim force is out of the affected

area, and subsequently re-enter player, they return at the same ASP and Treasury Level that they left with the last time.

They are not "re-suppplied." 

[22.31] Clarification: The hexes are 612 to 914, to 1212, to 1211, to 1410, to 1406, inclusive. 

[23.22] Addition: Although a player may attempt to bribe only one Armenian per turn, he may also order Anti-Bribes for

all Armenians under his control. See [23.0]. 

[23.34] Clarification: Bribe and Anti-Bribe money does not go to the Armenians; it is truly expended. 

[23.29] Addition: Armenians may never attack, or be attacked by, the forces of the player who controls them. In addition,

Armenians may not leave their ASPs behind; these ASPs constitute their own personal entourage. 

[23.3] New Section: Anti-Bribes. 

[23.30] GENERAL RULE: Since keeping friends friendly is expensive, a player may issue Anti-Bribe money to offset

suspected Bribes by other players. 

[23.31] Anti-Bribes must be in five Bezant increments. 

[23.32] Anti-Bribes will be subtracted from all Bribes of the other player(s) attempting to bribe that Armenian. 

          EXAMPLE: Player A, controlling Thorus, makes an Anti-Bribe of 10 Bezants for him. Player B attempts to Bribe

          Thorus with 10 Bezants; this bribe fails since it does not exceed the Anti-Bribe. However, in the same turn,

          Player C tries a Bribe of 15 Bezants; this Bribe succeeds since it exceeds the Anti-Bribe by 5 Bezants. 

[23.33] One Anti-Bribe may be expended each turn for every Armenian a player controls. 

[23.34] An Anti-Bribe does not count as a Bribe, so a player may attempt to bribe another Armenian. 

[23.4] New Section: Reaction to control change of Armenians: 

[23.40] GENERAL RULE: When an Armenian is bribed away from a player previously controlling him, the following methods

are suggested as guidelines. 

[23.41] If the Armenians is ordered to defend in a hex other than a city, he must have 5 ASPs or more and then he: 

      a.Cuts Line of Communication for any other force within that hex. 

      b.Prevents Line of Communication going through that hex for another forces. 

      c.Would stop any force moving into that hex. 

      d.Would not be able to prevent any force in that hex from leaving the hex. 

[23.42] If the Armenian is ordered to defend in a city hex: 

      a.If the non-controlling player's force does not leave the city, then neither his force nor the Armenian's creates a Zone

          of Influence as per [7.12] and [7.13]. 

      b.If all the non-controlling player's force(s) move out of the city itself, the Zone of Influences go into effect: 

                1.The force moving out of the city would be stopped in the hex outside the city. 

                2.All other forces would be affected by [7.12] and [7.13]. 

                3.The force moving out of the city is considered to have traced its Line of Communication as per [11.0]. 

[23.43] If the Armenian is ordered to move: 

      1.If not in a city, he would then move normally. 

      2.If in a city, he would move out normally and unless stopped by the Zone of Influence from a force in the city (or

          others), would be able to continue moving normally. 

[23.44] Play-by-email: It is acceptable for the new controlling player (in play by mail games) to write orders for the

Armenian to continue to follow the orders given him by the player who previously controlled him. 

[24.1] Addition: If an Armenian is controlled by a Crusader, the Armenian cannot be overrun by another Crusader unless

both have announced their State of War. The same is true for Armenians controlled by Muslims being overrun by Muslim

forces. 

[24.3] Clarification: Dissension is within that player's leaders and their ASPs. (Remember that each player is in charge

of one "nationalistic side" made up of many individual and headstrong men. It is an historical fact that the bickering and

in-fighting among the leaders of the Crusades had as much to do with their actual failure as did enemy forces. Should any

of you doubt this, I'll gladly monitor a game with 53 people taking one each of the Crusader Leaders.) 

[24.35] Clarification: The effects of Dissension last only the one turn that they are received as a random event. 

[26.31] Clarification: When Antioch falls to a Crusader force. 

Official Desert Fox Errata, S&T 87 Clarifications, and Addenda

21 December 1995

Here's the official (published) errata/addenda as complied from Moves #58, 60, and S&T Special Issue #1 for the Desert Fox game from S&T issue #87. The game is currently (Dec 95) under redevelopment for rerelease as Desert Fox Deluxe by Decision Games in the spring of 1996. The reworked game will contain all the optional addenda listed below, a 1940 Italian Campaign and

British Counter- Offensive scenario, a Tunisia scenario (based on the Trail of the Fox game), and a compaign game (including the Torch landings in Algeria, an additional mapsheet, more units, and rules for ahistorical events).

S&T #36 (Destruction of Army Group Center)

As a result of post-publication playtesting and questions or comments

received from SPI customers, the following errata has been assembled to

clarify play of this simulation:

[8.9] TERRAIN EFFECTS CHART

For all purposes treat the four fortified cities of Vitebesk, Orsha,

Mogliev, and Bobruisk as identical to fortified line hexes. All fortified

hexes termed non-existent by the Scenario in play are treated as clear

terrain hexes.

***

[9.1] SUPPLY SOURCES

The German Player may use as a Supply Source any rail hex to the WEST (not

east as printed) of the Scenario's Start Line...

***

[10.2] TURN RECORD/REINDFORCEMENT CHART

The designation for the quantity and entry direction of the German 7th Turn

reinforcement should be (1w).

***

[14.43]

GERMAN DEPLOYMENT AND RESTRICTIONS

The twenty-five Strength Points referred to may be placed anywhere on the

map to the WEST (not east as printed) of the German Fortified Line.

***

Note: Discrepencies between the counter-mix and the Order of Battle and

Reinforcement Track do _not_ reflect an error in the latter. Several extra

German counters have been provided which are not necessary for game-play.

DAGC counter information (200 total):

German:

65x 2-5 inf.

13x 1-4 inf.

 3x 1-5 inf. 

 1x 1-5 ski

 1x 1-5 cav.

14x 1-8 kampfgruppe

 8x 5-8 arm.

 6x 4-8 mech.

Soviet:

57x 3-4 inf.

 9x 4-5 gd. inf.

 3x 3-5 cav.

 7x 5-6 arm.

 2x 6-6 mech.

 3x (1)-1 railhead

Misc:

1x grey blank

2x 1/2 grey, 1/2 brown blank

2x 1/2 grey, 1/2 dk. grey blank

2x brown blank

1x Game Turn

Donau Front (S&T #131) Errata and More Trivial Corrections

- Table of Contents: the Sequence of Play is on page 3, not page 2.

- [1.0] How to Move Units & [1.2]: the Terrain Effects Chart is 1.5,

  not 1.6 and it is found on page 8, not page 9.

- [3.0] Stacking: delete "retreat" from the third sentence. Over-

  stacking caused by retreats is covered in 14.3.

- [4.4] Disengagement Table: "Rough Woods" should be "Rough/Woods".

- [15.14] PACT Second Echelon: the word "by" in the first sentence

  should be "but".

- Terrain Efeects Chart Note #6: add "except helicopter type unit and

  units using helicopter type movement."

- [25.3] Order of Appearance: replace "(see exclusive rules)" with

  "(see [22.0] Airborne And Airmobile Units).

The East is Red S&T 42

[4.2] (Superfluity): Players should delete the seventh phase of each

Player-Turn. There are no Air Interdiction operations in the game.

[5.21] (Omission): Whenever a unit's Movement Allowance is halved, and remaining fraction is dropped. Note: The "forest" hex mentioned in this example is synonymous with a rough terrain hex.

[5.23] (Clarification): Soviet Artillery Units may not voluntarily move adjacent to Chinese units. A Soviet Artillery unit may, if forced to, retreat into a Friendly occupied hex adjacent to a Chinese unit.

[5.43] (Omission): Mechanized units may use rail mode movement in either the Initial or Mechanized Movement Phase. A mechanized unit using rail mode movement may not, however, move normally in the same Player-Turn.

[5.47] (Omission): Units using rail mode movement are subject to the

normal Stacking rules, but there is not Movement Point expenditure to stack and unstack a unit which is using rail mode movement.

[6.1] (Clarification): Soviet units and Chinese mechanized units expend one additional Movement Point to enter an Enemy controlled hex even if the hex is already occupied by a Friendly unit. i.e., for normal movement Friendly units do not negate Enemy Zones of Control.

[8.5] (Clarification): The Soviet Player may not execute substitution

after his Second Movement Phase if such a substitution would result in a violation of normal stacking limitations (three units per hex).

[9.5] (Clarification): In the last sentence of this case the units

referred to as ''Friendly" are to be considered friendly to the unit

defending against the concentric attack.

[9.61] (Omission): Soviet Artillery units may also attack in conjunction with the Soviet Marine Division (2-2-6). There are no special preconditions restricting Soviet Artillery units using their Defense Strength(s).

[10.1] (Omission): In an Exchange combat result, the Attack loses Attack Strength Points equal to the printed Defense Strength of the defending units (which are eliminated).

[11.1] (Clarification): The Soviet Player traces a supply path to any

Soviet or Mongolian rail hex which is linked by a contiguous series of Soviet rail hexes and hex sides to hex #0701 or hex #3131. Alternately, he may trace a supply line to a Soviet supply unit from which it is possible to trace a contiguous path of hexes (of any enterable terrain) to hex #0701 or hex #3131. A Soviet supply path may never be traced through a Chinese occupied hex. a Chinese controlled hex which is not occupied by a Soviet unit. a Major City hex not occupied by a Soviet unit, or a Chinese Industrial hex with an undestroyed intrinsic strength.

[11.12] (Clarification): The Chinese Player traces a supply line to any

Chinese rail hex which is connected by a contiguous series of Chinese rail hexes and rail hexsides to hex #0132. Alternately, a Chinese Supply line may be traced to any Chinese Industrial hex not occupied by a Soviet unit. A Chinese supply path may never be traced into or through a Soviet occupied hex, a Soviet controlled hex unless occupied by a Chinese unit, or a Soviet Industrial hex with an undestroyed intrinsic strength .

[12.13] (Correction): In the example given in this case the correct

movement costs are 5 plus 2 plus 1. Five Movement Points to enter the rough terrain hex, two Movement Points to cross the river hex side and one additional Movement Point to enter an Enemy controlled hex. Note: In the Terrain Effects Chart, Chinese Tank and all Soviet units expend one additional Movement Point to enter an Enemy controlled hex and must cease movement upon entering the Enemy controlled hex.

[13.14] (Omission): An unoccupied Major City exerts a Chinese Zone of Control identical to that of a Chinese unit. A current Soviet occupation of a Major City negates this effect.

[13.21] (Omission): Attacking units which achieve a 'Dr, Ex, or De''

combat result in an attack on an industrial hex may enter the industrial hex by an Advance After Combat.

[14.0] (Omission): Soviet Air units may not move and Soviet Air Strikes are not allowed on the first Game-Turn of any Scenario.

[14.4] (Omission): Soviet Air Units may enter Rough Terrain hexes and an Air Strike may be projected from an Air Unit in a Rough Terrain hex.

[17.21] (Correction): In the Current Readiness Soviet Deployment in M

plus 1 and M plus 30, Soviet units may be deployed (stacked) in adjacent industrial hexes. They may not otherwise be deployed in adjacent hexes,

THE MAP

Note: It is not possible to use rail mode movement or trace a supply

line by rail between the two unconnected rail spurs in hex #3228.

Fall of Rome (S&T 39) errata 

[3.2] (Superfluity): There is no Terrain Effects Chart.  The Movement Point cost of entering a particular Area is printed on the mapsheet.

[3.21] (Clarification): "Barbarian Regulars" and Barbarian Levies" are the same.

[3.4] (Correction): The definition of Barbarians refers to all Levies,

Militia and Raiding Parties of all six types of Barbarians (German,

Scythian, Taurican, Dacian, Pictish, and Hun Barbarians).

[4.2](B) (Omission): Persian Movement is #9 of Phase B, Non-Roman and Non-Loyal Roman Movement Phase.

[4.2](J) (Clarification): Militai units are never affected by the Barbarian Attrition Phase nor are Barbarian Regular or Levy units if in their Home Province.

[5.45] (Clarification): Independent State Regulars must first move upon the smallest concentration of loyal Romans in their Home Province. Barbarian Regulars, if they have not left their Home Province (for a calculated "richest province"), must move upon the smallest concentration of loyal Romans in their Home Province.

[5.62] (Clarification): The Procedure is repeated for each Area moved into until the Barbarian force encounters a hostile force or a die roll of "1" or "2" comes up, whichever is first.

[5.63] (Omission): If a Raiding Party gains Control of its objective, it

must leave a garrison equal to the Victory Point total of the Province and select a new raiding objective.  If it does not have enough Strength to maintain a garrison, it does not leave its target once it arrives there.

[5.64] (Clarification): Barbarians never have to garrison their Home

Provinces, nor do they have to garrison (or Control) any Province they pass through on the way to their "richest province" target.  If on the way they incidentally control a Province, this helps them in that they will not suffer from Barbarian Attrition while in that Province.  Barbarian Forces must garrison conquered target Provinces with a number of Strength Points equal to the Province's Victory Point total.  If they do not have enough Strength to maintain a garrison, they do not leave for a new target.

[5.65] (Change): The Barbarian Regular "Richest Province" calculation is based on the nearest, richest ROMAN-CONTROLLED Province.

[5.65] (Correction): The sentence "It is judged each Game-Turn for each group" is incorrect.  The "target" Province for a group is only changed if two groups with two differing destinations merge into one combined force.  After such a merger takes place a new "target" Province should be determined for the entire group based on the group's current position on the map.

[5.72] (Clarification): If the Persians manage to Control Persia,

Mesopotamia, Armenia, Syria, and Asia, they do nothing but wait and grow rich.  Of course, they must attempt to deal with all enemy incursions into their territory.

[5.74] (Change): Persian Regulars may enter any Province in their usual priority of conquering (Mesopotamia, Armenia, Syria, Asia).  They are not restricted by their beginning Strength vs. Militia Point value.

[5.83] (Clarigication): Independent States always have Active Militia for their Home Province and any Provinces they Control.  Persians always have Active Militia for Persia,and any Province they Control, and such Provinces as the Scenario lists to be equipped with Active Militia.  All other militia (Roman or Barbarian) are active per the Scenario only.

[5.91] (Correction): Independent State Units, after clearing their home Province of all hostile forces, must move into the lowest Militia Strength Point value Roman or PERSIAN controlled Province adjacent to their home Province not already controlled by units of that Independent State and attempt to gain control of that Province.

[6.31] (Clarification): Two or more undestroyed Barbarian forces in the same Area might all attack (in separate attacks) loyal Romans in the Area.  This is done during the Non-Roman and Non-Loyal Roman Combat Phase.

[6.33] (Clarification): Non-Romans fight other non-Romans immediately upon contact within the same Area (i.e. during a Movement Phase).  It would be possible for one force of Barbarians to attack twice in one Game-Turn; when they halted Movement because of a hostile non-Roman or non-loyal Roman force (they would attack the smallest hostile force in the Area from this

group), and then to fight again (with the Loyal Romans) during their Combat Phase.

[6.34] (Clarification): Barbarians may only attack Loyal Roman forces during the Non-Roman and Non-Loyal Roman Combat (Phase C of the

Sequence-of-Play).  Any fighting among hostile Non-Loyal Roman force occurs during Movement.

[6.38] (Clarification): Non-Roman units that begin their Movement Phase in an area with other hostile non-Roman units may combine with units of the same nationality which enter that area during the Movement Phase.  This combined force must attack the hostile force sharing the area.  The original units which began in that area may be used to attack the hostile

force in such a situation.

[7.0] (Superfluity): The last sentence of the Procedure ("if any hostile force....increase their garrison...") is misleading.  The Romans will be aided by a Province's Militia if that Province had active Militia per the Scenario. [Remember that Militia will never help Barbarians who have conquered them; only Romans, Persians, and Independent States can "win over" Active Militia.]  If a hostile force moves into a Roman Province with Active Militia (undestroyed), than the mere existence of that militia means the Province remains in Roman Control.  If all the militia is eliminated, then when a Barbarian force moves into the Province, the Romans must

immediately (on that Game-Turn) move in Strength equal to one-third of the largest hostile force in the Province in order to retain Control.  Once they lost Control, the Romans will have to move in Strength Points greater than the largest hostile (non-Rebellious Legion) force in the Province in order to re-exert Control. 

[7.11] (B) (Clarification): For Control, the Barbarians must have

superiority of Strength Points over the largest hostile force except

Rebellious Roman Legions. Rebellious Legions do not affect Barbarian Control.

[7.11](D) (Change): The Persians do not have to observe sub-case D

(Strength Points equal to the Province's Victory Point total) in order to control a Province.  Only sub-cases A, B, and C must be ovserved.

[8.21] (Clarification): "Any smaller group" should read "any group of

one-half or fewer Strength Points of loyal Roman legions."  This means that any group of rebellious Roman Legions will "take along with them" a group equal to half or fewer of the Rebel's Strength.  If the loyalist group they encounter is greater than half, the Rebels must stop; and they may proceed to Rome the following Game-Turn.  The Rebels will never attack Loyal forces; however, Loyal forces may attack Rebels.

[8.22] (Clarification): If the Rebellious legions which have reached Rome are, or become, the largest group of Legions (loyal or rebellious) in any given area on the entire map, then effects a and b, as stated in this case, take place. This refers to the rebellious legions only after they reach Rome-not during their march back to Rome.

[8.3] (Clarification): Rule [8.22] is also applicable if the rebelling

Legions which have reached Byzantium are, or become, the largest group of legions in any single area on the map.  In such a case, all rebelling Legions in Thracia-B (Byzantium) become loyal again and 33 Tax credits are deducted from the Roman Treasury.  If, after 390 A.D. Thracia becomes an independent  State, Legions which rebel east of Thracia-Aegyptus nevertheless march on Byzantium.

[8.4] (Clarification):  If rebelling Legions are attacked by loyal Legions any combat result except a "no effect" result causes the rebellious Legion to become loyal again.

[8.5] (Clarification): Rebellious legions must stop only if they move into an Area occupied by loyal Legions whose total Combat Strength exceeds one half of the total Combat Strengths of the rebelling Legions.  The rebellious Legions do not attack the loyal Legions although the loyal Legions may attack the rebellious Legions during the Loyal Roman Combat Phase. Rebellious Legions which survive such an attack (or if not attacked by the loyal Legions) must leave that area and continue the march on Rome in their next Movement Phase.  While marching on Rome rebellious Legions may never attack any Non-Roman units.  Non-Roman units which enter an area occupied by rebellious Legions must attack those legions if no other

hostile force is present in that area.

[10.0] ( Clarification): Loyal and Revolting Roman militia may be placed in any Area of the appropriate Province.  They may not be placed anywhere on the map.

[10.32] (Clarification): Revolting Militia are not put down by the

appearance of an equal number of Loyal Roman Strength Points; the only result is that the size of the revolt does not increase.  A Militia Revolt (Internal Revolution) where there is no equal or greater number or Legions somewhere in the Province (regardless of which Area the Revolt occurs) will double in size each Game-Turn (in the 1st Phase of the Game-Turn) until the Militia reach the Militia Strength Point Value of the Province, or the Militia are destroyed in combat, or an equal number of Legions enter the Province (stabilizing the revolt).  Therefore, a Militia Revolt of 2 Points

in Aegyptus becomes 4 Points if not equalized; then 8 Points; then a

maximum of 10 Points (the Militia value of Aegyptus). The presence of an equal number of Points during the Internal Revolution Phase keeps the Revolt from increasing.  However, to end the revolt, the Militia must be destroyed by combat; and until they are destroyed, no Tax Credits are collected.  Once the militia is destroyed, the Province is loyal again, and the militia are then active in favor of the Romans (assuming the Scenario made them active).  Until the Revolt is put down, the militia will attack any loyal Romans in their Area.  Revolting Militia are not mobile; only Loyal Roman Militia are mobile.

[10.8] (Omission): Non-loyal Romans do fight.  Revolting Militia fight

everyone except Rebellious Legions.  Often a Barbarian force will enter an Area and destroy Revolting Militia, thereby doing the Romans' work for free. Rebellious Legions marching on Rome do not attack anyone. If they come upon an Area with more than half their number in Loyal Legions they must stop.  Rebellious Legions that become Independent State Regular units fight by the Independent State Rules (see 11.32).

[11.34] (Change): To receive a unit, the Persian Player must pay two Tax Credits per Strength Point on the Game-Turn for replacement.

[11.34] (Omission): The Persian treasury cannot be captured.

[12.0] (Clarification): Regardless of the size of their respective

Treasures, Roman and Persian forces may never exceed the Strength with which they began the Scenario.

[12.12] (Omission): The Province must be Roman-Controlled for the Roman Replacements to arrive.

[12.25] (Clarification): The last sentence of this case supercedes the

first sentence, i.e., Persian replacements may move out of Persia to regain control of a previously Persian controlled Province even if they cannot reach the lost Province in a single Movement Phase.

[12.25] (Clarification): If Persian forces do not control Persia, no

Persian Replacements may arrive.

[14.1] (Omission): Fractional losses due to combat are rounded up.  For instance, 1/2 De for five Strength Points means three Points are lost. 1/2 De for one Strength Point means one Point is lost.

[15.0] (Clarification): See the Mapsheet for Period Chart.

[16.0] (Clarification): The omission of Hun Barbarians on the Barbarian Creation Table is not an error.  Hun Barbarians only enter as directed by the Scenarios.

[16.1] (Omission): Barbarians cannot be raised if their Home Province is controlled by  anyone save themselves.  If control is contested (say, Scythians and Romans fighting for Dacia), than Barbarians may be raised.

[16.2] (Clarification): Barbarian Regulars and Barbarian Levies are the same.

[17.2] (Clarification): The omission of Germania on the Internal Revolution Results Table is not an error.  There is never an internal revolt in Germania. A die roll of two results in four Revolting Militia Strength Points in Illyria (not six).

[17.32] (Clarification): In Time Period G Internal revolts may occur in Provinces which are not controlled by the Romans.  Such revolting militia are hostile toward all other forces.  If such a revolt takes place in a Persian controlled or Independent State controlled or Home Province, the Persian or Independent State regular units are obligated to move to the Province and eliminate the revolting militia.

[19.0] (Clarification): A designation of "B" or "L" means the same:

Barbarian Regular forces.

[19.1] (Correction): Add Active Militia in Britannia and Taurica

[19.2] (Omission): Add Graecia to the list of Roman-controlled Provinces for Scenario Two, 247 A.D.

[19.5] (Clarification): In the Roman controlled Provinces all militia is active at full printed strength.

[19.5] (Clarification): On Game-Turn Five, Hun arrival, the Huns will be unable to move as they will have to engage the Active Scythian Militia (unless Scythia has been conquered by a hostile Barbarian force).

MAP (Clarification): Asia-A and Thracia-B are adjacent.

COMBAT RESULTS TABLE (Change): The results for a 6-1 Attack should read: die roll of 6 is a "De" result.

RRATA -- Far Seas S&T 125

1.  Port Moresby has a point value of 2.

2.  Rule 4.1 -- The first sentence should read:  Each game turn is

    divided...

3.  The Japanese turn 5 reinforcements are incorrectly marked R4 on the counters.  The rules and map are correct.

4.  Rule 5.4.2.1:  The Japanese can move into Area 30, in addition to

    the other areas listed. (from S&T 131)

5.  Movement:  Ships can move diagonally.

Questions and Answers:

Q.  In 4.3.9.2, it is stated that surprised British ships can not attempt to run.  In 4.4.2.1, it is stated that British sips which run can not be surprised 

A.  Both. 4.4.2.1 is referring to a situation where a British ship has 

discovered a German ship and the German ship accepts combat.  In that case, the British ship may then decide to run.  Unlike a British ship that can attempt to surprise such a German ship (4.2.2) 4.2.2.1 is trying to make clear that a German ship can not attempt to surprise a British ship when this situation is reversed.  Germans can only surprise per 4.3.9 et seq.  However, any ship that is surprised cannot attempt to run.

Q.  Rule 4.5.4 states that any ship which has not previously attempted to run may attempt to run after any combat round.  Does this mean that a particular ship or group of ships may only have one chance to run during combat?

A.  Yes.  You can choose to run before combat or accept combat.  If you  accept combat, you may change your mind after any combat round and attempt to run.  However, any ship that attempts to run and is caught, whether before combat or after combat, cannot attempt to run again but must fight until sunk or victorious.  This means just one running attempt, not after every round.

Q.  Can surprised ships attempt to run during later rounds of combat?

A.  No.

Q.  Since rounds are resolved at A range first, then B range, then C, can ships of C range only attempt to run before actually closing to C range?

A.  No, if it could survive to C range it could wait until the results of

    the C range combat before deciding to attempt to run, assuming it

    decided to accept combat to begin with.

Q.  Does combat between two C ranged ships start at C range?

A.  Yes.

Q.  Is C range and torpedo range the same?

A.  Yes and No.  C range is the maximum range at which torpedoes can be fired requiring a role of "1" to hit.  Torpedo range is within C range and allows a hit on a roll of 1-3, however, gunnery damage is assessed before the torpedo attempt and a +1 applies to the opponents gunnery round against a ship that advances to torpedo range.

Q.  Do British ships suffer penalties for being surprised?

A.  Other than being sunk, no.  They use gunnery and torpedoes normally.

Q.  If a British ship goes on station segment 1 and another British ship goes on that same station during segment 2, can a German ship that moves during segment 2 surprise the second British ship?

A.  No.  Ships on station guard for the turn.  On segment 2 the two British ships would be guarding as a squadron, since the first ship did not move during segment 2 it cannot be surprised (4.3.9.1), therefor neither ship can be surprised.

FIRST AFGHAN WAR (S&T 179)

8.6 Headquarters [correction]. Each HQ can add its Tactical Factor to

the die roll of one friendly unit (or group of units of the same weapon and morale types) in the force per round [not per battle].

13.5 Afghan reinforcements, replacements, desertions [clarification]. Afghan headquarters may be taken as reinforcements, counting as one unit each if they have not already appeared in a scenario. Mohammed Dost may not be taken as a reinforcement in Scenario 2. Eliminated Afghan HQs may not be taken as replacements. A player may choose to remove an Afghan HQ from play due to a desertion result. An HQ removed via desertion may be reintroduced into play later as a reinforcement.

Scenario 1, 5.1 British Initial Deployment [correction]: the two

European "horse artillery" batteries should read "light artillery."

Afghan Event #51 [correction]. Change "Assimilation" to "Fair Play."

Map Supply Chart [deletion]: ignore reference to "Completed Railroad."

Counter Sheet. As mentioned in the rules, the British 1/2 and 2/2

artillery units should have a weapons class of "F', not "M".

The two markers with British flags in the lower right corner of the

counter sheet should read "Fair Play" on the front and "Atrocity" on the reverse.

FIRST BLOOD: GUADALCANAL S&T 178

Clarification: Off-map Areas are the same as Holding boxes. The Japanese Amphibious Assault Area is not on the map - use the sea area near the Turn Record Track. The U.S. offshore area is also not on the map – use the area by the flag.

Rule 14.1: -1 per air unit as per chart.

Rule 6.2 and 15.1 [error]: Should be hex 0816.

Terrain Effects Chart [omission]: ZOCs do not extend across rivers.

FLIGHT OF THE GOEBEN ERRATA S&T 21

STRATEGIC GAME:

Colliers: Colliers carry the same amount of coal as the other

German ships, 36 units. This includes both their own coal and the

coal that they are carrying in their holds. Colliers can use the

coal in their holds for themselves. When coaling a German ship

from a collier, the amount of coal taken on by the German ship

comes from the collier's Coaling Index. A collier may recoal more

than one German ship in a turn, but will have its coal supply

fast depleted if it does this. The German player may take all the

coal from a collier thus leaving it empty and dead in the water.

Colliers may recoal in the same manner as other German ships.

British Ultimatum: British and German ships can not fire on each

other until the 0300 Aug.5 turn, not the 1500 Aug.5 turn. The

reference on the Turn Record Chart is correct.

French 19th Corps: To get any points for getting this corps to

France, it must arrive at Toulon by the 1500 Aug.8 turn at the

latest. The 1500 Aug.7 turn reference in both the rules and on

the Turn Record Chart is incorrect.

TACTICAL GAME:

Scale: 1 foot = 500 yards, not years, in outdoor play.

Routine of Play: Each repetition of the four steps constitutes a

Battle Turn.

Routine of Play: Step 1 - Both side move their ships during this

step. Before moving each player rolls one die. The player with

the higher die roll moves his ships second. Ties are rerolled.

Routine of Play: Step 2 - Both players predesignate the target

ships that each of their ships is firing at before any firing is

done. Note that turrets may have one, two, or three guns in them.

Check the ship counter to see how many turrets they have. Some

ships have secondary guns in both one and two gun turrets. These

ships are the French Pre-Dreadnought Battleships Republique and

Patrie. These ships would have three single and three double gun

turrets when firing a broadside and two single and two double gun

turrets when firing ahead or astern. Those ships that have hull

mounted secondary batteries (BB and BC Class Ships) count each

secondary gun as a one gun turret.

Routine of Play: Step 3 - The die is rolled once for each heavy

gun (13.5" - 11") hit on the ship.

Routine of Play: Step 4 - All damage, including heavy damage from

the previous step, takes effect at the end of this step after all

damage on both sides has been determined.

Heavy Damage Table: All references to turns refer to Battle

Turns, not turns in the Strategic Game.

GOEBENLINK

1 - A Battle Turn takes three minutes, therefore there are 20

Battle Turns in an hour. After 60 Battle Turns any friendly or

allied ships in an adjacent hex on the strategic map may move

into the battle.

2 - Each ship may fire a maximum of 60 Battle Turns. For those

players who want to keep records, mark down on a sheet of scratch

paper each Battle Turn a ship fires.

2a - A ship may resupply 10 Battle Turns of ammo during each

strategic turn of recoaling.

2b - A ship expends 10 Battle Turns of ammo when it bombards a

port during a strategic turn.

GERMAN COUNTERSHEET

The Turkish Battleships Sultan Osman I and Reshadien are not part

of the Goeben game. These are just extra ships which were

included for players who wanted to try some hypothetical

engagements with the Turks.

Received all errata for Fortress Stalingrad (S&T#124) from DG.

Errata for Fortress Stalingrad

1. Counters:

The German 5th Infantry Corps needs a black dot in the upper-left corner of its 2-step side. One of the German garrison units is missing a "1" to the left of its unit symbol for step strength.

2. Map:

It’s kind of hard to see where major rivers begin and end unless you’ve got ideal lighting. The Volga is all major river hexes. Likewise the Dnjepr (but not its Samara tributary). The Don becomes a major river at the place where hexes 4016, 3915 and 3916 come together. That’s all the major rivers there are. Only those hexes actually containing green coloration are to be considered woods hexes. The black tree symbols flowing into neighboring hexes should be ignored.

3. Rule 15.5 (clarification):

The non-corps, one-step, German units do indeed yield victory points for their destruction, you just don’t record any "totally destroyed" bonus points for them as you do for regular corps. Further, the "totally destroyed" bonus for the multi-step ad hoc units is recorded. That is, FP, Ho, L/K, SF, MI and RS do earn that bonus. (Likewise, Group Popov, once the FMCO is declared, would earn the bonus destruction points for the German.)

4. Rule 15.4 (clarification):

The Soviet need not destroy German/Axis steps in actual combat to gain VPs for them. That is, German/Axis units that waste away due to supply likewise yield VPs. This same holds true for the German player once the FMCO is declared.

5. Rule 10.47 (add):

If a defeated mobile assault force is placed back in its launch hex, and there absorbs its combat result as a step loss(es), it may not move farther – except to launch another MA if it’s got the movement points remaining to do so – unless the unit(s) that just defeated it are ones that exerts no ZOCs. Otherwise the "sticky" EZOCs pin it. (That pin effect would hold, too, if other enemy units not previously MAed exerted their ZOCs into the defeated MAers’ end hex. If the MAing force chose the MA-again option, it could MA into a different, adjacent, enemy occupied hex.

From S&T#167

Franco-Prussian War 

27.2 The last portion of the example should read: ... so, at the

beginning of the movement phase, a different HQ than 2nd Army plays an Operations Marker to perform a Strategic Intelligence Operation against the inverted French unit. The distance between the HQ and the unit does not affect the outcome. The German player decides to flip over the inverted French unit. It turns out to be a single cavalry division. Realizing this will be an easy kill, 2nd Army expends its first Operations Marker of the turn to March toward the French unit without rolling on the March Table. In the German combat segment, 2nd Army expends its second and last available Operations Marker for this turn in order to obtain Tactical Superiority and fire first. 

28.1 French System D Operations (change): When the French player chooses to attempt an Operation, place the marker with the HQ making the attempt. Ignore the words "Elan", "Effective," and "Ineffective" on the French markers. Then roll the die and consult the: 

Systern D Table (28.1) 

Die roll 

Result Elan Effective Ineffective

"R" HQ 1    2-3       4-10

"P" HQ 1-2  3-5       6-10

"E" HQ 1-3  4-7       8-10

34.3 Third Republic is instantly declared when Napoleon III is

eliminated. Do not wait until "next turn." 

35.3 (6) Begin Levee en Masse in the next French Mobilization Segment. 

Scenario 1: The special rule should read "any three of the following

five hexes." 

Political Event Explanations: 

Democratic Uprising in Prussia (1) (correction): Immediately lower

German National Will by the equivalent of one die roll. 

Morale b (2) (clarification) A Morale event marker may be played by

any friendly force against one adjacent enemy-occupied hex. Any

demoralized units in the hex surrender. 

South German Withdrawal d (correction): South German units are

reintroduced if the "Wilhelm Crowned Kaiser" event takes effect. Place the units back in the German Mobilization box. 

Lessons Of History (p. 36) 

German Player Turn - Movement (column 1) (correction): Delete the

sentence "German expends Operations markers to make it so." 

German player turn - Combat (column 2) (corrections): In the Second

Army's attack on St. Avold, when the surviving French defenders fire

back, the Germans do not gain any terrain benefits for occupying

Forbach. This means the Second Army would lose the full 40% shown on the battle chit, in this case 2 SPs. 

In the First Army's attack, the French 2nd Corps can still fire back

even when Demoralized, but at half strength (1 SP). The Combat marker "40/P/Cd" is chosen, which causes no casualties (40% of 1=0.4, rounded down to zero). Also, there is no Demoralization of the "P" class German units, because each of them is larger than the entire French force. Since no French cavalry divisions are present, the "Cavalry Blown" (Cd) result is ignored. 

In the Third Army's attack, when MacMahon fires back, the German gains no terrain benefits and loses the full 40% required (4SPs). French player turn - Movement (column 3) (correction): The Demoralized French 2nd Corps has its printed movement allowance halved from 10 to 5 MPs, not seven.

*FRIEDLAND (S&T 151)*

Q: Some of the CRTs don't seem to have all the necessary

information, or it is unclear what terrain types are linked to

which row of attack strengths. What am I supposed to do in these

cases?

A: Things are better than they look, but the computers were not

kind to us here!  On the Infantry--Linear CRT, the line beginning

with 4(-) is used when attacking into, out of, or across Stream,

Hilltop, or Peak. On the Infantry--Column CRT, the same types of

terrain are linked to the line beginning with 2(-).

The blank space in then center of the "die roll 4" row of the

Infantry--Linear CRT should read "-". On the Artillery--Bombard

CRT, change the result in the first column across from the die

roll 8 result from X to "-"; change the second column across from

die roll 8 from Td to "X".

Q: Do you have to remember to subtract one from the movement

allowance of Disordered units, as indicated on the "Effects of

Disorder" chart?

A: No. A design change limiting "fog of war" rules to leaders

permitted reduced strengths of combat units to be printed on

their backs, so this requirement should be deleted.

Q: The Line of Sight rules say only enemy units block LOS, but

note "a" of the Terrain Effects Chart does not mention this.

Which is right?

A: The rules. Note "a" on the TEC should say LOS is blocked if

the hex contains an enemy combat unit.

Q: Is the Disintegration Level changed simply because the CRT

yields a Break (b) result, even when no units are eliminated or

Shattered?

A: Yes. Disintegration points are also gained when a unit is

Disordered by a Break result. 

Q: In the Elan Chart, can a nationality that gains a special

combat shift also benefit from the one column shift under "ALL"

nationalities?

A: No. A unit can select only one effect (movement or combat) and

only one type of elan category. Thus, a French unit that

qualified for both the "France" and "ALL" combat shifts would

have to select either the 1R or the 2R benefit, and could not

combine them into "3R."

Q: In Scenario 2 and 3's "special instructions," it says that

Elan markers are received "from Friction Events," but there is

nothing about this anywhere in the Friction events description

(rule 17). What is supposed to happen?

A: No Elan markers are received or lost due to Friction results.

Delete the references to Friction events found in the scenarios,

and simply gain the indicated number of markers per turn if they 

are available.

CHARTS & TABLES

Q: Are the 3-4 and 5-6 columns in the Infantry Skirmish CRT

really supposed to be identical?  Also the 7-8 and 9-10 columns

as well?

A: Yes. The strength column headings are standard throughout the

six CRTs to allow players to become familiar with their basic

structure and ease their use.  This created the necessary

duplication you discovered.

Q: On a "W" combat result, who is the "owning player" that

withdraws units?

A: The attacker is the owner in this case.  The "W" result should

read: "The owning player has the option to move ALL attacking

units involved in combat one hex..."

Q: What happens to an attack that is shifted left or right off

either end of a CRT? If the attack strength is lower than the

value listed in the far left column, is the attack prohibited?

A: As the Column Modifiers on the Player Aid Card (p.31 of the

magazine) states, shifts that exceed the table boundaries are

ignored. The "(-)" following the numbers in the far left column

are meant to indicate that attack strength that is equal to OR

LESS THAN the indicated number uses the far left column.  Thus,

the "4(-)" column is used whenever the attack strength is four

points or less. However, units with zero (0) combat strength may

not attack at all by themselves.

Q: If any artillery unit that receives a "T" result fails the

required Morale Check, how long does the "no effect" result last?

A: Just for the duration of the single Bombardment attack.

On the Detailed Sequence of Play, #3. Movement segment, it should

state that no unit or commander is required to attempt movement,

but if it does (or the decision is made not to attempt movement),

the unit is "Finished."  The three choices listed in each of the

brackets should read "Cannot Move or May Move or Must Move." Step

3 should read Step C, and the "Corps Commander" box should be

labeled "Combat Unit."  Under #4. Reaction Movment, drop the

double asterisk (**). See rule 20 for details about how to decide

whether to react, and optional rule 20.4 for the Mandary Reaction

Check.

In the French Fog of War holding area, it should read "keep

hidden from the Russian Player). The "Contingency Reinforcement"

is limited solely to Murat.

In the Army Disintegration Chart, each enemy unit eliminated in

the Basic System or Shattered in the Advanced Rules causes the

friendly Disintegration Level to be REDUCED by one (-1).

The Contact Chart applies only to artillery fire in the Basic

System, but to all units serving as observers as well as

artillery when using Advanced Rule 24.3.   The first and third

rows are contact ranges for "Artillery unit, Commander [Adv. Rule

16.3], Detachment."  Each of these unit types has the same normal

contact range.  The "Bonus" in row 5 is added if the OBSERVING

UNIT (not the target) is located in the indicated terrain.

The five column modifiers beneath the "ADVANCED RULES ONLY" line

in the Column Modifiers for all CRTs chart (p. 31) are only used

when the indicated advanced rules are in effect.

When a [C] or [I] result is received on the Leadership Table, all

subordinate or assigned units and corps commanders except those

stacked with the commander making the leadership check are

treated as Out of Command (O).

The Command Example of play (p.28) should read as follows: The

Corps Commanders (C's) can be assigned or excluded, as the Army

Commander wished. If A did not assign C2 to himself, but directly

subordinated U2-a, and C2 did not make i ts own Leadership Check,

that would mean U2-b would have to make its own individual

Leadership Check if it wanted to attempt to move at all. Terrain

does not limit or affect a Commander's Range in any way. (This

changes when using Advanced Rule [16].)

The missing last portion of the Engagement Zone Example (p.28)

should read: A unit retreating into any enemy EZ hex would be

subject to a morale check (Basic System) or an Engagement attack

(Advanced rules). Thus a unit would have to make a check or

suffer an Engagement attack if it entered hex B.

"Lessons of History: Ney vs. the Cossacks"

The printed hex numbers are incorrect, due to a last-minute

change by the map maker. The correct hex numbers are in

parentheses after the corresponding incorrect hex number: 

2711 (2118), 2712 (2117), 2713 (2116); 

2811 (2019), 2812 (2018), 2813 (2017);

2911 (1918), 2912 (1917), 2913 (1916); 

3012 (1818), 3110 (1719);

3210 (1620), 3211 (1619).

Germania (S&T175) 

9.43 Movement (clarification). Units using Cross Country movement

which began their movement on a river hex, may continue moving along the same river without stopping.  They may exit the river, but must stop their movement when entering another river hex (unless moving along with an engineer). 

Scenarios 1&2

Victory Conditions (clarification).  Elimination of enemy units refers to units destroyed in combat, not due to events, attrition or other non-combat causes. 

Scenario #2, Special Rules

Special Rule 2 (addition): The Barbarian Player may not move the Eagles marker until at least one Roman unit enters the hex containing the Eagles marker. The reason for this addition was it becomes too easy for the German to pick up the Eagles and lead the Romans on a merry chase.

Supply Table (addition)  Forest terrain should be on the same line as

Open/Mountain/River.

Grunt S&T 26

PROBE

In the Two-Player Basic Game, the U.S. Player discovers N.L.F.

units by announcing a Probe of any (or all) suspected Enemy

occupied hexes to which the U.S. Player has units adjacent.

Probing takes place after the U.S. Movement Phase and before the

Combat Phase.  U.S. units may not fire into a hex which was

probed in the current U.S. Player-Turn. Once turned...(leave

remainder as is).

PINNING

 (Second Paragraph)

Units which have been pinned may not move or fire in their

ensuing Player-Turn. Remove the Pinned Marker at the end of

the pinned unit's next Player-Turn. Helicopters are not pinned

but units being landed by them may be pinned.

INTERROGATION

 (Third Paragraph)

If you interrogate a porter, you may roll the die twice and

use both results.  Cache units uncovered by interrogation

may not be moved subsequently by the N.L.F. player.

CIVILIANS

In the last sentence the italicized phraze ("except civilians")

should be expanded to say ("Except civilians which are immobile

throughout the game")

AMMUNITION AND SUPPLY

 Reconnaissance-by-Fire

 (Change the second sentence to read)

In this technique, the Player may choose any hex within range,

but not necessarily within the Line of Sight, of any unit

capable of fire, and fire into it.

CASUALTY COMBAT RESULTS TABLE

(D)  Abandoned casualties cause additional point loss.

American casualty units are considered lost if they are left

on a booby trap counter; if not airlifted out; or if not

accompanied by a medical unit; at the end of the game.  N.L.F.

casualty units are considered abandoned if they have been

picked up by an American medical unit, and not recovered by

an N.L.F. unit by the end of the game.

INTERROGATION RESULTS TABLE

 (In the last sentence of the first paragraph change it to read)

If the second result is "Peasant Wounded" then the Porter can

be considered as killed under interrogation: U.S. Player sub-

tracts five (5) points from his score immediately.

SNIPERS

Snipers are ordinary combat units with an Attack Strength of

"1;" the only differences in these units are that they may

move independently of Command Control, and the first time

they take either points or casualties (depending on which CRT

is in use) they are removed from the game board.

BODY COUNT

 (On page 38xs of the rules, the eleventh line of the second

 paragraph of the Body Count rule should read)

though they may not fire while...

N.L.F. ORDER OF BATTLE CHART

 (Make the following changes)

Mobile Base Camp should have on Records and one Radio;

give 60 points to U.S. Player;

Mobile Training Camp should have one Records;

Supply Depot should have four Ammunition;

N.L.F. Held Area should have three Commanders.

Hannibal S&T 141

1)sea combat 16.3.c = In naval combat who decides which fleet has to be removed (it may be important since some fleet may carry units/leaders while other not)?

Owning player chooses units to be lost.

2)Attrition 27.1 = An intercepting fleet/fleets suffer attrition?

A force that retreat or flight from combat and moves through a mountain pass does suffer attrition?

Yes to both.

3)Diplomacy Table A event "Defense of Italy" = If a Leader is eliminated in Italy (for example in combat) is the rule satisfied or you have to move another leader in?

This is fine.

Hastings, 1066 S&T 110

Counters: The two Norman (red counters) foot with "D" morale should have a "C" morale.

Map: (Set-up Hexes) There is one extra "FF" (France-Flemish Foot) set-up hex; ignore hex 1307.

(The Norman Battle Order Determination Table, 4.46) In the Foot Battle Order section, ignore the words "Aggressive" (after "Shield Wall") and "Moderate" (after "Melee/Fire"). They have no meaning.

[4.48] Although it seems fairly obvious, we erred in not telling you to start the Strategy Effects Tracks at"0". In addition, at the start of the second Assault Period, return all ratings back to "0".

[4.23] When determining the Norman Strategy Effect from the Battle Order Determination Table (4.46) the separate effects of the Knights and the Foot are combined (i .e. they are cumulative) . Thus a -2 and a +1 would produce an effect for that turn of -1.

[4.37] If a Knight receives a Charge order, but does not meet the

conditions for Charging (the three conditions listed at the beginning of the section), if may still increase its movement rate (to that of

Charge); however, it uses its printed attack strength. It does not add

to its strength, as it would in an allowed Charge. All other effects

apply, however, as if the Charge were allowed.

Holy War Afghanistan S&T 147

MAP

clarification: the only hexes containing Swamp are 1027-29,

1125-28, 1131, 1226, 1231-32, 1331-32, 1431-32, 3625, and 3219.

COUNTERS

The AGITPROP chit with a green front and a red back should be

green on both sides. Be sure to place this chit with other

Resistance chits, not with the Communist chits.

All Resistance 4-2-6 Guerrillas and 6-3-12 Mobile Group units

should have the same numerical values and unit symbol types on

both sides of their counters. (There are three Guerrilla units

with Mobile Groups on the back, and three Mobile Group units with

Guerrillas on the back. This is an error; it is recommended that

players can use "white-out" and black ink to alter unit symbols

and change the numbers on the backs of these six counters.)

It is recommended that players highlight or place a circle around

the "S" (subversion capability) indicator on units to make it

more easily visible during play. 

RULES QUESTIONS AND ANSWERS

Q: 9.0 Mobilization  - On which side do you place a newly Mobilized Afghan  Government or Rebel unit? (addition to general rule): A newly mobilized

A: On its  "unreliable" (front) side. Unreliable units can be upgraded (9.8).

Q: 10.31 -  Who chooses the Soviet units affected by Soviet Withdrawal? Who  places the units in hexes inside the USSR?

A: The Resistance does the choosing, the Communist places them, per rule 10.5.

Q: 10.3 Soviet Maximum -  What happens when there is a conflict between the  number and type of Communist units allowed in Pakistan due to the current  Intervention Level, and the number and type of Soviet units allowed outside  the USSR under the current Soviet Maximum? 

A: The Intervention Level restrictions (20.2) take precedence over the Soviet Maximum.

Q: 10.5 - Which units are counted in what countries to determine if the  Soviet Maximum has been violated?

A: All Soviet units in Afghanistan and Pakistan, collectively. Whenever  that number exceeds the Soviet Maximum due to a change in Soviet Policy,  the Communist player must immediately withdraw a number of units from  Afghanistan, Pakistan, or both so that the total number of units in the  two countries is no greater than the Soviet Maximum set by the new Policy. 

Q: 11.3 -  When and how does Intervention Withdrawal occur? 

A: When directed by Political Action markers, or voluntarily by the Resistance player in the case of the Rapid Deployment Force (RDF); see 11.4.

Q: 11.42 & 11.43 - What happens to the RDF if all its units are eliminated?

A:  Even if all units of the RDF are currently in the Available Units Box, the RDF is still considered deployed until the Resistance player explicitly withdraws it. When the RDF is withdrawn, all RDF units are removed from the map and Available Units Box, and are set aside off the playing surface until the RDF is once again deployed.

Q: 12.1 & 12.5 - Can one unit ever move through a hex occupied by an enemy unit without stopping? 

A: Yes, but only if the moving unit is using Airmobile movement. No unit using land movement of any type can ever end movement in an enemy hex. See  rule 13.3 for further details.

Q: 13.1 - Do stacking limits apply only at the end of the movement phase, or  at the end of every phase of a game turn, like it says in rule 12.52?

A: Every phase; delete 13.1 and follow 12.52.

Q: 14.42  - Units can be attacked any number of times, so can an attacker fight any number of times?

A: No, just once per friendly combat phase. Basically, there are no limits to the number of times a unit can be attacked, or what kind of attacks (Interdiction, Subversion, Military) it can undergo. Just remember that no unit can attack more than once, and can therefore use only one type of combat in a friendly combat phase.

Q: 15.1 - In a single combat, can some units on a side select one type of CRT and some select the other type?

A: Definitely not. All units on one side involved in combat must choose one CRT in common, regardless of what the opponent has done (or will do) when it is his/her turn to fire.

Q: 15.52 - How exactly are you supposed to handle Mobile Warfare movement and Pursuit?

A: If ALL (not just some) units in a firing force begin to perform special Mobile Warfare ("M") movement, any or all units in the opposing force  may begin to perform Pursuit. Move the "M" units one hex, followed by the Pursuing units, none of which may deviate from the "M" force's movement path. An "M" unit may stop at any time, but must stop when it runs out of movement points to enter another hex. Pursuing units that come adjacent to a stopped  "M" unit, or have run out of movement points, remain in the last hex they could enter. Pursuing units may fire at the end of pursuit if they have not yet fired during the Combat Phase AND they fire on a hex containing 

at least one of the "M" units.

Q: 16.2  - What is the effect of Neutralization on "Unreliable" Afghan 

Government units?

A: They Defect instead; see rule 19.3.

Q: 19.1 - Can any Cadre unit perform Subversion combat?

A: No, only those wotj a Subversion ("S") indicator. Note that some cadres have such an indicator on their Reliable (back) side but not the other Unreliable (local forces) side. 

Q: 19.24  - Are "reconfigured" units the only ones that have to be brought back on the same side of the unit counters when taken as replacements?

A: No, all units with two different sides must be returned to play in the same condition they left if taken as a replacement. 

Q: 19.25 - Can Soviet Combined Arms units enter Rough terrain hexes that does not contain any Roads and Trails?

A: Yes; that is their special talent (airmobile helilifts, attack 

helicopters, etc.)

Q: 19.4  - What happens to unreliable Resistance units that are "demobilized"?

A: They are removed from the map and placed in the Available Units box.

Q: 19.42  - What happens to an unreliable Resistance unit located in a hex that becomes Terrorized or Communist-controlled?

A: It is subject to normal demobilization, but NOT until the end of its own friendly movement phase. This gives it one last chance to find a safe haven before removal from play.

Q: 19.52  - What is the difference between a Guerilla and a Holy Warrior?

A: Treat Holy Warriors like ordinary Guerilla units, except as noted. Holy Warriors do not trace supply like mechanized and Mobile Groups, but they do have "unreliable" and "reliable" sides.

Q: 20.22 - Can Communist units ever advance after  combat into a Pakistani 

city or town?

A: No.

Q: 21.12 [2] - How are Resistance Mobile Groups and Mechanized units supplied?

A: Neither type can use cities, towns, and populated hexes in Afghanistan for supply. Supply for these units depends on cities and towns in Pakistan during periods of Limited or Full Intervention. 

Q: 21.24 - Woah there! Exactly how do you trace a Supply Line?

A: Very carefully. Seriously, here is the entire rule, rewritten for greater clarity: (12.24) A unit's non-Road/Trail allowance can only be used after its Road/Trail allowance. Once the first non-Road/Trail hex is entered, for whatever reason, the supply line must reach the target hex without exceeding the  non-Road/Trail limit (5 hexes for Communist, 10 hexes for Resistance). This holds true even if the entire Road/Trail allowance for the Resistance is 

not used up tracing a supply line.

CHARTS AND TABLES

POLITICAL INDEX SHIFTS

Delete all references to military combat and defection. The (*)

note is correct.

SOVIET POLICY EFFECTS (10.2)

Soviet Maximum for Self-Defense policy should read: 3 divisions

PLUS 6 brigades...Soviet Maximum for Limited Invasion policy should read: 6 divisions PLUS all available brigades... (Ignore the footnote at the bottom of the Chart.)

PLAYER AID CARD (clarifications)

Jihad Marker (3): Resistance IMMEDIATELY receives the Islamic

Volunteer Division as a reinforcement (or a replacement, if

previously eliminated).

USSR Situation Marker: If a unit is removed from the map, place

it in the Units Available box.

Local Forces Go Home marker: demobilized units are placed in the

Units Available box.

Factional Regions boundary (9.2): The line dividing north and

south Afghanistan begins at 1020/1021 and runs northeast to the

road at Shindand (1418/1419); then just north of the road from

1518/19 through Chaghoharim (2415/2416); hexsides 3015/3016,

3215/3216, and 3415/3416 into Kabul (3714/3715); finally to

Mehtar Lam (4014/4015), Asadabad (4313/4314), and ending at the

border with Pakistan (4512/4513).

JIRGA LOYA TABLE 

should be listed as (22.1)

Results: On an "A" or "D", roll two dice and shift the Political

Index that number in the attacker's or the defender's favor,

respectively. EXAMPLE: If the Resistance is "attacking," receives

an A result and rolls "8", the Political Index is REDUCED by 8.

Had the result been an A with the same die roll, the Index would

have INCREASED by 8.

Indo-Pakistani Wars S&T 174

GAME MAP:

Sequence of Play Summary.  Change the term "Action Phase" to "Impulse".

Terrain Effect Chart [change]:  Desert and Forest do not restrict LOS.

COUNTER SHEET:

The eighth Pakistani tactical air unit on row 8 should have a "1"

countermeasures rating on its reverse (disrupted) side.

The three Pakistani 5-3-4 mountain units have the wrong size symbol. They are actually divisions (XX).

RULES:

Sample units: The armored unit used as an example is, obviously, a division, not a brigade.

5.1  Movement Costs is contradicted by case 7.4.  A unit with a movement factor of "1" or more may always move one hex per turn, unless moving into prohibited terrain or moving directly from one enemy Standard zone of control to another.

6.1  Combat Effects of Over stacking [addition]:  Defending over stacked units are affected by combat results inflicted against the hex.

8.4  Retreat & Advance After Combat [clarification]:  A force (attacking or defending) involved in a combat may always advance after combat if all enemy units vacate their hexes as a result of combat.  Exception: Certain combat results, as indicated on the CRT, do not allow advances after combat.

9.2  Air Supply [clarification]:  Air Supply units do not need to start in a supplied airbase in order to use airborne movement.  They may be picked up each friendly movement segment and moved anywhere else on the map.

9.2  Amphibious Supply [clarification]: The US Amphibious Supply unit does not need to start in the Far Eastern holding area in order to use amphibious movement. It may be picked up each friendly movement segment and moved to any coastal hex (or back to the Far Eastern holding area).

9.4  Line of Supply (LOS) [clarification]:  General support units are not supply sources in themselves. They are used to extend otherwise legitimate Lines of Supply. There can be more than one General Support unit in a LOS as long as they are all within three hexes of each other (as well as the force to be supplied and the supply source).

14.3  Special Weapons [clarification]:  Advanced Tactical and Strategic Bomber Aircraft may employ Special Weapons in the target hex they are flying over. Units capable of using Stand-Off Weapons may also fire Special Weapons up to their range.  In the latter case, the Special Weapons attack is resolved on the Special Weapons column.

1971 Scenario Special Rule 1: There are only 2 (not 3) mountain divisions in the India Strategic Reserve.

STAND-OFF WEAPONS CHART:

Stand-Off Weapons Range [addition]:

SSM units:  10 hexes

SAC, Stealth, Fleet:  3 hexes.

Iron Cross S&T #132 

TERRAIN CLARIFICATIONS

TREES: The following hexes should only have ONE tree (i.e. do not count as tree hexes): 1307, 1627, 1725, 1825, 2021 The following hexes should have TWO trees (i.e. do count them as tree hexes): 1121, 1222, 1625,1724, 1826, 6319, 6325, 6418, 6615, 6720, 6824, 6919 Hex 6618 should have three trees

LEVELS: The following are level one hexes: 2125, 3615, 3715, 3816, 5409, 5508, 5607, 5701, 5708, 5710, 5903, 5919, 5920, 6019, 6220 Hex 6020 should be a level 2 hex.

Note:  In all cases rule 10:34 is the overriding rule

BUILDINGS: Hex 1322 is not a building hex. Hex 2513 and 2714 are

multi-building hexes. Hex 4109 has a one hex building.

OTHER:  Ignore the word "crest" on the map.

Scenario 4: In the Soviet deployment instructions, point #3, the map

reference '2702' should read '2613'.

Scenario 5: In the German deployment instructions, point #3, the map references '5115' and '5127' should read '5015' and '5027' respectively.

Iwo Jima S&T 92

Q: The map shows 1 being subtracted from the Combat Strength of Marine units that fire at Japanese units making Banzai Attacks. The rules say 3 is subtracted from their combat strength. Which is correct?

A: The rules are correct. Subtract 3 from the Combat Strength of a Marine unit firing at a Japanese unit making a Banzai Attack.

Q: Part VI and Part VIII seem to contradict each other. Which is correct concerning the effects of ZOCs on Supply Lines?

A: Part VIII is correct. Entry C of Part VI should state that "Supply Paths may not be traced into a hex in a Japanese ZOC unless that hex is occupied by a Marine unit." Entry D should state that a "Supply Path may be traced out of or into (but not through) a hex in a Japanese ZOC which is occupied by a Marine unit" By the way, there is another error in this short section, making it a triple threat. Entry B should state that "Marine units may not enter a Japanese Class 2 or Class 3 Defense Position that is in the ZOC of a Japanese unit.

Q: How exactly does Supply affect combat? IV, D, 5 seems to indicate that it has some effect on the outcome of combat, but elsewhere it says that only Supplied units can attack.

A: IV, D ,5 is incorrect. Only Supplied units can attack. There is no other Supply effect on combat. The reference to Part VI in this paragraph is also incorrect. The relevant part is Part VII. In this same paragraph, the eighth line should read "roll of 4 or less results in a Japanese Ambush."

Q: Do Japanese units have to make Regular Fire Attacks against adjacent units only, or against units within 2 hexes as implied in the introduction to Part IX?

A: Regular Fire Attacks are necessary whenever a Marine unit is next to a Japanese unit during the Japanese Combat Phase. Ignore the reference in the introduction to Japanese Combat.

Q: The A/310 and B/2/145 counters have an "R" but the unit symbol contains the same shading as for "W" units. Which is correct...the letter or the shading?

A: The letter is correct. The two units in question are Reserve Units (not West Deployment Area units). The shading is only meant to be a convenience for sorting.

Kampf Panzer S&T 41

[9 39] (Clarification): A die roll of greater than "six" (see 9.37) is

treated as "six '

[9.61] (Clarification): In order to execute an overrun a unit must have

sufficient Movement Points to pay the Movement cost to enter the hex in which the overrun will be made and to pay the cost to enter the hex following the hex In which the overrun occurs and two additional Movement Points paid for executing the overrun attack itself.

[9.66] (Clarification): A unit on a hilltop hex may be overrun. Hill top

hexes are considered clear terrain hexes

[9.67] (Correction): A unit that is plotted to be overrun may perform an embark or debark operation. If the overrun does not disrupt either or both of the units involved in the embark or debark operation, i.e, rule (12.15) supersedes rule (9.67) with respect to embark and debark operations (only)

[9.68] (Clarification): Note that an Infantry unit (R weapon type) does

execute a counterattack against an AFV (hard target) which overruns it. Weapons effectiveness is not applicable in overrun counterattacks.

[9.82] (Correction) A unit plotted to be overrun will not complete the

movement operation plotted for that Game-Turn (exception see errata 9.67).

[9.82] (Optional Alternative rule): A unit that suffers a combat result on the Movement Execution Phase (due to H Fire or Opportunity Fire) does not complete its plotted movement. Instead, the unit immediately substitutes a Panicked Movement Plot (as described in 11.22 and 11.23) immediately and begins that panicked movement from the hex in which the combat result was received.

[10.0] Terrain Effects Chart (Correction): The slope hex depicted on the TEC is, in fact, a hilltop hex A slope hex is a hex which contains the contour-dots terrain symbols.

[14.O] (Clarification): Players are instructed to pay particular

attention to the Deployment Instruction note which immediately precedes the [14.1] Scenario.

[14.1] (Correction): Nationalists (b) enter on hex #3950 (not 3953) on Game-Turn #6

[14.1] and [14.2] (Clarification): The reinforcements scheduled to

appear at a particular hex in these two scenarios must enter the map on the Game-Turn scheduled If, on the scheduled Game-Turn the entrance hex is occupied by an Enemy unit or in an Enemy Zone of Control, the reinforcements enter on the nearest hex neither Enemy occupied or controlled.

Players are advised to use their SiMov Plot sheets to keep track of the progress of the game as no formal Turn Record has been provided.

Kanev S&T 115

Q: May artillery units fire at non-adjacent units in both playerturns of the same game turn?

A: Yes.

Q: May artillery units which are not part of an exploitation stack fire

during the exploitation phase in support of attacking units? In support of defending units? If yes, may they fire even if they have already been used in support during the combat phase?

A: Yes, yes and yes.

Q: Is hex 2510 the correct starting hex for the 253rd Soviet rifle

division?

A: No, it should be 2509.

Q: Must all friendly units in the zones-of-control of enemy units attack (providing that all such enemy units are being attacked by other friendly units)? If yes, is there an exemption from attacking for a unit which is attempting to build a bridgehead?

A: Yes, and no.

Q: Must all attacks be made at a minimum odds of 1 to 4?

A: No, but odds worse than 1-4 convert to adverse die roll modifiers as per 11.1 step 3.

Q: Are the reserve movement rules intended to make it illegal to create a combat situation as a result of such movement? Example: Suppose that Soviet paratroopers (non-mech; no ZOC) occupy the hex labeled R.

R,X, A, (hexes separated by , )

Can an Axis armor unit in hex A move to hex X, thus creating a mandatory combat in the Soviet combat phase? (Note that the Axis unit has not entered a ZOC!)

A: The move is legal.

Q: Is it correct that the bridge from hex 2219 goes to 2220?

A: No.

Q: On the “Die Roll Modifiers” chart, when is the “DZ” column used?

A: There should be no DZ column on this table. This was not present on the prototype and the insert of the column was caught in the development process but the error somehow crept back into the finished game. This column should never be used.

Q: Are Soviet DZ markers removed during the German movement phase or combat phase if the hex is “captured”? Can such a marker, if alone in a hex, be attacked?

A: Yes and no.

Q: Suppose a DZ scatters off the map. Is it eliminated?

A: Yes.

Q: Do bridgeheads reduce movement point cost at fords?

A: No.

Q: Are artillery attack strength points affected when participating in a cross river/stream attack?

A: No.

Q: In Exploitation Combat, are non-exploiting units, adjacent to the

enemy units being attacked, allowed to attack? Are non-exploiting units, in ZOC of enemy units being attacked, required to attack?

A: Yes and yes.

Q: Since “Drop Scatter” may place Airborne units closer to enemy units, shouldn’t “Drop Scatter” procedure occur before the “Drop Survival” procedure?

A: No.

Q: Why no provisions for destruction of the Kanev bridge?

A: Due to the tempo of operations the Germans were not physically able to destroy the bridge.

Q: Do (a) broken down German units, (b) Kampfgruppe/Battlegroup units qualify for divisional integrity?

A: (a) Yes, (b) No.

Map Errata:

On the map the legend at the foot of the Air Drop Table refers to

“modifiers that follow”; in fact they are above the table.

The reference to “11.5” in the notes below the CRT should be “11.1”.

Credits:

Credits for Kanev should have included Jack Radey for design

contribution, and should have read: Contributing Design: Jack Radey,

Playtesting: Dave Helmbold, Bob Corbett, Conn Hallina

Victory Conditions

Victory in this game is based on the number of Victory Points scored by the Soviet player after ten turns of play. Victory Points are gained by controlling Victory Hexes(Villages marked with a star) and by destroying units of the German 34th Division. Control is defined as being the last player to have units occupy or pass through a Victory Hex. If an opposing unit is adjacent to a Victory Hex,

it does not count for victory purposes. The Soviet player gets one Victory Point for each victory hex he controls and one Victory Point for each regiment of 34th Division that has been completely destroyed. At the end of ten turns, the Soviet Player totals

his Victory Points. A total of nine or less Victory Points is a German Decisive Victory, ten or eleven points is a Draw. If the Soviet total is from thirteen to fifteen, it is a Soviet Marginal Victory. Any total of sixteen or more is a Soviet Decisive Victory.

Kharkhov S&T 68 Game Errata

Counters: The Soviet 28th Army should be set up within five hexes

of 0409 as indicated in the rules, not hex 2809 as incorrectly stated

on the counter.

Rules: Ignore references in cases 10.33 and 10.34 top non-existent

Cases 10.35 and 10.36

Korea: The Mobile War S&T 111

13.4 UN Reinforcements

On Game Turn 12: US 7/1 Mar III instead of US 7/7 Mar III.

There are no reinforcements on Game Turns 15 & 27 as indicated 

on the turn track.

18.21 On the Sea Display, the ROK units is the 1 ROK Mar III.

18.27 KPA units on the Pusan Perimeter must remain within three

hexes of the Pusan Start Line on Turn 12 during the Red Player Turn.

LOST BATTLES Published in S&T #28

COMBAT RESULTS TABLES

Note that the columns of results for die rolls of 0 and -1 are never

used.

Note that die roll additions that raise the roll to more than 8 are read in the results column marked 8.

EXPLANATION OF COMBAT RESULTS

Ex = exchange.  All defending units are destroyed, and the Attacker must remove Combat or Attack Strength Points equal to the Combat or Defense Strength loss of the Defender.  The Strengths used are those in the original combat.

SEQUENCE OF PLAY

I. Range Artillery Combat Segment

Phase in Player may fire his Ranged Artillery units at Enemy units within range as outlined in the combat and ARtillery rules.  Only Ranged Artillery units may fire in this segment.

III. Final Ground Combat Strength

All attacking Class 1 units compare their Combat Strengths (gainst

non0armor units) to the total Combat Strengths of all defending units (plus defensive artillery fire, if any) and resolve combat.  Armored units that attacked in the Initial Armored Combat Segment may attack again in this segment. Surviving defending units that were attacked in the Initial Armored Combat Segment may defend in the Final Ground Combat Segment if attacked again.  Combat in this segment is between adjacent Enemy units only (except artillery employing defensive fire).

COMBAT PROCEDURE

In each segment of the Combat Phase compare the appropriate Combat or Attack Strength of the attacking units to the appropriate Combat or Defense Strength of the Defending units.  State the comparison of the Attacker's total Strength to the Defender total Strength as a probability ration and round downward to the nearest whole number on the combat Results Table (CRT).  Example...(leave remainder as is)

COMBAT CASES

(C) Only armored units may attack more than once in a Combat Phase in the Initial Armored Combat Segment and in the Final Ground Combat Segment. Any unit may be forced to defend against up to four attacks per Combat Phase (including the Ranged Artillery, Armored, Combat, Ground combat, and Air Strike Segments).  Example... (leave remainder as is)

(D) Class 1 units in one hex may attack units in every hex to which they are adjacent. Both Class 1 and Class 2 units in their respective Combat Segments may combine attacks from several differing hexes against one Enemy held hex.

(E) All units in any hex under attack must defend.  Units stacked in one hex combine their Strengths into one total Defense Strength when attacked (Exceptions: in the Armored Combat Segment only, Armored and/or Direct Fire Artillery units may defend regardless of other units in their hex; in Air Strike Combat the Attacker may selectively attack a single unit out of a stack in the attacked hex -- these constitute the only exceptions to the rules that all units stacked in a hex must defend together).

ARTILLERY SUPPLY

Note that Artillery Supply Units perform a different and separate

function from the Supply line traced to Headquarters Units.  The

Artillery Supply restrictions are additional to the normal supply

requirements which Ranged Artillery must also meet.

F. Artillery Supply

Whenever Ranged Artillery... (leave remainder as is)

Artillery Supply Units attacked in an Enemy Combat Phase may not supply Defensive Fire during that Phase.

AIR STRIKE, CASE D

(d) Only a "DX" result affects the Defending units in Air Strike

combat.  All other results are treated as no effect.

MOVEMENT (New Case)

(N) Units entering the mapsheet expend the appropriate Movement Point for the first hex entered.

SCENARIOS

Scenario #4 At the end of every Russian Movement Phase any Russian motorized unit (i.e., units with a Movement Allowance of 8 or greater) that is not stacked with or adjacent to a Friendly non-motorized unit (i.e., a unit with a Movement Allowance of less than 8) is eliminated.  Germans deploy first. Russians move first.

Manchu S&T 116

The Map:

1. The major rivers should have hexsides.  Don't ask why they don't, but see below.

2. The green province in the center of the map (c.1934) is Hunan [4/A].

3. City in 3013 is Tientsin; 3629 is Hangchow.

Counters:

Chinese banners are green flags; Manchu are blue. Reverse side of PA

Commanders indicates Warlord status. Ignore the reverse side of Imp

Commissioners. 

Rules:

(5.0) ITT Event "D":  If Hung is dead when this event occurs, Wei is not removed if he successfully assassinates Yang (dr 1,2,3).

(6.22) ADDITION:  After the Initiative Player has Passed/Finished after going first (regardless of how many operations he undertook), the opposing player gets one freebie operation - his first of the turn. After that, both players roll for everything.

(6.23) CHANGE.  In a player's first (only) Player Segment, only a

"snake-eyes" will Finish him for the turn. All other "Finished" results are treated as "Pass".

(6.33)  ADDITION to Operations List:  Raising New Leader

(8.24) CLARIFICATION: The white hex sides - uncrossable sea - apply to land movement. They do not affect coastal movement of junks.

(9.2) CHANGE: River Movement. Because the hex sides were left out, that can create some horrendous counting problems.  So, we've decided to change the movement procedure to attune to the no-hex side rivers . . .for those who feel the original rule is an eye-blasting burden. (You can always retain the original rule.)

1. Junks may move as far as they want along any one of the following types of water

a. Major Rivers         

b. Minor Rivers & Lakes         

c. Coastal  (but see below for how this is an exception to the above)

* = The "entrances" to the lakes - cf. between hexes 2731/2831 - are treated as "lake" for purposes of river movement, but minor river for purposes of land movement.

Example:  A junk starting in Hangchung (1124) takes one Operation to move down the Han (minor river) to Hankow. It takes a new operation to move from Hankow on the Yangtze (major river) to Lake P'oyang, and a final op to move across the lake and thence up the Kan to Kanchow (2738).

2. 9.32, 9.34 and the Yangtze Pirate events still apply. Combat remains the same too.

3. Coastal Exception:  A junk moving along the coast may move to any

hex(side) in the province it is off-shore or to any hex in an adjacent

shoreline province. Thus a junk along the coast of Kwangtung could not move to Chekiang in one operation.

(11.33)  ADDITION to Battle Points (11.51 chart):

Attacker crossed minor river by land to directly enter hex:  Def gets 2BP

Defender in Mountain Hex:  Def gets 1 BP.

(11.35)  ADDITION:  Units that suffer a "Disorder" result, in addition to rolling for the attrition for retreating, suffer the following, additional, effects (for which you'll need to make up a "Disorder" counter plenty of them in a bunch of other games):

Add one (+1) to any Movement Attrition dr

May not attack for the rest of the turn. (They defend normally.)

(12.4)  CHANGE;  A PA Commander becomes a Warlord when he is stacked with at least 15 PA steps. He loses that status if his PA units fall below 8 steps.

(14.63) CORRECTION: The Manchu Recruiting Table forgot about recruiting Provincial manpower. Add the following:

To "A"

Contested: for dr 5-7, "1P";

Control: dr 6 and 7 should be 2P; and the 4 dr should also have a 1P

To "B"

Cntstd, dr 6-7 add 1P

Cntrl, dr of 4-6 should be 1P, and dr7 should have 2P.

To "C".Cntstd:  remove the 1P from the 6dr; add it to the 7. "C"/Cntrl

should have 1P only for dr 6,7.

(14.64) CORRECTION: Some strange '0's" on the Warlord Table, corrected as follows:

"A" province:  "Cntrl"; the 2 DR should be 1P

 "B" province:  "Cntstd"; the 5 dr should be a 2P

                "Cntrl"; the 3 DR should be 2P, the 5 dr should be 3P

"C" province: "Cntstd". The 6 dr should be 1P

                   "Cntrl"; the 5 dr should be 2P, the 7 dr, 3P

(17.31):  Anhwei is worth '5', not 6 VP. (The map is correct).

MedWar S&T 160

15.4 Fighter Patrols, "Patrol Combat Attempt" (1st bullet): If Lighting Condition for the Patrol is Day, enemy missions flying at Night ignore the Patrol. If Night, day missions ignore the Patrol.

16.1 Activation, "Reaction Player" (bullet #2): select the unit in a TF

with the highest number listed on the Naval Morale Chart.

16.3 Torpedo Combat (bullet #7): Like gunnery, torpedo combat is

simultaneous.

Series Update

Errata and Additional Counters - LIT, RAV, MAN, and IT units in MedWar replace those in Anzio counter mix.

Molotov's War S&T 172

3.0 Where in the sequence of play do reinforcements

come in? At the beginning of the movement phase.

4.3 Roads. The rule says that "units pay only 1/2 MP"

to enter roads. But the TEC says this applies only to

Soviet Mechanized units. Which is it? The TEC is

correct, though the roads do serve to negate the costs

of rivers, woods, etc.

6.2 Combat Odds. Supposing there is more than one type

of terrain in a hex, does he get the benefits of both?

Yes.

6.7.3 Does the Ladoga Fleet give any column shift? No.

13.1 The Finnish border is not delineated on the map.

The Border follows this path : 2241-2242-2341-2340,

2340-2240-2339, 2440-2339-2439-2539, 2539-2540,

2640-2540-26410 (note: this is actually what the

errata says)-2740, 2739-2740-2840.

Can Finnish "K" units setup south of the Mannerheim

line? Yes, but only north of the Finn-Sov border.

The Finnish "V" units are not mentioned in the OoB or

reinforcement schedule. When/where do these units come

from? They are the Volunteers that the Greater Aid to

Finns event explanation speaks of. Enter them normally

as reinforcements the next available movement phase.

The Finnish RVVI 7-8 unit is not mentioned in the

initial OoB even though this is a "R" unit. It's a "V"

unit and sets up with the others.

Where do the Russian reinforcements come in at? In any

hex that has a little black star on it, on the Eastern

and Southern edge of the map.

The initial OB gives both sides all their air, but the

Turn Record Chart has no air listed on Turn 1. The TRC

is wrong; the line labeled Air Units is really

Replacement Points.

The 39th Tank Brigade is missing from the counter mix.

The weather line is the A line mentioned in the rules.

A simply stands for Arctic,

The portion of the foul weather event that adversely

effects combat applies only to the Soviets.

Foul weather has no effect on the ability of the

Baltic Fleet to provide Naval support.

The cost of hexes that consist solely of Frozen Ice is

2 MP.

Monty's D-Day S&T 102

1. In the game, disrupted units can't move voluntarily; can they retreat if they have the movement points?

Yes. Disrupted units are taking cover, but have not yet retreated.

2. In a close assault combat, where some of the attackers are at the

same level as the defender and some are lower, does a hilltop advantage apply?

No. If both are at the same height there is no hilltop advantage in

combat.

3. On the Terrain Effects Chart, under "Stream, Canal MP Costs", the

cost given is "3MP except when in road movement". What happens in road movement?

The road movement rate applies; no additional MP are charged.

4. The French commando unit seems to be an odd man out. There's no room for another infantry unit on the Invasion Wave Display.

Allow the French Commando Unit to land "free" with any invasion wave that already includes another commando unit.

5. If the British player assaults an intrinsic strength garrison and the result is asterisked, does he suffer disruption?

Yes.

6. Can the British line of adjacent friendly hexes from Caen back to a

beach be of any length and convolution?

Yes.

7. On the Assault Landing Table, it's possible to get a roll as low as

-3. Is any result less than 2 treated as 2?

Yes.

8. Since the British player resolves airborne landings before movement, can undisrupted airborne battalions move on landing?

Yes.

9. In fire combat or in close assault, where both the attacker and

defender are at the same level on a hill, does the defender still get

his multiplier?

Yes.

Napoleon at Eylau S&T 138.

Is artillery LOS blocked by friendly units? 

No, as it was not in the Napoleon at Waterloo system.

Does the 1 column shift for combined arms apply if the artillery

fires at a range >1 hex? 

It still works.

Can units really move/attack across a pond?

They were frozen, yes.

Nicaragua S&T 120

Rules case 2.37 should be totally ignored.

NORDKAPP S&T 94

Game Map: Printing may have caused several ambiguities on some copies of the mapsheet. These problems are as follows:

1. The road that appears to cross the corner of hex 0937 actually goes through the center of 0936 to 1036.

2. The two roads which join in hex 0616 actually join in hex 0617.

3. The road that appears to cross the corner of hex 0723 should be

dropped lower on the map so that it actually crosses hex 0623 and runs to hex 0724.

4. The road in hex 0920 goes directly into hex 0820.

5. The road which appears to run on the hexside between hex 0933 and hex 1033 actually passes through hex 0933 only.

1. Correction: Players should change the Combat Strength of the Soviet 3/111/111 Tank Battalion to read "3-12" rather than "7-12."

2. Due to a change in Canada's defense policy, players should eliminate the following Canadian units from the game: 12 RBC/5, 2R22/5, 3 R22/5, and 2 RCR/5. Substitute the counters printed with this article, since these represent a composite brigade group based on the Canadian Special Service Force. See 15.22 below.

Rules: [3.4] Correction: The typical Helicopter Unit diagram shows

"Helicopter Type" pointing to the silhouette instead of the type, which should be "MI-6."

[4.0] 1.B. Addition: There is no air interdiction phase during the

Soviet player part of Game Turn 1.

[4.0] 1. E. 1. Clarification: Units "at sea" are first moved, then other

units on land may be moved to an "at sea" status.

[5.3] Clarification: Roads do not negate water barrier hex sides for unit movement purposes (see Terrain Effects Chart Note 3).

[8.4] Correction: Line 13 should read " . . . retreat or removing units

from play or a combination of both ...." Line 14 should read "When a

combat is resolved."

[8.51] Clarification: If only one unit participates in an attack, then

all Loss Points of the defender may be fulfilled by retreat.

[8.62] Clarification: In line 4, the word total should be emphasized.

[9.14] Correction: Northwestern Border District units (those with a

final designation of "M") do not count as a separate division for supply purposes. They may draw supply from any divisional supply line.

[10.3] Clarification: Air defense units do not affect air-to-ground

combat (this is abstracted in the air system). The units represent only the ground combat ability of anti-aircraft guns and machine guns.

[11.3] Correction: Line 8 should read "... Air-to-Air Combat...."

[11.4] Correction: In the EXAMPLE section, line 12 should read "8.33"

instead of "8.32."

[13.41] Addition: A helicopter unit employing one-half or less of its

printed Movement Radius in a phase is not subject to interception. It is assumed to be flying in a nap-of-the- earth mode.

[14.31] Correction: The last line should read ". . . part and may move

up to one-half of its movement allowance." (This brings the case into line with the sequence of play, which is correct.)

[14.5] Addition: Equipment may only be landed by sea at a port.

[15.21] Correction: The first line should read "3rd Commando Brigade." The fifth line should read "all four units."

[15.22] Correction: The first sentence should be deleted and replaced

with: "Canadian Air/Sea Transportable Brigade Group, consisting of units designated 3

PPCLI (3rd Bn, Princess Patricia's Canadian Light Infantry); 2/R22 (2e Bn, Royal 22e Rgt); and CAR(+) (Canadian Airborne Regiment,

reinforced)." The remainder of the case reads as per the original. The

CAR(+) unit exerts a Zone of Control like Commando units. Note that the new units are represented by counter mockups provided with this article. There is no sea transport attrition die roll associated with the arrival of these units, as it is included in the general die roll for their arrival.

Clarification: Note that the Swedish units are initially placed on their heavy sides, over stacked. They need not abide by stacking limits until their first movement phase.

[17.8] Clarification: Game Turn 1 British reinforcements: note that the 41 RAD air unit always enters play. The 1 RAD and the 314 KLU air units are assigned to the AMF and may or may not enter play.

[18.26] Addition: Optional Norwegian Arrival. The Norwegian 1/5, 2/5, and 3/5 Oversnow units may be entered by air with prepositioned equipment on Game Turn 2, exactly as the 13th Brigade (see 15.25, paragraph 2). Give the Soviet player 1 Victory Point.

[18.3] Addition: Optional Soviet Units. (See unit counter faces printed below.) If Sweden is "invaded" (i.e., resists and joins the Western powers), the Soviet player may enter the 77th Guards "Red Banner" Motorized Rifle Division (14 units with designations ending in "77") by rail at hex 3910 or 3907 on Game Turn 6. The Soviet Player loses 6 Victory Points if he enters this division.

[18.4] Addition: Optional Scenario  NATO Advanced Warning. Although

history since World War II has demonstrated NATO's unwillingness to respond quickly to a possible crisis, this option assumes a rapid NATO political/military response to 48 hours' intelligence warning of a Soviet invasion. The NATO player becomes the first player in each Game Turn instead of the Soviet player. The only restriction is that the NATO player may not move units out of Norway or attack on Game Turn 1. This scenario may affect play balance, however, as it gives the Norwegians a chance to mobilize units and defend major air/sea objectives such as Tromso. This should not be used if the NATO player is more skilled than the Soviet player.

Q: Are there any terrain restrictions on helicopter movement?

S&T: Normally, helicopters pay 1 Movement Point for each hex they enter. However, helicopters cannot enter a hex containing an Enemy ground unit and cannot unload Friendly units in a hex containing an Enemy ground unit. A helicopter unit can move through all-sea hexes but cannot end its move in an all-sea hex.

Q: Can an artillery unit add its combat strength to that of another

artillery unit or to a unit with a combat strength in brackets?

S&T: Yes. However, in an attack situation, the unit to which the Combat Strength is added, must be adjacent to the defending unit. Also, a non-artillery ground unit must always participate in any attack involving an artillery unit. A ground unit with a Combat Strength in parentheses cannot be used to satisfy the non-artillery unit attack requirement. An artillery unit can add its Combat Strength to a unit with a Combat Strength in parentheses only when the unit with Combat Strength in parentheses is a defending unit.

Q: Can a unit retreat into an air-interdicted hex?

S&T: Yes. Air interdiction affects supply only, not the retreat of units.

Q: What is the "appropriate Movement Point cost" (5.62) for a

non-reinforcing unit using Rail Movement?

S&T: Rail Movement applies only to reinforcing units. Non-reinforcing units always ignore the presence of rail lines in the hexes they move through and pay the costs of the other terrain in the hex.

OBJECTIVE: TUNIS (Designer/Developer: Vance von Borries; Map: Ted Koller)

Published S&T 140 (Feb. 1991) -- first issue published by Decision Games  [nee Cummins Enterprises], Christopher Cummins publisher, Joseph Miranda editor. 

The following is the essential information missing from OBJECTIVE: TUNIS that is needed to play the game accurately. Further clarifications will follow at a later date. 

COUNTERS

British 4-4-5 "5 Buff/36" Inf btn counter should have a reduced strength of 2-2-5 on its reverse side, not 2-3-5.

Italian 3-2-5 "1/P/RA" parachute inf btn counter has a reduced strength of  2-1-5 on its reverse side. This is correct; change the Axis Unit Organization Card under Scenario #1 Reinforcements, 16 PM to agree with the counter. Note that there is a third (company-sized) reduced strength level for the 1/P/RA (1-1-5) printed on a separate counter. The 1/P/RA is never replaced by a REM  counter.

The two German 6-6-5 "5 FJ" batallions should be parachute infantry; remove  the engineer symbol from both sides of the counters.

MAP

1. Ports -- Port capacity should be written next to each port symbol on the map: Tunis = 7, Bizerte = 4, La Goulette = 2, Ferryville = 1

Write the letter "t" in the following hexes: 3534, 3435, 3232, 3331 

Write the letter "f" in the following hexes: 4114, 4115, 4215, 4216,

4315, 4316

2. Compass direction -- North points roughly along the line of hexes 

1552 - 1652 - 1751 - 1851. Note that 1552 is South and 1851 is North. Draw an arrow parallel to this hex line near the "Objective: Tunis" logo printed on the map. Hexes 1152 and 1253 lie on the south map edge. The 10xx hex row is considered the south-west mapedge. The xx01 hex row lies on the north-west mapedge.

3. French HQ "unit" in Beja (hex 1210) -- add to the hex, in addition to the supply source symbol printed in Beja; write in "French HQ", use a spare maker, or simply remember the change.

4. Names and locations of specific terrain features --

   Town of Tebourba -- located in hex 2723

   Villages -- Tindja (3715), La Pecherie (4215), Menzel Abderrahman (4216), Matzouna (4316), Oudna (2635)

   Add an airbase in 3532 and label "El Aouina."

   Add an airbase in hex 1333 (right in the town of Pont du Fahs)

   Town in 3715 should be labeled "Tindja"

   Sidi Ahmed town and airbase should be located in 4014 

   DELETE "Trail" running from La Goulette (3534) to Tunis (3332); the rail line remains, but is considered IMPASSABLE to ground units.

5. Sector boundaries are the gray dashed lines running roughly north and south on the map:

       * Tunis Sud (Tunis South) sector runs south and east of the boundary 

         line that begins in hexside 3930/3931. 

       * Bizerte sector runs north and west of the boundary line that begins 

         in hexside 4824/4825.

       * Tunis Nord (Tunis North) sector covers the area between the other 

         two sectors.

6. Terrain 

    ENTRENCHMENT -- a thin red borderline around a hex. Add an entrenchment 

    in hex 2709. Hexes 1415, 1721, 2709, 3014, 3016 are the only

    entrenchments on the map. 

    FORTIFICATION -- a thick red border around a hex 4313, 4314, 3816 are the only Forts on the map

    ROUGH and HILLS -- these two terrain types appear to overlap frequently on the map, creating a red-brown color pattern. This is NOT the same as Mountain terrain, and should not be confused with it. Compare the Mountain symbol with the overlapping Rough/Hill terrain that surrounds it in 4846 to see the difference. Treat overlapping Rough/Hill as HILL terrain (only) for game purposes.

    MOUNTAIN -- any hex containing any amount of Mountain terrain is 

    considered to be a Mountain hex.

    ROUGH -- any hex containing any amount of Rough terrain is considered to be a Rough hex.

    FOREST -- any hex containing any amount of Forest terrain is considered to include Forest as well as the other predominant terrain type (clear, rough, hill, etc.). The only effect of Forest terrain is to negate the affects of Air Interdiction in the hex.

    WADI -- the symbol is missing on the Chart. Wadi are blue streaks along a hex side, similar to River but lacking the sharp black boundary lines. Wadi hex sides are sometimes hard to spot, because the map artist chose to draw these partially dry river beds VERY realistically!  The following are all Wadi hex sides:

     2804/2704, 2805/2704, 2805/2705, 3006/2906, 3007/2906, 3007,2907,

     2216/2217, 2216/2316, 2315/2316, 2416/2316, 2417/2517, 2517/2518,

     2718/2619, 2718/2719, 2718/2819, 2818/2819, 3015/3016, 3115/3016,

     3116/3016, 3116/3216, 3116/3017, 1933/1834, 2033/2133, 2734/2835,

     2937/2938, 2838/2839, 2738/2739, 2141/2042, 2142/2042, 2143/2043,

     2143/2044, 2247/2147, 2447/2546, 1145/1246, 1146/1247, 1249/1348,

     1350/1351, 1350/1251, 1350/1250, 1349/1250, 1349/1249, 3742/3842,

     3842/3843, 3843/3942, 3740/3841, 3440/3339, 3405/3304, 3105/3205

    All other Wadi hexsides contain sufficient blue coloring to be recognizable.

   MAIN and SECONDARY ROADS are marked in yellow and are quite difficult to see in white (Clear) hexes. It is recommended that players darken all Main and Secondary roads crossing Clear terrain to make them more easily seen. The following list indicates ALL Secondary Roads (dashed yellow lines) on the map, to facilitate identification:

     1309 thru 1712, 1311 thru 1512, 1416 thru 1615, 1721 thru 1022,

     2724 thru 2729, 2925 thru 2727, 2828 thru 2832, 2820 - 2729 - 2831,

     2834 - 2735 - 3033, 3530 thru 3729, 3136 thru 3336, 3743 - 4243 - 4845,

     4851 thru 4750, 1050 thru 1450, 1348 thru 1145, 1146 - 1943 - 1746 - 1849,

     1943 - 1842 - 2041 - 1839, 1005 - 1210 - 1307, 2213/2312 thru 3015/3114,

     3015/3114 thru 2712, 2213/2313 thru 2516, 2516 thru 2915/3016, 

     2516 thru 2719/2820, 2405 - 2903 - 3001 - 3508/3509, 4011 thru 4012/4013,

     4315/4415 - 4513 - 4314 - 4212 - 4214/4114, 

     3517/3418 - 3516/3616 - 3616/3716 - 4020/4120,

     4219/4220 - 4119/4220 - 4223 - 3922/4022 - 4524, 4323 - 4624 - 4520

   TRAILS AND RIVER/WADI HEXSIDES -- all the following hexsides contain trails that cross River or Wadi hexsides. These are NOT considered bridged, and players may wish to indicate this by marking an "x"  on the indicated hex sides:

     3842/3742, 3844/3944, 2148/2249, 1147/1247, 1234/1333, 1034/1134,

     1633/1733, 1933/2034, 2734/2834, 3035/3036, 2936/3036, 2937/3038,

     2838/2839, 2738/2839, 2222/2223, 3924/4024, 2417/2516, 3409/3509

   MISCELLANEOUS -- 3410 is ROUGH (no Marsh)

                 -- hexes with a tiny bit of Forest spilling over from an

                    adjacent Forest hex are NOT considered to contain any

                    Forest (examples: 2206, 2306, 3210)

                 -- hexside 3914/4014 is impassable; units cannot use the

                    railroad "bridge"

                 -- ignore the dark green splash covering most of 1750 and

                    parts of 1749 and 1850; treat as Marsh.

                 -- Ignore the disconnected bit of Trail on hex side 3217/3317

---------

CHARTS AND TABLES

1. Unit Organization Cards (general)

The dark black line running across the bottom of certain units indicates 

that they are set up on their reduced side.

Set-up hexes: name on card (name on map) = hex number

     Beja = hex 1210 

     Testour (Festour) = 1119

     Dj Abiod (Djebel Abion) = 1902

     Mateur = 3115

     Dfefna (Djefna) = 2810

     Bizerte = 4315

     Le Bardo = 3230

     Goubellat = 1425

     Gromballia = 3243

     Sidi Ahmed = 4014

     El Aouina = 3532

Any discrepencies between the Organization Cards and the counters is 

resolved in favor of the counters, unless otherwise noted below.

2. Allied Organization Card  

Some units listed in the Ambhibious Invasion force are later available as land reinforcements, either in Scenario one or the Campaign scenario. The allied player has the option to leave the indicated units in the invasion force, or take the unit as a regular land reinforcement on or after the indicated turn.

Once taken as a regular reinforcement, the unit can never again rejoin the invasion force. No units can ever be added to the number of units designated  as part of the Invasion force.

On Dec 2 AM, both the French cavalry units (II and III, 4CA) are withdrawn  from play. 

The British 1-1-7 parachute infantry company (listed as a reinforcement at  16 PM for scenario 1 and set up in hex 1319 in scenario 2) should be indicated as having "Optional Special Entry (13.6)" in both cases.

The British 5-4-7 parachute infantry battalion (listed as a reinforcement at 28 AM in scenario 2) should be indicated as having "Optional Special Entry (13.6)."

The unit may enter as a land reinforcement any time, using normal reinforcement procedures.

3. Axis Organization Card

The two "5FJ" 6-6-5 batallions in the Airlift Pool in Scenario 1 and set up within 2 hexes of Medjezel Bab in Scenario 2 should be parachute infantry; remove the engineer symbol. Change the actual counters, too.

The German Heavy AT unit in Convoy #1 should have a printed movement allowance of 10, not zero; the counter is correct.

The Italian 1-1-5 parachute infantry company (1/1P/RA) is considered a reduced unit, and should be indicated as such. It can be replaced with the reduced side (2-1-5) of the other 1/1P/RA battalion counter, which can bereplaced with the full strength (3-2-5) side of the battalion counter. In effect, the 1/1P/RA has three steps, and is never replaced with a REM counter. See Scenario 1, 16 AM; Scenario 2, "within 7 hexes of Bizerte."

The following German units are added to the Airlift Pool during the 20 AM  turn:

2 x 6-6-5, 1 x 1-2-8, 2 x 3-4-4

All Italian units listed under 20 AM and 21 AM of Scenario 1 should be withdrawn, not just the HQ.

All reinforcement units and points listed for the 22 AM turn are considered  part of Convoy #7.

The German 1-2-5 "A16" infantry battalion unit in Convoy #10 enters as a  reduced unit, and should be so indicated.

4. Unit Capability Summary

The US LB is NOT allowed to conduct Interdiction missions. Otherwise, it is treated exactly like an FB unit.

Under "close attack support" air mission, remember that Stukas only modify the attacker's die roll, not the attacker's combat strength. 

Under "interdiction," Stukas count the same as FB for interdiction, but can  only perform the mission if accompanied by an FB. One FB enables any number of Stukas to perform interdiction in the same hex.

5. Terrain Effects Chart (on map)

Mountain -- although a unit able to move into a Mountain hex must end movement for the current phase upon doing so, it MUST have the indicated number of movement points remaining to enter the hex, or it must have expended no movement points at all up to that point during the current phase. Otherwise, the unit may not enter the hex.

Mountain -- Prohibited to all MOTORIZED units UNLESS traveling along any  type of road (Main, Secondary, Trail).

Main Road -- movement rate along a road is always 1/2 MP regardless of unit  type or weather conditions.

6. Time Record Track  

-- the Dec 5 AM turn box should contain the letter "R".

-- there should be a Dec 8 PM space, containing the letter "L" (lingering mud)

---------

3.3 GAME TURN SEQUENCE OUTLINE

1. JOINT AIR PHASE -- C. The Allied player always places air units first,  then the Axis; see 9.22.

(4.33) (b) Due to lingering mud, rain costs also apply during the game turn  that follows Rain game turns. This is noted by an "L" symbol on the Time Record Track. Lingering mud NEVER applies to Wadi hex sides and hexes containing 

Main or Secondary Roads.

(7.41) (a) and (b) Heavy Tank units do NOT count toward the tank unit

requirements for either the attacker or defender when selecting the CRT.

(10.34) The Allied supply head counter is available at the start of any scenario. It can be placed on any coastal hex once an amphibious invasion  has been made (see 16.28). During any Allied Reinforcement Phase, the Allied  player may choose to place the supply head on any map edge hex which Allied reinforcements (British, American, or Allied French) are allowed to appear  (see 14.2). Due to normal supply rules, the hex MUST contain a road of some type. The supply head cannot move, and it functions exactly like any other supply source printed on the map. 

(13.5) UNITS PRINTED ON THE MAPSHEET

If a Coast Artillery is occupied by any combat unit that is not Vichy, or receives a retreat result in combat, it is eliminated instead.  Supply  sources printed on the map are never destroyed for any reason. They can be captured and recaptured in combat. Vichy supply sources can be captured through Vichy Disarmament, or won by Vichy Defection (see 17.0). For conditions under which the French HQ unit at Beja can be eliminated, see rule 12.22.

Note that the following Supply Sources begin the game Vichy-controlled:  Tunis (3332), Bizerte (4315), Beja (1210). The Supply Sources in hexes 1019 and 1601 begin the game under Allied control.

(14.21) Allied reinforcements enter play anywhere along the edge of the mapsheet, either in any hex ending in "01" (e.g. 1601) or in any hex between 1002 and 1013 (inclusive). In addition to these entry hexes, French units  (only) can also enter anywhere along the map edge between 1014 and 1035  (inclusive). 

The historical entry location shown for each reinforcing unit on the

Organization Card, but units need not enter historically if the Allied 

player does not wish to do so. Allied units designated as entering at Beja can enter along any mapedge hex within three hexes of Beja (hex 1210). Allied units designated as entering at "Dj Abiod" can enter along any map edge hex within three hexes of Djebel Abiod (hex 1902).

(14.42) Units and points belonging to one or more convoys can arrive at one, some, or all of the four ports printed on the map as desired. The four ports  and their respective port capacities (expressed as stacking points) are: Tunis (3332) = 7, La Goulette (3534) = 2, Ferryville (3816) = 1, Bizerte (4315) = 4. 

(14.5) When selecting a substitute unit for withdrawal, compare the HIGHEST combat factor currently belonging to the substitute, and the HIGHEST combat factor belonging to the eliminated unit as printed in the Organization Card. Example: If the Italian 2-3-4 II/92 inf battalion has been eliminated before  it is scheduled for withdrawal on the 21 AM turn, then the substitute unit  would have to possess either an attack OR defense strength of at least THREE,  since this is the Italian unit's largest combat factor as printed on the Axis Organization Card.

(18.3) VICTORY POINT SCHEDULE

+1  per stacking point of Axis units (German, Italian, Axis French) 

eliminated

(19.2) SCENARIO # 2 -- BATTLE FOR THE PORTS

(19.22) The Axis-controlled airfields are located in the following hexes:

     Sidi Ahmed -- 4014

     Tindja -- 3715

     Mateur -- 3216

     La Sebala -- 3527

     Djedeida -- 3025

     El Aouina -- 3532

     Oudna -- 2634

     Depienne -- 1835

     Grombalia -- 3243

Note that Pont du Fahs airfield (1332) and Karba airfield (3752) are 

considered Allied controlled, and cannot contain any Axis air units unless it is recaptured by the Axis.

Any allied units assigned to the "Amphibious Invasion" force in Scenario 1  that are not set up initially on the map are still available for amphibious  invasion.

Any or all of these units may also enter the game as land reinforcements in any Allied Reinforcement phase.
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[5.0] Observation

If the line of sight passes exactly through the length of a

hexside between a covering terrain hex and a clear hex the line

of sight is blocked. If the line sight passes exactly through the

length of a hexside in between two hexes, each of different

elevations than the other, then the line of sight is blocked. The

last rule also applies to village and grove hexes when these are

adjacent to clear hexes. If the line of sight passes exactly

through the corner of a hex at the intersection of a sand ridge

hexside and a clear hexside the line of sight is blocked. The

line of sight is blocked if it passes exactly through the length

of a sand ridge hexside. Note that these rules apply when both

the target unit and the firing unit are at the same elevation. If

they are at different elevations in relation to each other then

consult the rules of the Effect of Height of LOS (Section 5.2).

[7.4] Transport

Infantry units may not fire the same turn in which they mount a

vehicle. Infantry units may not move in the same turn in which

they mount or dismount an APC unit.

[11.0] Overrun

Infantry units that are being transported in an APC which is

making an overrun attack may fire in that overrun attack using

the mounted fire rules. This is the only time that infantry units

may fire from a moving vehicle. Transported infantry units may

also fire if their APC is being overrun. When an APC which is

carrying infantry fires in an overrun attack it may fire twice,

once with its own attack factor and once with the attack factor

of the infantry unit it is carrying. When engaging hard or

protected targets, infantry units firing from an APC are standing

up through open hatches and are considered to be a soft target

when receiving fire. The same applies when engaging soft targets

except for infantry units being carried by a BMP unit in which

case they are firing from inside the vehicle and therefore may

not be fire at.

[5.15] (correction) Observation Range Table is mislabelled 15.15; it

should be 5.15.

[7.42] (addition) Dismounting costs 2 Movement points.

[9.19] (addition) Units receiving Indirect Fire receive a terrain

benefit if they are in Grove or Village hexes; the benefit is a - 2 from the die roll.

[9.22] (correction) Smoke must be fired in a tight pattern and therefore affects only the impact hex. Place an unused marker on that hex (Note: Smoke markers are not included in the game, this was not an oversight but a typographical error).

[9.25] (addition) Loose pattern H fire attacks each hex with one-half of the original H concentration (round fractions up).

[9.5] (addition) The effect of suppression on M113's is identical to the effect on BMP's, BTR-60's and BRDM's.

[9.6] (addition) The effect of suppression on soft targets is a

reduction of 3 attack strength points for each suppression state, and

the unit may not move until the suppression is removed; suppression

states in excess of S2, against soft target types only are possible.

[9.71] (addition) Armored vehicles may not button up when being attacked by Close Air Support. They are attacked on the + 8 column of the D2 CRT.

[9.72] The only terrain benefits a target unit receives when being

attacked by CAS are identical with 9.19.

[11.0; Procedure] [correction, starting line 15]...(2) leave his unit in

the hex. If he chooses the second option, another Overrun Firefight must take place immediately, repeating the same procedure.

[11.5] At the end of a game turn no units from opposing sides should be in the same hex.

[12.2] (correction) If fired upon during the Indirect Fire Phase, a unit

in an improved position is treated as a hard target type.

[14.3] DUMMIES

COMMENTARY:

Due to the type of soil in the Middle East whenever vehicles or bodies of men move through this type of terrain they kick up a lot of dust. I felt that even though you may not know the type and number of the moving units, the observing unit would still know that an enemy unit was in that vicinity. This is why all hidden units on the map represent real units. The intention of the Hidden unit rules are to disguise the type of unit only. But when infantry is dug in (represented by improved positions) they are harder to locate. For those of you who like the feel of not knowing whether a unit is real or not I propose the following rule:

GENERAL RULE:

For any Scenario where one side starts the game on the map with

personnel in improved positions, add to the counter mix one dummy

counter for every six personnel units in the Scenario Set-up (round

fractions down). Use vehicle counters that are not used in the scenario as dummy counters, when these are sighted they are removed permanently from play. Assume the dummy counters are also in improved position for observation range purposes. They can button up when receiving indirect fire to conceal their identity. Dummy counters may never move.

[14.4] OVERWATCH FIRE

GENERAL RULE:

During the Movement Phase, a Player may fire at an Enemy unit which has itself fired during the current Movement Phase. In Case 6.4 you could only fire at a unit which was moving; now a player may fire at a unit which is moving or at a unit which has just fired opportunity fire. The overwatch fire must be executed immediately. Example: An Israeli M60 platoon moves into hex 3013 and receives fire from an Arab T62 in hex 3415. An Israeli M60 unit in hex 2613 could then Overwatch fire at hex 3415 immediately. Overwatch fire if not conducted immediately could not be directed against the above hex for the rest of that movement phase.

[14.41] In order for a unit to be eligible to fire Overwatch Fire it

must fulfil the following conditions. It may not have moved that game turn. It may not have fired in that game turn.

[14.42] A unit may only Overwatch Fire once per game-turn.

[14.5] PULL BACK

COMMENTARY:

Vehicles in hull down position that are behind covering terrain after

firing will usually pull back behind the covering terrain to avoid

return fire.

GENERAL RULE:

Any unit that fires from behind Covering Terrain (see 5.3), after firing and receiving Overwatch or return fire may at the end of the phase revert to a Hidden state if no enemy units are within observation range (see 5.15). Example: Using the example from 14.4 if no Israeli units were within I hex of hex 3415 after receiving the Overwatch fire the Arab unit in that hex could again resume a Hidden state and would not be eligible as a target during the next Direct fire phase unless it fired again.

[14.6] SUPPRESSION OF ARMORED VEHICLES

GENERAL RULE:

A class units may fire at Hard Target types. To perform this type of

combat you take the attack strength of the firing unit and subtract the defense strength of the target yielding an attack superiority number. The attacking player then resolves the attack on the anti personnel combat results, modifying the die roll for terrain. If any result other than no effect is achieved, the defending Hard target type is placed in an Sl state. A class units may fire at Hard Target types up to 3 hex range using suppressive fire.

[16.1; Deployment] (correction) Syrian Player on and east of Hills 3, 5 and 7.

[16.5] (addition to Special Rule 2) A Bridge is a hard target type with

a current strength of Dl and a defense strength of [11].

[16.6] (correction to Victory Conditions) The Israeli must clear the

road of enemy units by Game-Turn 15 from hex 2501 to 3827.

[17.5] (correction, starting column 1, line 16). . . the range of I hex;

an N is the result. The INF unit has an attack strength of 10. Moving to the Full Strength Combat Results Table the Attack Superiority is

computed to be -2 (10-12=-2). Roll one die and modify it for the Wadi hex side ( - 3). The die roll is 6, so with the modification it is a 3 (6 - 3 = 3). Cross indexing the - 2 column with the 3 line, you get a result of (2). The Israeli Player rolls a 2 on the die, so the result is a Dl .

[14.7] NIGHT

COMMENTARY:

During the 1973 Middle East War several large scale Night actions

occurred. Night combat restricts LOS, Range, and Command Control .

GENERAL RULE:

During Scenarios specified as Night actions the following restrictions are in effect. Maximum LOS is 10 hexes. Maximum range of all weapons is 5 hexes. All Arab units subtract 3 from their Panic die-roll results. All Israeli units subtract 1 from their Panic die roll results.

[14.71] The maximum LOS that a unit may trace can be no longer than 10 hexes in length.

[14.72] Any sighting ranges on the Observation Range Table that are

listed as greater than 10 hexes are now 10 hexes.

[14.73] Indirect fire can only be plotted for a hex that is 10 hexes or

less from a friendly unit that has a LOS to that hex.

[14.74] The maximum range of all weapons is 5 hexes.

[14.75] Subtract 3 from all Arab Panic die roll results. Example: If a

10 was rolled then the die roll would be a 7.

[14.76] Subtract I from all Israeli Panic die roll results.

[14.77] Except for the above cases there are no other effects of Night.

[18.0] ADDITIONAL SCENARIOS

[18.1] Tel Maschara, October 12, 1973

INITIAL FORCES:

Israeli Player: 79th Bde.--9(CNT), 3(M51), 6(M113), 3(M3), 9(1NF),

3(MC), OMA: 2(5H).

Iraqi Player: Elements of the 3rd Armored Division--18(T55), 6(BTR),

6(1NF), OMA: 2(4H).

Deployment:

Israeli Player: deploy on the map from hex row 0023 north, inclusive, before Game Turn 1.

Iraqi Player: enter South edge of map on hexes 0134-3534, inclusive on Game-Turn 1.

Special Rules:

I . The Israeli Player deploys first.

2. The Canal/Ditch is considered clear terrain.

Victory Conditions:

1. The Iraqi Player must exit 15 vehicles off the north edge of the map. APC's count toward this total only if infantry are mounted on them. If they fail to meet this requirement, it is an Israeli Decisive Victory.

2. If the Iraqi Player fulfils the requirements of condition 1, it is an

Iraqi Decisive Victory.

Game Length--20 Game-Turns.

[18.2] Tel Shaar, October 13, 1973

INITIAL FORCES:

Israeli Player: 19th Bde.--9(M51), 6(CNT), 3(M113), 6(M3), 9(1NF),

3(MC), OMA: 4(5H).

Iraqi Player: Elements of the 3rd Armored Division--18(T55), 6(BTR),

6(1NF), OMA: 3(4H)

Deployment:

Israeli Player--On or west of Hills 3, 5, 7 before Game-Turn 1.

Iraqi Player--Enter the east edge of the map on Game-Turn 1.

Special Rules:

1. The Israeli Player deploys first.

2. The Canal/Ditch is considered clear ter rain.

3. This scenario takes place at night (see 14.7).

Victory Conditions:

1. Whoever controls the village (on or adjacent to hex 2422) by the end of the game wins a Decisive Victory.

2. Control means to be the only player with units in the village.

3. If both players have units in the village the game is an Iraqi

Marginal Victory.

Game Length: 18 Game-Turns.

0LUSTEE S&T 166

Olustee Map: hex 1508 is Swamp.

5.2 (change) Units that cannot enter in the exact entry hex specified

may enter along the same map edge within 3 hexes of the entry hex. If no such hex is available, the units may enter the next turn within 10 hexes of the original entry hex.

12.141 (addition) units scheduled to enter north of the Chickahominy

River cannot enter south of that river. Units scheduled to enter south

of the Chickahominy may riot enter north of the river.

13.22 Union reinforcements enter on cast map edge (4102-4111).

ON TO MOSCOW S&T 171

SCENARIOS:

1.  Russians at Minsk do not receive a V dragoon unit (they receive 2 L dragoons).

2. There is no Russian "Minsk" garrison infantry regiment in the counter mix; deploy any of the generic garrison units in Minsk in initial deployment.

3. Swedes at Vilna receive 2 G cavalry.

MAP:

1. Lemberg should be blue like all the other Swedish fortresses, not

white.

2. Alliance Display: Saxony and Russia boxes should be blacked out on

the Swedish row. Sweden, Cossacks, and Ottoman should be blacked out on the Russian row.

3. Colors for minor powers don't match the unit colors. The Augustus

leader box belongs with Saxony and the "Marshal" leader box belongs with Brandenburg. Devlet Gerey and Baltaji Mehmet are Ottoman.

TABLES:

1. Logistics  Table:  Units in Clear, River, Coast, or Lake hexes use

the line next to the word "MOSCOW" (X, F10, F10, F30, F30, S) on the

table.,  The same goes for Rough, Defile, Forest, and Marsh terrain; use the MOSCOW line  (X,X,F10,F10,F30,S). Ignore the lines following "7YW" (X, F10, F30, F30, S,S and X,F10,F10,F30,S,S).

2. Battle Plan Summary: Ignore the references to options with "7YW"

listed next to them. These are not used in ON TO MOSCOW.

3. Off-Map Movement Chart: Disregard the word "(MOSCOW)" beneath the title.  This refers to the chart being used in the game ON TO MOSCOW, not to the city of Moscow.

4. The die roll modifiers for the CRT printed on the map are on page 50.

5. Only one pioneer unit per side may apply a die roll modifier to siege combat.

RULES:

The description of the variant garrison counters printed in  S&T 170

(p.49)  and the revised CRT for 7 YEARS WAR (p.50) are accurate and

reliable. Use this material in 7YW, not OTM.

Q&A:

1.  Is the Swedish Fleet subject to the attrition results on the March

Table? NO  If so, would it be permanently destroyed?

2.  Under the rules, the Swedish Fleet must be in port during the

Winter.  If its port is captured by the Russians, would the fleet be

destroyed? YES

3.  If the fleet were destroyed under either circumstance, could it be

brought back somehow? NO
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[4.0] (correction) C-2: The fire of personal anti tank weapons is also

resolved in step A of this Segment .

[5.5] (correction) The Rally command may also be issued to companies in Morale State 1.

[6.33] (correction) Leg infantry units may voluntarily double their

Movement Allowance to 4 through a procedure known as charge.

[6.0] (clarification) Hexes containing the color of more than one Height Level are considered to be at the lowest indicated color (e.g. hex 0723 on the Arracourt Map is at Height Level 0).

[7.0] (clarification) Observation and Line of Sight is not affected by

the presence of other Friendly or Enemy units on the map. Destroyed

vehicle units do not form "wrecks" of any kind.

[10.0] (correction) PROCEDURE: Step 5 should read "Whatever the result of Step 4,. .."

[12.22 and 12.32] (correction) No Effect is indicated on the Loss

Modification Tables by "0"  (not "-")

[13.12] (clarification) If more than one assaulting unit is entering the hex, a defending unit may only attack one (not all) of these assaulting units with a given weapon system.

[13.22] (correction) The reference to Case 13.12 should be omitted.

[19.27] (omission) Scheduled reinforcements must begin entering the map on the Game-Turn indicated .

[22.0] (correction) SOVIET DEPLOYMENT: The reference should be to Case 19.22 (not 21.22).

PanzerArmee Afrika S&T 40

[3. 22] (Omission): US = United States.

[5.4] (Clarification): El Agheila is not a port. While Axis

reinforcements may arrive at El Aghelia, sea movement into or out of El Aghelia is not allowed. For sea movement purposes only the central Alexandria hex marked with the port symbol is considered a port. Units using sea movement from Alexandria must begin the Movement Phase in the central port hex (only). Reinforcements may, however, be landed in any of the shaded hexes constituting the Alexandria base area, within stacking limitations.

[6.5] (Clarification): Unoccupied forts have no Zones of Control. An

unoccupied fort hex may be entered by either side by paying the

appropriate movement cost dictated by the other terrain in the hex.

[8.32] (Clarification): A unit may never be reduced to below ''1"

Strength Point due to supply and terrain effects.

[8.6] (Clarification): Unsupplied units may counterattack. Units which did not participate in an attack may not be counterattacked by the surviving defending units.

[9.22] (Clarification): An overrun can only be executed from a hex which is controlled solely by Enemy units which are in the hex about to be overrun. An overrun may not be executed from any hex which is controlled by units in two or more Enemy occupied hexes (including the hex to be overrun). A unit (or stack) that has executed an overrun and is occupying a hex which is controlled solely by Enemy units in one adjacent hex may overrun that Enemy occupied hex if the overrunning unit(s) have sufficient Movement Points to do so. Within these restrictions, a unit may participate in as many overruns as its Movement Allowance will allow within a single Movement Phase. An overrun is always possible from a hex which is not an Enemy controlled hex (such as a hex adjacent to a Supply unit).

[9.91] (Correction): The reference to Case [10.5] should instead refer

to Case [10. 8].

[10.91] (Clarification): This rule is intended to prohibit the Allied

Player from placing any of his units (voluntarily) into an Unsupplied

state at any time whatsoever, i e, Allied units may not move out of

supply even if at the end of the Movement Phase they would be generally supplied.

[10.92] (Change): The Axis Player may voluntarily place only German

units in an Unsupplied state at the end of an Axis Movement Phase. Both German and Italian units may be placed in an Unsupplied state as a result of using Maximum Attack Supply or by voluntary destruction of an Axis Supply Unit.

[11.11] (Addition): Allied Supply units may be moved by rail and then

transported by Truck in the same Allied Movement Phase.

[12.0] (Clarification) Allied units are subject to Command Control on

the first Game-Turn. Allied sea and rail movement is not exempt from Command Control. A Supply Unit in a hex affect by Command Control may not be transported (by truck or rail or sea), but its supply function is unimpaired.

[13.2] (Omission): Allied units occupying hexes controlled by an Enemy occupied fort may not attack the units in the fort if due to the Command Control die roll the Allied units are considered affected by loss of Command Control. In such a case, the units in the fort may counterattack the Allied units which are assumed to have made an ineffectual attack.

[16.1] (Clarification): Allied units in Alexandria which cannot move due to Command Control may nevertheless be withdrawn as called for by the Turn Record/Reinforcement Track.

[18.1] (Correction): The reference to Case [7.14] should instead refer

to case [17.14].

[19.3] I Correction): In the example given in this case, the Axis Player has chosen Variable Reinforcement Option "K'' not "L.''

THE MAPSHEET

[5.31] (Clarification): It costs only "1" Movement Point to enter a hex

through a road hex side, even if also crossing an escarpment hex side

Attacking through a road/escarpment hex side causes Attack Strength(s) to be halved. A unit entering a hex through a road or track hex side and intending to leave the hex via a road or track hex side of a different unconnected road or track must expend two additional Movement Points to do so. When tracing a supply line from one road or track to another road or track not connected in the same hex, two additional Movement Points are expended for tracing the supply line in this manner.

Turn Record/Reinforcement Track (Clarification): Players should note that both the Axis and Allies receive one Supply Unit per turn in

addition to the reinforcements listed on the track. Neither Player may have more Supply units in play than are provided for in the counter mix.

Turn Record/Reinforcement Track (Correction): The Axis Malta Option is rolled for on Game-Turn # 15 (not # 14) at the beginning of the Axis Player-Turn.

Panzergruppe Guderian S&T 57

[3.4] CLARIFICATION: The Soviet Mechanized units are considered to be Armored Units for set-up and reinforcement purposes.  There are more Soviet Armored units in the countermix than are needed for play.  This was done deliberately to give wider fluctuation to Soviet armored capabilities in the game.

[6.37] ADDITION TO AH VERSION: German combat units moving through a Railroad hex may cut that rail line.  Mark cut rail lines by placing a Rail Cut Marker in that hex.  Soviet units may not use Rail Movement into or through a Rail Cut Marker.  Rail Cut Markers are removed by Soviet combat units entering the Rail Cut hex while moving normally during the Movement Phase.  Rail Movement may resume over repaired rail lines during the Turn following their repair.  The number of rail cuts permitted is restricted by the number of markers provided with the game (6).  The German Player may, however, remove Rail Cut Markers previously placed by moving a German combat unit over the cut, and thus make the marker available for new cuts.

[6.59] CLARIFICATION: Supply for all units involved in Overrun attacks is determined at the instant of overrun.

[6.7] TERRAIN EFFECTS CHART, CORRECTION: Under Road Hex, the reference to Case 11.14 should read 11.13.

[15.11] CORRECTION: In the last paragraph of this case, the reference

should read 14.23 (not 13.23).

[15.2] ADDITION (NOT INCLUDED IN AH VERSION): The actual outcome of the German campaign was a German Marginal Victory.  The Play of the game reflects this to some extent (i.e., there is a bias in favor of a German Marginal Victory).  If the players so wish they may consider a German Marginal Victory a "historical" victory, but a German "player" may win only if he achieves a Strategic Victory or better.  In such a case, a German Marginal Victory would be considered a draw.

[16.1] CLARIFICATION: The Reinforcement schedule in the rules is

right, not the table on the map. i.e., the Soviet player does not

receive Turn 12 reinforcements.

[16.2] CORRECTION: In Game-Turn Two, the German Player receives the 26th Infantry Division, not the 16th.

[16.2] ADDITION: On Game-Turn Seven, Entrance Area E, the German

player receives, in addition to those units listed, the 268th Infantry

Division.

PARATROOP S&T 77

Eben Emael Map

The slope hex sides surrounding the hilltop in hex 0715

were inadvertently omitted.  Each hex side of hex 0715

should be a slope hex side.

Red Devils Unit Summary

Armor, armored reconnaissance, armored infantry, motorized

infantry, and airborne reconnaissance are considered mechanized

units for purposes of movement.  Artillery, airborne artillery,

and rocket artillery units are also considered mechanized

units (however, see not on the Terrain Effects Chart).  All

other types of units are considered non-mechanized units.

EBAN EMAEL

Movement of Units

A unit is marked with a Bold Move counter when it moves more than

one hex, not when it expends more than one Movement Point.  Cliff

hex sides are those bordering hexes 1606-1621 only.

Fire Combat

A German unit is pinned on a modified die roll of 5-7 and is

eliminated on a modified die roll of 8-9.  A Belgian unit is pinned on a modified roll of 4-6 and is eliminated on a modified roll of 7-8.

Sighting

The terrain in the hex (and along the hex sides) occupied by a

unit or fortification wishing to fire has no effect on sighting, nor does the terrain in the hex (and along the hex sides) occupied by the target unit.  A line of sight coincident with a wall, ridge, slope, or cliff hex side is blocked; a line of sight coincident with the hex side of a woods hex is blocked only if this hex side is common to two woods hexes. Fortifications and the building have no effect on the line of sight. References to a "unit" in this rule also apply to fortifications and observation posts.

CRETE

Movement

Stacking limits do not apply during movement, only at the end of

movement.  Zones of control do not extend across all-sea hex sides.

German Airdrop

If a unit scatters into a Commonwealth-occupied hex, the

Commonwealth unit benefits from the terrain it occupies when defending.

Landing the German Mountain Troops

These units may only land in an airfield hex that a German unit

was the last to enter or pass through.

How to Start

Commonwealth units may not begin the game in a transit track.

The Results of Combat

When an "equal elimination" result is rolled, the smaller force

(in terms of the printed value of Strength Points) is removed from the map and the larger force must lose an equal amount.  Surviving units, either attacker or defender, may advance after combat.

 When a "counterattack" is rolled and the defending force does not

retreat, it must attack *all* the Enemy units in one of the hexes from which it was attacked -- even if some of those units were not involved in the original attack.

RED DEVILS

Movement of Units

Only infantry, parachute infantry, glider infantry, and

machinegun infantry may move across an unbridged hexside of the Neder Rijn River. German motorized infantry cannot use "dismounted movement (Case 4.8) to cross the river.  German armored infantry cannot use "dismounted" movement at all. When a unit moves "through" the Zone of Control of a disrupted Enemy unit, it cannot move directly into another Enemy-controlled hex even if the Enemy unit in question is also disrupted.  Though a Zone of Control does not extend across *unbridged* hex sides of the Neder Rijn River, it does extend across a Bridge (not Ferry) hexside. Anti-tank and airborne anti-tank units are treated as artillery for movement purposes. If a unit is in terrain prohibited to it because it is on a road, the unit can leave that hex only along the road.

Opportunity Fire

If the differential in a opportunity fire is less than -4, the

fire is resolved on the "-3 or -4" column.  Although artillery, airborne artillery, and rocket artillery cannot employ opportunity fire, anti-tank and airborne anti-tank units can. Note that a unit in a city hex can conduct opportunity fire at a range of one hex only.

Combat Pre-Conditions

Note that city hexes do not prohibit fire at a range greater than

one hex, unlike opportunity fire.  Anti-tank and airborne anti-tank with a range of 2 hexes are treated as "ranged non-artillery" for combat purposes (Case 6.6).

British Reinforcements

Airborne anti-tank units may not take part in combat on the

Player-Turn of air landing.  When using the Air landing Table, subtract one form the die roll if the unit is adjacent to either the Neder Rijn River or a Minor River hexside.

German Reinforcements

When more than one German unit enters the map through the same

hex, each may move its full Movement Allowance -- the units need not be "staged."

Destruction of the Oosterbeek Railway Bridge

The bridge crosses the 1513/1514 hex side, not the 1512/1513 hex side.

Combat Resolution

Mechanized units may advance after combat into or through

prohibited terrain only along a road.  However, German motorized infantry may always advance after combat as non-mechanized units.

Column shifts cannot shift the combat differential higher than

the highest column or lower than the lowest column.All column shifts are cumulative.

How the Game is Won

A Line of Communications can be traced *into* but not *through*

an Enemy-controlled hex, even if the hex is adjacent.  Example 1:

British units in hexes 0805 and 0807, German unit in hex 0706.  The

German unit cannot trace a Line of Communications into Wolfheze even though it is adjacent.  The British units can, via hex 0906 or directly from 0807.  Example 2:  British units in hexes 1004, 1204, and 1206, German unit in hex 1105.  The German unit has a Line of Communications to the hex it occupies, but to neither of the adjacent hexes.  The British units can, via hex 1107 to 1106 and via hex 0905 to 1005. Disruption has no effect on a unit's ability to trace a Line of Communications.

Pleasant Hill Errata S&T 106

COUNTERS:

The Union commander Benedict should set up on hex 1628, not 1068

The 173 NY regiment should have an infantry symbol on the front side of the counter, not a cavalry symbol.

RULES:

[21.21] (clarification): Artillery stacking points per fun do count

against the stacking point limit of a clar or woods hex, but not against the limit of units that can be stacked there.  No more than two batteries can occupy a hex.

[24.4] (addition): If neither the firing nor the target unit is in a

gully hex, units in a gully hex do not block the line of sight (LOS).

ROSTERS:

In any case where the counters and rosters vary, the counters are

correct.  These include...Ginstead's brigade should have six boxes above the line, for a total of eleven.

Waul's brigade should have an extra box both above and below the line, for a total of thirteen.

Stone's brigade should have three boxes above the line and three below, for a total of six.

Shaw's brigade should have an additional box above the line, for a total of eighteen.

McMillan's brigade should have one more box above the line, for a total of eighteen.

Lucas's brigade should have one box less above and below the line, for a total of five.

Plot To Assassinate Hitler S&T 60

[4.33] (change):  Then the SS player places all remaining SS and Nazi

units on Common Set-Up hexes (those marked with triangles).

[4.35] (change):  Then the Abwehr Player places all remaining Abwehr, OKW and Civilian units on Common Set-up hexes that were not used by the SS Player.

[9.25] (clarification):  However, units in Headquarters hexes do have

Zones of Control that extend out of the Headquarters.

[9.64] (clarification):  Hitler never engages in Hitler Movement during the Coup Sequence.

[10.63] (addition):  A unit may never retreat into an occupied hex,

whether it be occupied by a friendly, enemy or neutral unit. There is no such thing as displacement. Friendly units do not negate enemy Zones of Control for retreat purposes.

Raid S&T 64

[4.1, parts B & C] (clarification) A Player forfeits any chance to move or fire only if both he and his opponent elect to pass during a

Came-Phase.

[5.21] (clarification) Line-of-sight for Command Radius is traced from the Headquarters unit to the combat unit.

[6.2] (correction) Reference should be to the continuous black lines

(not red).

[7.2] Range Attenuation Table (correction) In the 7 hex range column,

all pluses (+) should be minuses ( - ).

[7.44] (clarification) If the MG kill zone extends along a hexside, the

hex to the right of the hexside is considered affected for game

purposes; the hex to the left of the hexside is unaffected.

[7.92] (clarification) An MG should be facing into a hexside during all

Game-Turn Phases, but facing only matters during the Movement Phase. During the Direct Fire Phase, all MG's have a 360 arc of fire regardless of facing.

[9.3] (correction) The Scatter Diagram was not deliberately excluded.

Use the compass rose on the map and add numbers one through six to the com pas, with (I) being on the North point, going in a clockwise

direction until all six points have a number next to them. Those that

have played other of SPl's tactical games (Mech War, Fire Fight, etc.)

will see such a diagram on those maps.

(addition) if an artillery concentration is plotted into the same hex

that it impacted into the previous Game-Turn, then the indirect fire is not subject to scatter .

[9.42] Indirect Fire Combat Results Table (addition) - Die rolls of less than I result in no effect. Die rolls greater than 6 are treated as 6.

[9.5] (addition) If a unit is in the impact hex of a 4.2, 105mm, or

gunship rocket fire add 3 to the In direct Fire Combat Results Table die roll. This effect is cumulative with any terrain effect that may apply .

[9.7] (clarification) A building does not accumulate "rubble casualties" if a building is subjected to artillery or rocket fire and the combat result is less than 3 or 4 there is no damage to the building structurally. Units in the building may still suffer casualties due to near misses and the resulting shrapnel.

[10.8] Close Assault Restrictions (additions) -- Mortar Sections, HMG's, Bazookas, Recoilless Rifles may not initiate a close assault; they may still defend against a close assault.

[13.21] When a helicopter is at NOE it possesses 10 observation points. When a helicopter is at NOE it is subject to the same LOS restrictions applied to ground units (see Observation, Section 6.0). Helicopters do receive terrain benefits in all cases when at NOE. If a helicopter is at NOE the LOS between the helicopter and a target ground unit is blocked if the first hex 'in front of' (i.e., between the helicopter and the ground unit and directly adjacent to the ground unit) the ground unit is a Heavy or Building hex or is any hex higher than the ground unit. A helicopter may only see units in Heavy and Building hexes according to Case 13.22.

[13.24] Helicopters may rise to altitude or drop to ground level at the beginning of both the Direct Fire and Movement Phases. In order to show the difference the owning player flips the helicopter from its NOE side to its other side to show that he is raising the helicopter to altitude. When a helicopter is at altitude it possesses 20 Observation Points. When a helicopter is at altitude it expends Observation Points in the following manner: I Observation Point for each hex that the LOS passes through except for the hex that the enemy unit occupies. Here the helicopter expends Observation Points equal to the value of the hex; this is different than the observation costs for a helicopter at NOE. (Example: The enemy ground unit is in hex 2928, the helicopter is at altitude in hex 2023. The helicopter expends 14 observation points to observe the enemy unit. Eight observation points were expended up to hex 2928 and 6 observation points were expended to look into 2928. When a helicopter is fired on when at altitude the terrain type it is considered to occupy is clear. When a helicopter is at altitude it can be observed by all ground units within 20 hexes of it.

[13.45] (addition) Gun ships may fire their rockets into building and

heavy hexes without having sighted the enemy units in that hex. This is an exception to Section 7.0.

[14.21] (addition) In any Game-Turn that a fire team uses the M203 and Fire Combat, it fires as i it had one less man than it actually

possesses (i.e. a four-man Fire Team would fire as a three man team on the Direct-Fire CRT.

[14.22] (clarification) Fire teams may move while loading a

rifle-grenade; they may not fire.

[14.23] (clarification) The 106mm RR may only be moved by Truck or

Helicopter.

[15.6] (addition) Litiani River Special Rules: The wall is not there for

the purposes of this scenario.

[15.91] All Ground units have their Movement Allowance reduced by 2

Movement Point Ground units may still move at least one hex p Game-Turn regardless of terrain costs. Observation ranges for all units is reduced by 5 but units still gain the Overwatch benefit.

[15.7] Alpha Force: 6 LMG's instead of 2

(Special Rules addition) The Alpha force does not have to land on

Game-Turn 1. They may land any Game-Turn and the entire force does not have to land at the same time. The arrival of the Alpha force can be staggered. (Mission correction) Alpha force to destroy the following buildings by Game-Turn 20.

RED BEACH ONE S&T 142

MAP

The unmarked column of boxes to the left of each AMTRAC

column of the Red Beach zones are LCVP (landing craft)

boxes.

Japanese Tactical Table -- Modifiers should read:

"For Date (Day or Night Turn): ... "

"For Fortifications Destroyed (Night Turn ONLY): ...

COUNTERS

Modifications to Existing Counters:

1) Battalion and Regiment Identification

Mark both sides of Marine infantry counters to make unit

identification in the chain of command easier and quicker.

Each infantry box is divided by the "X" symbol into four

quadrants: right, left, upper, and lower. Color in the

indicated quadrant.

Battalion ID

(battalion/   Color, 

 regiment)    Portion of unit ID box to color

   1/2        Blue, Right quadrant                       

   2/2        Blue, Lower quadrant

   3/2        Blue, Left quadrant

   1/6        Red, Right quadrant 

   2/6        Red, Lower quadrant

   3/6        Red, Left quadrant

   1/8        Black, Right quadrant 

   2/8        Black, Lower quadrant

   3/8        Black, Left quadrant

Marine Battalion HQ's are colored as follows:

1/2  Blue, portion to the right of the HQ symbol

2/2  Blue, portion beneath the HQ symbol

3/2  Blue, portion to the left of the HQ symbol

1/6  Red, portion to the right of the HQ symbol

2/6  Red, portion beneath the HQ symbol

3/6  Red, portion to the left of the HQ symbol

1/8  Black, portion to the right of the HQ symbol

2/8  Black, portion beneath the HQ symbol

3/8  Black, portion to the left of the HQ symbol

Marine Regimental HQ "flag" symbols are colored in

completely as follows (but avoid coloring the "H&S" inside

the flag):

2nd regiment: Blue

6th regiment: Red

8th regiment: Black

2) Japanese Resistance Level Markers

On the back of the "Resistance x50" marker, add:

                     RESISTANCE 

                        x50

                       +500

New counters:

1) 11 "HQ USED" markers to indicate HQ unit has provided

         support for the current turn.

2) Approximately 10 additional D / 1 markers

3) About 20 blank counters or other markers to indicate that

   a Marine stack has ended its Ground Segment for the turn.

   (An alternative to rotating units 180 degrees)

RULES

1.2 Units: Ignore all references to "defense strength." A

unit's printed value is simply its "strength," which is

modified by its Fire Value when used to fire at an enemy

target. The printed strength is used when being fired upon

by the enemy for purposes of determining combat odds on the

CRT. A step loss marker (1) under a unit indicates that one

should be subtracted from its current printed strength,

PRIOR to any modifications for Fire Value.

2.2 There is no "Floating Reserve Box" in the game. Keep

Marine units not yet in Wave/Assault boxes or in a land hex

near the compass rose (top left corner of the map).

2.4 In addition to the specified battalions in the initial

set-up, additional units of the player's choice may be

landed, as long as each Beach Zone receives no more than ten

(10) combat units plus any number of HQ units. Up to two

combat units (but no tanks) and any number of HQ units may

be placed in a single AMTRAC box on the Wave Display.

3.14 (new case) Engineer Losses (skipped on Nov 20); use the

Engineer Loss Table printed on the Charts and Tables page. 

Then reset "Engineer Available" and "Current Engineer Level"

on the Status Track. [renumber old 3.14 to read 3.15]

3.223 Roll once on the Am Trac Loss Table for each Beach where at least one 

wave arrived by Am Trac. There can never be more than three dierolls on the 

table in a single Landing Phase of a Day Turn.

3.24 Recovery Phase (addition): Remove "HQ USED" markers

from HQ units that provided combat support. Remove blank

counters or markers used to indicate that units have already

performed Ground Segments. Reset the Air Strikes and

Destroyer Support markers on the Status Track.

5.0 Stacking: Each hex can contain one infantry and one HQ

unit, plus any number of game markers. In addition, a hex

can contain either one Artillery or one Tank unit, but not

both.  Two or more units of the same type (infantry, tank,

artillery, HQ) may never be present in the same hex. Thus, a

hex can contain one each of infantry, HQ, and tank; or one

each of infantry, HQ, and artillery. Stacking applies at all

times during beach landings, movement, and combat.

7.11 Am Tracs: At the beginning of the game, six (6) Am Trac

points are available. For each available Am Trac point, one

combat unit (plus any number of HQ's) can be placed in a

numbered AMTRAC wave box during the Wave Assembly phase of

each daylight turn.  The number of Am Trac points may be

reduced at the end of each Wave Assembly phase in which any

AMTRAC wave boxes contained Marine units. Roll two dice and

consult the Amphibious Tractor Loss Table on the Charts and

Tables page.

7.13 There can be fewer than ten combat units placed in each

Beach Zone Wave Track, if the player desires or the rules

require. Each pair of numbered Wave Track boxes (one

unmarked [LCVP], one marked "AMTRAC") can contain a maximum

of two combat units and any number of HQ's. All the units

must be in ONE and only one of the two boxes. Tanks can

never be placed in AMTRAC boxes for any reason. Note that a

Wave Track comprises all ten of the boxes arranged in two

columns under each Red beach. The Green beach Wave Track

contains only five boxes. 

Example: Two infantry units could be placed in AMTRAC box #2

on Red One, but an infantry and tank would have to be placed

in the blank (LCVP) box #2. The two units could not be split

between the AMTRAC and LCVP boxes. Both would have to go in

a single box. Any number of HQ units could be added to the

occupied box, but they could not be placed by themselves in

the unoccupied box.

7.31 (addition) Marine units landing from an assault box

during the Amphibious Movement phase of a turn are NOT

considered to be performing a Ground Segment, and do NOT

make a Japanese Tactical Impulse check for any reason. 

7.33 and 7.34  The Coastal Defense CRT uses a "star" symbol,

not a "plus sign" to indicate HQ disruption or step loss.

A disrupted HQ that receives another "*" disruption result remains 

disrupted, but it is otherwise unaffected. If there is an undisrupted HQ 

unit available in the wave, it must be disrupted. An undisrupted HQ that 

receives a "1*" result becomes disrupted, w

hile a disrupted HQ that receives such a result is eliminated.

8.3 (3) (change) A unit finishes a Ground Segment the

instant it is dropped off from the stack, the stack receives

a "D" or "R" combat result, or the stack voluntarily ceases

moving and attacking for the turn. Instead of rotating

units, players may place blank counters or other markers on

units that have performed a Ground Segment.

8.711 Artillery and HQ printed strengths are counted when

stacked with other unit types defending against an attack.

If a hex containing only HQ and/or Artillery units is fired

on, then the provisions of rule 8.41 take effect. 

8.711 Unit Allocation: All fire support is allocated prior

to either side resolving fire in a single combat.

8.712 Determine Odds (addition): Japanese fortifications use

a multiplier of "x1" even when the Resistance Level falls to

zero.

8.713 Order of Fire Determination: The effects of fire

support allocation on Order of Fire  occurs prior to either

side resolving fire on the CRT. 

8.713 A Japanese active fortification fires first when a

Marine stack located in beach, clear, or airfield terrain

attacks it. A Marine stack is considered to be in such

terrain if any portion of the hex it occupies contains at

least one of these terrain types. (Japanese stacks do not

benefit from this first-fire advantage because they can only

attack American units, and never defend against American

attacks.)

+++8.715 A retreating stack is affected by the ZOC's of any

enemy units stacked in its hex at the beginning of the

retreat. (Usually, this means the stack cannot retreat and

must take a step loss instead.) A retreating stack must

remain together, and cannot split up.

8.73 Japanese also fire first if American units are

attacking from any clear hex into a hex containing an active

fortification.

8.85 (additions) HQ units that receive a special "star"

result on the Coastal Defense CRT are considered Disrupted.

An HQ unit on its Disrupted side which suffers another

Disruption result remains Disrupted; there are no additional

penalties or effects. A disrupted HQ that suffers a step

loss is ELIMINATED.

8.853  Place eliminated HQ units on the next available red

"interphase" box on the Turn Track. At the beginning of an

Interphase, place any HQ's in the current Interphase box

back in the Floating Reserve.

8.86 Tank losses (indicated by a star on the CRT) occur ONLY

on Japanese die rolls against a US stack containing tanks.

US die rolls in the "tank loss" range on the CRT never cause

tank losses.

8.87 (new optional rule) Marine Consolidation: Two or more companies from 

the same battalion that have taken losses may combine to form a new, 

consolidated unit. The units must be able to trace an LOC to their Battalion 

HQ, and must be adjacent to one anot

her. Simply remove all but one of the companies and adjust the remaining 

unit's loss marker accordingly. The removed units are considered eliminated 

American units. Consolidation counts as a ground segment, and is subject to 

a Japanese Tactical Impulse che

ck (9.2) if any of the units involved in the consolidation were located in a 

clear, beach, or airfield hex.

8.9 Combat Support (expanded general rules): Marine

Regimental HQs, Artillery, Airstrike points, and Destroyer

points may provide support to a stack containing an American

infantry or tank unit. Marine Battalion HQ units may provide

support to a stack that contains an infantry unit. The stack

must also trace a proper LOC (see 6.0) if the support comes

from an artillery or eligible HQ unit. To receive destroyer

support, a stack must attack a hex that contains beach

terrain, or is adjacent to a hex with beach terrain. Support

can be received any time a qualified stack fires at a

Japanese fort or unit as part of an American attack. Only US

Battalion HQ and Artillery units can provide support to a

qualified stack defending against an attack by a Japanese

stack (see 8.911). Whenever support is received from an HQ

or artillery unit, multiply the support unit's printed

strength by its Fire Value and add the total to the stack's

fire strength. Each firing stack can receive one Airstrike

and one Destroyer point; each point is worth four (4)

strength points, which are added to the stack's fire

strength after all other modifications. Support units and

points may never attack on their own. The instant a stack

containing only HQ and artillery units is  located in an

enemy ZOC, rule 8.41 comes into effect.

8.911 Battalion Combat Support (important clarification):

A Marine stack defending against a Japanese attack adds the

combat strength of a qualified Marine Battalion HQ when it

fires at the Japanese stack. Adjust the HQ's strength using

the Fire Value Chart and add the total to the Marine stack's

fire strength. The HQ must not have provided support to any

other attack or defense during the current turn, and a valid

LOC must be traced. 

8.92 Artillery (important clarification): Artillery can

provide support to a defending Marine stack in the same way

as for Battalion HQ's; see errata for 8.911.

8.93 Airstrikes: Each firing stack may receive only ONE

airstrike, worth four strength points (no more, no less).

Reduce the "Air Strikes Available" marker by one for each

attack. Air strikes cannot be saved from turn to turn; uused

air strikes are lost.

+++8.94 Destroyers: Each firing stack may receive only ONE

destroyer support fire, worth four strength points (no more,

no less). Reduce the "Destroyer Support Availalable" marker

by one per attack.  Destroyer Support cannot be saved from

turn to turn; unused Support is lost. There is no Destroyer support during 

Night Turns.

8.951 (correction) Engineer platoons to the RIGHT of the

Current Engineer Level marker are no longer available for

the rest of the game.

+++9.2 The Tactical Table is not used once the Resistance Level reaches 

zero.

9.21 (important clarification) (2) Another Japanese Tactical

Impulse is NOT triggered if the US rolls 11 or 12 on the CRT

during the resolution of an ongoing Tactical Impulse.

9.21 (3) A hex containing a destroyed Japanese fortification

does NOT count as a clear terrain hex, and does not trigger

a Tactical Impulse check.

9.225 Japanese Ground Assault (addition): Japanese

fortifications never contribute their combat strength to a

Japanese stack for either fire or defense during an Assault.

The ZOCs of active Fortifications always remain in force and

can affect retreats. 

9.3 It is possible that the elimination of the very last

American stack taking advantage of Tactical Coordination for

a battalion or regiment will prevent a Japanese Tactical

Impulse Check from occurring.

9.32 The counter image reprinted beneath the rule should

read "2" avove the H&S symbol.

9.4 Japanese Tactical Impulse checks occur automatically at

night; no American actions are required.  The number of

fortifications destroyed only modifies the die roll on the

Tactical Table during a Night Turn.

9.421 Each HQ and Artillery unit (whether normal, fired, or

disrupted) counts as one (1) step when determining the

weakest American stack(s).

9.422 Ground Assault: Resolve as in 9.225, but US stacks may

not perform any movement or combat following the assault.

9.423 Coordinated Assault: Resolve Japanese assault 

as in 9.225, except as noted in this case.

9.423 The references should be to 9.421, not 9.431.

9.53 (addition) Place Japanese tank units beneath the

Coastal Defense tables when not in use. Be sure to leave any

step loss markers the units have earned with the units. 

Number the units "1" and "2".  When a tank unit is called

for in an attack, roll the die again. On a 1, 2, or 3, unit

"1" is received.  On a 4, 5, or 6, unit "2" is received. 

Once one tank unit is eliminated, always use the surviving

tank unit without a dieroll. 

10.0  The reference to Green Beach should be 7.4.

11.0 Victory Conditions (IMPORTANT CHANGE): The Marines win

if all Japanese Fortifications on the map are destroyed AND

the Japanese Resistance Level is reduced to zero (0) by the

end of the last game turn. If both conditions are not met,

then the Japanese win. In the very unlikely event that all

fortifications are destroyed before the Resistance Level

reaches zero, then the Japanese win.

12.1 Be sure to flip the "Japanese Resistance x 50" marker

to its RESISTANCE +500 side, and readjust all the resistance

markers accordingly to the 550 level.

12.2 The number of Am Trac points at the start of the game

is raised to 12, not 24. The Status Track on the map is

correct.  Except for the change in the maximum number of

units that can use Am Tracs each daylight game turn (12

instead of 6), all the rest of rule 7.11 remains in force.

12.6 American Communications (revised): The ease with which

the American player may deploy units from the Floating

Reserve is misleading.  In actuality, ineffective

communications equipment aboard the commander's battleship

and among the invasion forces created delays and confusion

that caused reinforcements to leave the line of departure

anywhere from an hour to twelve hours after requested. When

this rule is in effect, units in the Floating Reserve must

be checked before then can be placed on the Wave Display. 

Roll one die for each battalion (including its HQ, if

present) Also roll one die for each combat unit or HQ not

belonging to a particular battalion. Subtract one from every

die roll for each undisrupted HQ unit currently located on

the island. If the modified result is one or less, any or

all units of the battalion (or the individual non-battalion

unit) may be placed on the Wave Display following standard

rules. Battalions and units that fail the dieroll remain in

the Floating Reserve.

IMPORTANT EXCEPTION: The initial forces specified in rule

2.4 ALWAYS land on turn 1, without a die roll. Any

additional units selected by the player for landings on turn

1 or any subsequent turn must use the procedure specified in

this rules section to see if they actually remain on a Wave

Display. 

13.22 When playing the two-player version, if Japanese

Resistance exceeds 500 points, players should flip the

"Japanese Resistance x 50" marker over to its "Resistance

+500 / x5" side and reset all the Japanese Resistance Track

markers accordingly. If and when resistance falls below 500

once again, flip the "Resistance +500" marker back over to

the other side. 

13.23 General Assault: Only one Coordinated Assault is

permitted during a turn in which the General Assault option

is chosen.

13.4 General Assault is performed exactly the same way in a

Night Turn as it is in a Day Turn; see 13.23. There can

never be more than one General Assault per Night Turn.

Example of Ground Segment (p. 16 of rules): Hex "T" is clear

terrain, which triggers a Japanese Tactical Impulse check

the instant a stack enters the hex, so long as it is the

FIRST clear/beach/airfield hex the stack has entered during

its current Ground Segment. Players may set up the example

on the game map for greater clarity.  Hex A is 3215, S is

3315, T is 3416, U is 3516.  Hexes A and S should contain

"D" markers to indicate destroyed fortifications. The rest

of the example remains unchanged.

PLAYER AID SHEET

Lines of Communication (LOC)

3. Extended: Regimental HQ to designated hex (9 hexes) for

Supply (10.0), or to artillery unit (9 hexes) for Artillery

Support (8.92)

7. Supply: any unit to beach hex in an operational Landing

Beach, or end of the Long Pier -- hex 2308 (5 hexes).

Landings

3. Only six (6) units by Am Trac per turn, minus Am Trac

losses (see Status Track)

Ground Segments

2. Japanese Tactical Impulse

   2.3 American stack terminates a Ground Segment,

       voluntarily or involuntarily

3. Ground Segment Termination (rotate stackm 180 degrees or

cover with a blank marker)

   3.3 The stack is completely eliminated (no Japanese

       Tactical Impulse)

Combat

Change all references from "defense strength" to "strength"

2. ...Combat odds are attacker's modified strength divided

by defender's printed strength (drop fractions). HQ and

artillery count for zero on defense.

3.2 Japanese first fire

    3.22 Americans attacking from clear/beach/airfield and

         fortification is defender

4.5 (addition) No Tactical Impulse check triggered by

Advance.

5.3 (addition) Four strength points (maximum) per Marine

attack from Air Strikes.

5.4 (addition) Four strength points (maximum) per Marine

attack from Destroyer support.
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CHARTS

Morale Option Table: see below under rule 6.62.

RULES

5.62 (change) The term "unit ID" should read "Formation ID" throughout the rule.

6.61 (change) The reference to "Morale Result number" should read "Step Loss number."

Q: How do you figure the number and type of terrain shifts for combat? (6.52)

A: Select the one type of terrain located along a hexside of the target hex that causes the FEWEST shifts in the target's favor. Then add to that shifts caused by all other terrain features in the defender's hex. Example: a unit in hex 4235 firing on hex 4314 gets only one shift (not two) for the hexside 4235/4314. Since both "up-slope" and "stream" cause one shift, the firing player chooses either as the one with the "fewest" shifts.

Q: Can motorized units conduct combat across an unbridged Halha River hex side? (6.52)

A: Yes, since bullets and shells can traverse rivers, However, no units can advance after combat across an unbridged river hex side.

Q: How should Armor Replacements be kept track of? (6.61)

A: Each side uses An "Armor Repl" marker (included in S&T 162 counter sheet) to keep track of Armor Replacement points on the friendly Record Track located on the map. When the marker must be moved past the "9" space, flip it to its "+10" side and place it in the appropriate space. Example: if the Soviet marker is in the '8' space and must add 3 more Armor Replacement points, flip the marker over to its "+10" side and place it in the "1" space to record 11 points available.

Q: The Morale Check procedure described in the rules and the Morale

Option Table do not always agree. Which is correct? (6.62)

A: If no Morale Check occurs, follow the instructions on the Morale

Option Table under "No Morale Check Made." Under the 'Fail Morale Check" section of the rules, delete the reference to placing a "2" marker on surviving defenders. On the "Attacking Player" row under the "No Morale Check Made" column of the table, change the reference from "target unit" to "ALL target units." Otherwise, the Morale Option Table is correct, and should be followed if a conflict arises between the rules and the table.

Q: During Night combat, does a Japanese unit with a "2" disruption

marker receive another "2" marker at the end of combat? (6.93)

A: No. A unit with a "1" marker exchanges it for a "2" marker. No unit

can ever have more than one "2" marker.

Q: How exactly are Japanese reserves released? (7.64)

A: Regardless of the date, always keep track of how marry Soviet stacks, or individual units alone in a hex, have moved thus far during the Soviet player turn. The number of moving Soviet units and stacks

determines the proper die roll range on the Japanese Reserve Release table. Only ONE Japanese reserve unit may check for release each time a Soviet unit or stack completes its movement. During a July turn, once ANY Japanese reserve unit is released, all reserve units that have not yet moved (including those that failed Release Table cheeks earlier in the turn) may move freely per rule 7.63.

Q: Can destroyed bridges be rebuilt? (11.1)

A: No.

Q: Are the "Examples of Play" entirely correct? (p. 19-20)

A: Under "Hasty Attack," the lone attacking Japanese tank unit (5-16)

performs a firefight with 10 factors (not 5) because it is doubled

against infantry. The attack is shifted 1 column right for proficiency

to "12' on the CRT. The remainder of the example is correct.
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8.53 Rail Movement [clarification]: A unit moving along a rail

(spending 1 movement point per hex doing so), does not expend an

extra movement point to move across river hex sides (the unit is

considered to be moving across a bridge).

12.2 Fortresses [clarification]: While fortresses do not have

ZOCs, do units occupy[occupying them maintain their normal ZOC.

12.73 Fortresses [clarification]. While fortresses are not units

per se, destroyed fortresses are worth 3, 2 or 1 victory point,

depending on the original value of the fortress (see 15.22).

18.2 (4) Scenario options [clarification]. If Belgium grants

Germany free passage, "destroyed" Belgian fortresses and

removed Belgian units do not count as victory points.

Remember the Maine errata from S&T #110

COUNTERS

The backs of the squadron markers should have been the same color as the backs of the individual ship counters. This may cause balance

problems in favor of the US. The players can place one ship of a

squadron on the map, keeping a side record of which squadron it

represents, and stack the squadron marker off-board with the other

ships of the squadron.

SPANISH NAVAL UNIT STATUS CHART

Cadiz Squadron

-- "Flot #2" is a "D", not a "GB"

-- "Flot #3" is a "TB", not a "GB"

Cuba Squadron

-- "Marqukes de la Ensenada" should be "Marques de la Ensenada" --

"Reina Mercerdes" (Santiago) starts with one hit -- "Flot #1" should

be "Galizia"

Cape Verde Squadron

-- "Admirante Dquerido" should be "Admirante Oquerido" -- Collier

"San Francisco" starts empty

Independent Ships

-- Except as specifically listed, all independent ships start empty

-- "Civdad de Cadiz" should be "Ciuda de Cadiz" 

Coast Artillery

-- The first seven batteries are located in Havana -- "Escambean

Battery" (Puerto Rico) should be "Escambran Battery" 

Reinforcements

-- "Flot #B" (1 June) should be "Flot #8" -- "Flot #10" and "Reserve"

collier enter 2 June 

US NAVAL UNIT STATUS CHART

-- Boxes for coast artillery from Campaign Event 56 should be drawn 

onto the appropriate battery if the event occurs -- The cruiser

"Chicago" was left off the reinforcement list:  1 Aug Chicago C |0|1|2|

TABLES

[4.4] Naval Gunfire Table

The torpedo die roll modifier against ships with a speed rating of 7

or 8 is also +3.

RULES

[4.31] (clarification) If both sides wish to change range and the

faster squadron succeeds, the other squadron still gets to try. 

[4.64] (clarification) The movement of the faster battle line in this

case is optional, and is completely independent of the disengagement

by opening range.

[9.11] Ignore the reference to "0" strength units. There are none in

the game.

[10.11] (correction) The references at the end of this case should be

to 10.24 and 10.25.

[12.23] The combat rating reduction still occurs if the Yellow Fever

die roll is "No Yellow Fever".

[13.31] (clarification) This case applies only the Spanish units on

Puerto Rico.

[20.23] The two-hex channel at San Juan is commanded by two

batteries, each of which must be run past individually. However,

combat against enemy ships in all hexes of the channel is resolved as a single combat in the hex closest to the harbor.

[21.14] Artillery conducting defensive fire against US landings

receives all applicable modifiers on the Naval Gunnery Table. Such

units are considered light guns. Also, the two-point Spanish field

artillery unit rolls twice on the Naval Gunnery Table, once for each

strength point. 

Rio Grande: Battle of Valverde, 21 Feb 1862 S&T 142 

Official Errata

All the following are clarifications, unless otherwise noted.

COUNTERS

Union-infantry combat leader Lewis is a Captain; replace the "II" indicator with the word "Capt."

H/7US and AH/1OUS infantry units should have infantry symbols on their reverse sides, not cavalry symbols. 

CSA-Leader rankings are as follows: one star = Major, two stars=Lt. Colonel, three stars=Colonel, three stars encircled by

braiding=General. Sutton should have two stars, not one. Sibley should have 

braiding around his three stars.

RULES

4.33 Overall Commanders moving by themselves in an uncoordinated Action automatically modify the TCT dice roll by +2 (CSA) or -2 (Union).

4.33 (change) Independent units NEVER use Uncoordinated Actions. They always are considered to be using Coordinated Actions (see 10.42).

5.28 (addition) EXCEPTION: Movement between hexes l2l6 and l3l6 or 1217 and 1317 is at the Land Sand Bar cost in BOTH directions. Also, remember to add one movement point to the cost from  moving from Sand Bar/River (level-1) to level-2 clear terrain.

5.52 Reinforcements belonging to the same organization are treated as a "group," and may perform Coordinated Movement Actions (only) using a single TCT dice roll. The group uses its assigned 

leader's Action Rating to modify the TCT, even when all of the group's units are not within his Command Range. The group

must, however, move as directly as possible toward its leader (while  avoiding enemy ZOCs) if he is on the map. These special group capabilities end permanently the instant any unit in the

group: 1) is within its leader's Command Range, OR 2) attempts an Action other than movement, OR 3) is in an enemy ZOC.

6.28 No unit may perform Mount/Dismount while in an enemy ZOC; see 6.44.

6.32 Units may form Square and move while in a Square only in Clear hexes containing no other type of terrain, including Sand Bar and River.

6.32 (addition) Units may not form or leave Square while in an enemy Zone of Control.

6.34 ALL units in a Square may contribute their fire strengths, not just the top unit. However, the total is aIways HALVED

(drop fractions).after all other modifications have been made.

6.42 (addition) No Mount/Dismount formation change Action is allowed when the unit is located in an enemy ZOC.

6.44 Ignore the last sentence about enemy ZOC's. See errata for case 6.42.

6.46 (IMPORTANT CORRECTION) If the die roll is the same or LOWER than the Commitment Rating, the unit enters the enemy ZOC. If it is higher, the unit ceases movement where it is for the  action. The reference to "Poor Morale" in the Die Roll Adjustments should read "Fair Morale."

8.0 (addition) When "halving" combat strengths, if it is fire combat, drop the fraction. If it is melee, retain the fraction.

8.1 Ignore the references to section 6.4 and Battle Rules. The reference to Range Effects should be 8.2. 

8.12 (change) Delete the phrase "having only one unit! target at which to fire (see 6.4)." Note that a mounted cavalry unit

may NEVER combine its fire with any other unit, even mounted cavalry.  EXAMPLE: A Union infantry unit is within range of two stacks located toward its front, containing one artillery and one

dismounted cavalry each. The Union unit is also adjacent to two mounted  cavalry units located in its rear. The Union unit could be fired on up to FOUR times in a single Action - once by the artillery

firing together. once by the dismounted cavalry firing together. and once by  each mounted cavalry firing individually.

8.27(correction) If the distance between the lower unit and the potential obstacle is HALF OR MORE the number of hexes between the firing and target units. LOS is CLEAR. (When determining half  the distance. round fractions up.)

8.29 (addition) Range and LOS Example: A CSA infantry unit is located on level-1 terrain in 2529, and a Union artillery unit

is nine hexes away on level-2 terrain in 1625, facing directly east. Since the  infantry unit is three hexes away from the first available intervening Sand Dune hex side (2228/2127). it is less than half

the total distance (one-half of 9 hexes = 4 1/2. rounded up to five) between the  artillery and the infantry. The LOS is blocked, and the artillery cannot fire at the infantry.

8.43 An attacker performing a combined Fire and Melee Action may choose to attack any additional enemy units in friendly

ZOC that were NOT fired upon. The attacker is not limited to attacking only  those units fired upon by friendly units. In other words, anything goes so long as all enemy unit required to be attacked are actually attacked. and no individual friendly unit divides its printed strength  between two or more separate Melee attacks during the course of the Action.

8.45 Delete the word "remaining." All Defensive Fire is resolved before ANY Melee combat is resolved.

8.54 (addition) 7. A charging/counter-charging unit must Melee ALL enemy units in its ZOC (both Front and Flank). The

attacking units may combine their combat strengths and/or attack more then  one enemy unit at the same time. as in normal Melee, so long as all eligible enemy units are actually attacked.

8.62 (change) D = Disrupted. Once a unit is Disrupted, any further "D" results are treated as No Effect.

3. Disrupted cavalry may not perform charge, counter-charge, or Retreat Before Combat. Charging cavalry that becomes

disrupted immediately ends its movement. and may not melee. A counter-charging cavalry unit disrupted by Defensive Fire completes charge movement and must perform Melee combat against an

eligible target, but with a two-column shift to the left (2Lj; see 8.57 errata.

8.75 (change and addition) Cavalry that Retreats Before Combat may not violate normal retreat provisions 8.82 c. Rout

Move: If a routing unit has enough movement points to enter a hex, but cannot do  so because of enemy units, stacking limits, or enemy ZOCs, the routing unit stops and loses a step. If a routing unit could

enter a hex but lacks the MPs to do s0 it stops but does NOT Lose a step.

9.32 Ignore the sign (+ or -) when adding the Leader Action Rating to the Morale Check dice roll.

9.36 (addition) A mounted cavalry unit that is not performing charge or counter-charge, and is attacked by a charging

cavalry unit. MUST undergo a Charge Morale Check. If the check fails, the unit suffers the effects listed for infantry, artillery, and dismounted cavalry in 9.33.

10.24 (addition) Use the "CSA Command Point" and "Union Command Point" markers on the Consecutive Actions Track to

record the current number of Command Points available to each side's  Overall Commander.

11.0 (addition) Any Command Points committed to the Action are considered spent if Random Events 4, 6 or 9 are rolled

(and are applicable to the rolling player). Otherwise, they are not spent.

12.0 Set-Up

Union sets up first, then CSA.

"A (Dodd's) 2nd Colorado Volunteers" is the A(Ind*) Col Vol 6-12 Union cavalry units in the counter mix.

"Graydon's Spy Company" is the 4-12 independent Union cavalry unit in the counter mix.

14.0 Victory points are not awarded for leader units, regardless of their position on the map or their elimination. Leaders

are still essential for gaining VPs from In Command units.

14.0 Withdrawal: Union side must withdraw if at least sixteen (16) infantry and/or cavalry units are either eliminated or

have Broken Morale. The CSA must do so if there are fifteen (l5) such units on  its side. Units that rout off the map are considered eliminated for Withdrawal purposes.

CHARTS AND TABLES

(9.2) MORALE LEVEL EFFECTS CHART

Fair (addition) 2. May have to retreat on "R" Fire Table Result (8.62)

Broken (addition) 6. Must retreat on "R" Fire Table Result (8.62)

(9.3) CHARGE MORALE

Adjustments: -1 Command Point issued by Overall Commander

THE TURN CONTINUATION TABLE (TCT)

(change) The note should read: * = See 4.42. 'Automatic Finish'

(change) Adjustments:

3. Automatic +2 (CSA) or -2 (Union) for: Resupply. Overall Commander's Uncoordinated Movement

TERRAIN EFFECTS CHART (addition)

Add a "(d)" after the words 'Clear' and 'Land Sand Bar' on the chart. Put the following note at the bottom of the table:

(d) Treat Clear/Fordable River hexes the same as Clear hexes for all purposes. Use "Clear" terrain cost when moving from a Clear hex to a hex containing any Land Sand Bar terrain.

ROAD TO RICHMOND S&T 60

[5.26] (omission): Terrain effects on movement are cumulative. If a unit does not have sufficient Movement Points to enter a hex, then that unit may not enter the hex (e.g., a unit may not enter a forest-rough hex by crossing a stream hex side as this would require more than six Movement Points).

[7.4] (clarification): Terrain effects on combat are not cumulative. If a defending unit might possibly benefit from two different types of terrain, only the effect most beneficial to the defender would be used (e.g., a unit in rough being attacked across stream hex sides would be doubled for defense, not quadrupled).

[14.1] (correction): The listing in the Initial Deployment Chart is

partially in error. The Union 1/3/V and 3/3/V should be deployed in hex 1008 (not 1007). Note that the set-up as given on the map is correct.

[21.11] (correction): The reference to the second condition is of course to the Union Train (not Trade) counter.

Road to Vicksburg S&T 103

MAP ERRATA

  1.  North runs towards hex 0101, along the hexside connecting hexes 0101 and 0202.

  2.  Hexes 0910, 1009, and 1010 should be Forest/Rough.

  3.  CS Reinforcement Table:  Reynolds "Cav" is Reynolds' Bde.

  4.  US Reinforcement Table:  2nd "Btty"/Div. is 2nd Bde/6th Div.

  5.  Forest movement cost is 3 MP's, not 2.

OB ERRATA

  1.  Ridley's Bty should be a 3, not a 2.  The optional counter's

strength is correct.

  2.  The 39th, 56th and 57th GA regiments are all 2's.

  3.  6th Mo. Cav (US) is attached to 13th Corps, not 17th Corps.

COUNTER ERRATA

  1.  The reinforcement and release times on the counters are incorrect;

the Turn Record Track and Reinforcement Table times are correct.

  2.  Ridley's Bty (CS) should be a 3, not a 2.  The optional counter is

correct as printed.

  3.  The Union Train should be a 0, not a 1.

  4.  The 2/6/17 (US) should be a 6, not an 8.

  5.  The CS battery printed as CLAIRBORNE should be CLAIBORNE.

RULES ERRATA

  1.  (change) Rule 13.2:  Delete VP's gained for bombarding the Union

Train.

  2.  (correction) Rule 14.3:  A combat result of AE, only, against the

1/9/13 allows the 2/9/13 and 1st WI to enter a CS ZOC, in addition to the other ways listed.

  3.  (addition) Rule 15.2:  If an uncoordinated attack results in the

defender being destroyed or retreated before all hexes have attacked it, then run the rest of the attacks as if the defender hadn't already been attacked. The remaining attackers still suffer all adverse combat results and the defender doesn't. If a series of uncoordinated attacks causes the hex attacked to be vacated, only one of all the attackers can advance.  Each hex attacking is considered a separate attack for the purposes of Rule 10.0.

4.  Rule 14.5:  The 2nd OH Bty is released on Game Turn 4, not 5.

ROMAN CIVIL WAR S&T 157

When playing Trajan (S&T 145), use all Roman Civil War rules EXCEPT Res Publica (36); the Late Republic was a very different political animal from Trajan's Empire! Be sure to combine specific information from Trajan regarding Parthians, Armenian, Arabs, and Alani with the general RCW rules on Off-Map Regions (14), Recruitment (13 & 29), and Clients (15 & 31). The following Trajan rules sections contain the needed information-

(11.10) Off-Map Forces Box ("Roman Empire Off Map Forces Box")

( 17.2) #2 - Roman Off-Map Forces recruitment

(17.3) Parthian Forces recruitment

( 18) & (22) Client Forces

26.6 Disrupted units do NOT count toward the Heavy Infantry total which can negate strength loss results. Only good order Heavy Infantry may serve this purpose.

Map terrain: hex 3021 is Coastal, and Carthago becomes a port

once it is colonized.

Terrain Chart: Coast--Combat Effects: Other terrain in hex,

**except** when all units involved are Fleets or are aboard

Fleets. In that case, ignore terrain entirely.

Q: Can Fleets ever fight a Battle all by themselves? Where can

such pure "sea battles" occur? 

A: Any Battle where **all** the units involved on both sides are

either Fleets or currently aboard Fleets can be termed a "sea

battle." Sea battles can take place in any All-Sea or Coast hex.

Q: Are there any special restrictions or advantages in a pure sea

battle?

A: Ignore all terrain effects when fighting a sea battle. All

Fleets fight at HALF their printed strength when using any Tactic

EXCEPT Phalanx; see 26.3 (5). When the Maneuver Tactic is

selected, all units EXCEPT Fleets may participate.  When the

Assault tactic is used, all heavy-armed units INCLUDING Fleets

may conduct combat. Fleets may participate in Skirmish.

Q: When both fleets and land units not aboard fleets are present

in Battle, are the effects of Tactics changed in any way?

A: Fleets may participate in Assault and Skirmish at half

strength, and in Phalanx at full strength. Maneuver remains

limited to cavalry units. Land units currently aboard fleets are

treated normally. (At this scale, it is assumed that the fleets

will land their passengers before the battle begins.)  
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Set-up:  The Mexican unit starting in El Paso is a "Regular."

California consists of San Francisco, LA, Santa Barbara and San Diego

2.0  THE MAP

The friction point number on the route between San Diego and Mazatlan should be 30, not 31. The only locations in TX are: Austin, Corpus Christi and San Antonio

6.0 Movement

The reference to the "29+" column on the unit disintegration chart

should be to the 26+ column.

UNIT DISINTEGRATION AND CLASS TABLE:

On the 26+ column a strength point will disintegrate on a roll of

3,4,5,6. The Disintegration result on a roll of "2" is incorrect.

8.0 LEADERS

A leader moving without strength oins may only enter friendly and

captured locations. If a leader loses his entire force to disintegration solely by voluntary movement (not retreat) the leader is placed back in the location immediately preceding the one in which his force ended its movement. If more than one leader is present in a force only one leaders' efficiency rating may be used to modify the disintegration die roll. The highest efficiency rating may be used even if it does not belong to the highest ranking leader.

9.0 COMBAT

9.1 How To Resolve Combat

Example:  The (2) seasoned inf. strength points with 5 friction points

actually have a class of 2, not 3.  This gives the force a total of 8, not 7; and an average of 2.6, not 2.3, which is rounded up, not down to a final class of 3, not 2. 

Minimum Combat Odds (addenda to addenda)

A force that enters an enemy occupied location and drops below 1-1

odds (including all applicable odds column shifts) due to disintegration, immediately returns to the location it left to enter the enemy location.  This retrograde movement is not counted as a 'move"; i.e., no additional friction points are accumulated and no additional disintegration die-rolls are made.

9.5 LEADER LOSS

A leader that's alone in a location that is entered by enemy forces is

automatically eliminated.

11.0 INVASION OF VERA CRUZ

2. Roll of 2-5 -- may invade on Game Turn 11, not 22. The withdrawal of strength points is optional, not mandatory.  The

leader Worth must be withdrawn if present on the map.

16.0  REINFORCEMENTS

United States Game Turn Eight If the United States decides to invade Vera Cruz, withdraw from the map up to (4) seasoned inf, (4) regular inf., (3) field artillery, and the leader Worth who must be withdrawn if present on the map.
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 >System Rules<

 Q: The system rules (3.2) refer to randomizer cups for the

 Russian and Turkish Operations markers. But the RTW specific

 rules section seems to suggest that a player can deliberately

 choose what kind of Operations marker he wants to play in a

 particular situation (Staff, Sedition, Secret Police, Bold

 Action, Russian Stolidity, Turkish Fanatacism). Which way is it:

 random or deliberate pick?

 A: Deliberate pick. Rule 3.2's references to Operations marker

 randomizer cups are wrong. Random picking may "sound" right for a

 war not noted for its brilliant commanders, but the limited

 choice of markers and restrictions on how many an HQ can use are

 sufficient to simulate imperfect command control. Randomness for

 the French in FPW is used to simulate the problem of personal (as

 opposed to structural) incompetence and unreliability that

 plagued the French army in 1870. Randomness is the only way yet

 devised to keep players with perfect hindsight from "rigging the

 System" and achieving historically unlikely (or even impossible)

 results.

 Q: The "specific rules" sections describing the effects of

 National Will (7.2) do not agree with references in the specific

 rules books for RTW and FPW. Which are correct?

 A: The specific rules books are correct. In ***FPW***, a die roll

 of 1 or 2 is needed to obtain a Political marker during a

 friendly Political segment when National Will is High; 1 is

 needed for Average; and no marker can be received with Low

 National Will. In ***RTW***, a die roll of 1-3 is needed for

 High, 1-2 for Average, and 1 for Low.

 Q: Where can Replacements enter play? (10.6)

 A: The same locations as Reinforcements (10.3)

 Q: When deciding which units will fight, why choose Bombardment

 over Battle, or vice versa? (14.2)

 A: In Battle (15.0), the defender gets to pick a combat marker

 (and is often the first to do so due to Tactical Superiority). In

 Bombardment, the attacker is the only one picking a marker, but

 only the results relating to Fortifications count (H, B1, B2,

 CB). Bombardment (16.0) only makes sense against a hex containing

 a Fortification, but the attacker can decide to use all his units

 and "storm" the fort at the risk of higher losses.

 Q: What happens to a combat marker once it is drawn? (14.4)

 A: After results are applied, the marker is immediately returned

 to the randomizer cup.

 Q: How can there be any fractions when calculating friendly

 strength for determining enemy Demoralization? (14.6)

 A: There are no fractions. The last part of rule 14.6a should

 r ead--Always demoralize enemy units which as a group add up to

 the highest possible strength value, so long as the total enemy

 CFs demoralized in this particular combat does not exceed the

 total number of friendly CFs. Demoralized CFs count the same as

 Good Order CFs when determining the friendly total. See the

 example in (15.3).

 Q: In the Extended Example of Play (15.3), is the defender with

 the demoralized cavalry unit required to subtract 20 from the

 "40" result on the combat marker received against the attacker?

 A: Yes, and there are other adjustments needed. Substitute the

 following--

 >15.3 Extended Example of Battle<

 During the Combat segment of the First Player turn, the

 First Player selects a hex containing an Army HQ, 3 Professional

 (P) class infantry corps worth 5 CFs each, and a P class cavalry

 division worth 2 CFs to perform a Battle against a defending hex

 containing a P class corps of 8 CFs and a demoralized P class

 cavalry division worth 1 CF belonging to the Second Player.  The

 attacker's total CF value is 17; the defender has 9 CFs and

 Tactical Superiority. The defender draws a Combat marker first,

 which reads "40-P." This normally means that the attacker must

 lost 40% of the defender's strength, but since the defender has

 at least one demoralized unit per rule 21.3, the result is

 reduced -20%. The attacker must lose 20% of the defender's total

 strength, or 2 CFs according to the Percentage Loss Table. The

 first player decides to reduce an infantry corps from it original

 printed CF of 5 to 3, and places a Reduced Strength marker

 beneath the corps with the number "3" oriented toward the top of

 the unit.  The "P" result means that all Professional class

 attackers are subject to Demoralization. The defender's combat

 strength is 9, so the attacker chooses to Demoralize the 2-CF

 cavalry division and the 5-CF corps. The 3-CF corps is

 unaffected; if it were demoralized, the total CFs demoralized in

 combat (10) would exceed the opponent's total strength (9). The

 3-CF corps cannot be demoralized in place of the 5-CF corps

 because the total CFs demoralized in combat would be 5 instead of

 8. The total closest to the opponent's strength but not exceeding

 it must be taken (14.6a).

 The First Player now selects a Combat marker, which reads

 "40-P-M-CD."  Having had units demoralized by the defender's

 fire, the 40 result is reduced by 20 to a total of 20%. Since the

 attacker's total strength is now 15 CFs, and the defender

 occupies Rough terrain that reduces the loss result by -10%, the

 defender must eliminate only 10% of 15 CFs, or just 2 CFs. The

 Second Player decides to reduce the infantry corps to 6 CFs. Both

 defending units (totaling 7 CFs) are subject to the "P"

 demoralization result, and must be demoralized since the opponent

 has a strength of 15 CFs. Since the cavalry unit is already

 Demoralized, it immediately Surrenders (21.5) and is permanently

 removed from play. The "M" result is ignored, because the

 attacker has no mitrailluese (early machine gun) unit involved in

 the Battle. The attacker then must Demoralize its cavalry

 division to fulfill the "CD" result.

 Q: Can attacking units forced to retreat because they lost a

 combat (17.3) turn around and advance because all the defenders

 were completely eliminated (17.7)? Consider the following

 example--5 Turkish CFs attack 3 Russian CFs. The Russians draw a

 "50-R" combat marker, which causes the loss of 2 Turk CFs and

 demoralizes the remaining 3 CFs. Then the Turk picks the "100-I"

 marker, reduced to 80% by demoralization, which still requires

 the loss of all 3 Russian CFs. This is not enough for a Turkish

 victory, because the Turk also lost 2 CFs. The Russians won by

 demoralizing all Turkish units. So the Turks retreat because they

 are the losers, but can advance because the defender's hex is

 vacated!

 A: An impressive bit of rules analysis, there! Advance occurs

 only after all retreats and surrenders take place. If no

 attacking units are currently adjacent to the hex the defender

 occupied during the combat, then no advance occurs.

 Q: How does the corrected example 15.3 affect its continuation in

 (17.8)?

 A: The exammple is no longer a continuation; it stands alone.

 Substitute the following--

 >17.8 Example of Combat Victory<

 The First Player (attacker) loses 4 CFs and had 7 CFs

 demoralized out of a total original strength of 17 CFs. The

 Second Player (defender) loses 1 CF and has all 8 surviving CFs

 demoralized out of an original total of 9 CFs. The Second Player

 meets the requirements for victory under (17.1a), because the

 First Player lost over twice as as many CFs as the Second Player

 (4 CFs vs. 1 CF), and the First Player's 4-CF loss represents at

 least 20% of his original 17-CF strength (a little over 23% in

 this case). On the other hand, the First Player qualifies for

 victory under (17.1b), since all the Second Player's surviving

 units are Demoralized. Since each side qualifies for victory, the

 result is a stalemate under the terms of (17.2). No retreat or

 advance occurs.

 Q: Does the continuing example in (18.4) need changing to make it

 fit with earlier parts?

 A: Yes. Substitute the following--

 >18.4 Continuation of Example from (17.8)<

 The result was a Stalemate, but assume that the attacking

 First Player had won a victory. Since the defending Second Player

 lost 1 CF and had all 8 surviving CFs demoralized, the total

 value of 9 would give the First Player a Tactical Victory. On the

 other hand, if the Second Player had won, the First Player's

 total of 11 CFs (4 destroyed, 7 demoralized) would have given the

 Second Player a Decisive Victory. Add to the winner's National

 Will and subtract from the loser's National Will accordingly. No

 geographical objective changed hands in the combat, so no

 National Will points are gained or deducted for that reason. At

 this point the Battle is now entirely concluded, and the

 attacking First Player can perform more combat in the First

 Player Turn combat segment if he wishes.

 Q: When a Fortification receives an Honors of War (H) result in

 combat, rule (20.3c) says all units stacked with the fort are

 demoralized. Yet there is no mention of this on the Combat

 Markers Explanation section of the Player Aid Card. Does

 demoralization in fact occur?

 A: No. The rule is incorrect for H results. The "Honors of War"

 section on the Player Aid Card should begin as follows--

 [2] NO defending units are Demoralized, but ALL defending units

 must immediately retreat into the first available hex.

 Q: Can units become Demoralized during normal march? (21.2c)

 A: Yes, if they receive a Fall Back (B) result on the March

 Table, as explained on the Player Aid Card.

 Q: If a side begins a Battle with no Demoralized units, but one

 or more units suffer demoralization when the enemy fires first,

 do the newly demoralized units reduce the loss result on the

 combat marker by the usual amount during the same Battle? (21.3)

 A: Yes.

 Q: If the only Demoralized units in a stack are "0" strength

 units, does the stack still suffer from all the effects of

 demoralization? (21.3)

 A: Yes.

 Q: What effect does a Demoralized unit have on combat results?

 (21.3c)

 A: If ALL firing units of the indicated type in the left column

 are Demoralized, then  treat the combat results listed in the

 right column as "no effect."

 Q: Can Surrender occur as a result of Bombardment (B1, B2)

 results on a combat marker? (21.5)

 A: It sure can; add it to the list.

>RTW Specific Rules and Scenarios<

 Q: Is there any way to connect the railroads in Rustchuk (2613)

 and Giuraeno (2512) on the European Map?

 A: No, not even using Mobile Supply Parks. Historically, the

 Russians had to live off the land once they crossed the Danube

 into Turkish Bulgaria. In the game, this means attrition.

 Q: Does the "Cd" result on the combat chits mean the same thing

 as the CD result mentioned in the rules and on the Player Aid

 Sheet?

 A: Yes.

 Q: Does the limit of 5 CFs that can exit an off-map country

 holding area (27.2a) apply only to units that actually succeed in

 leaving according to the terms of rule 23.3?

 A: No. Those that fail to leave due to a March Table result DO

 count toward the total. It could take months to get troops to the

 front.

 Q: Can a Guerrilla unit enter a Mountain hex only when moving by

 road? (30.2b)

 A: No. The rule should begin--"A force composed entirely of

 Guerrilla units can enter a Mountain hex even when not traveling

 by Railroad or by road."

 Q: Guerrilla Movement (30.2b) requires demoralization when a

 Guerrilla moves from a non-boundary hex to a hex containing any

 type of boundary. But what happens when a Guerrilla moves from

 one boundary hex to another? Is it demorallized then as well, or

 is it somehow "safe" moving along a border?

 A: It is not safe. Any Guerrilla unit the enters a border hex of

 any kind is subject to demoralization (or elimination if it is

 already demoralized). However, this does not prevent a Guerrilla

 from EXITING a border hex for a non-border hex, and then

 recovering from demoralization. Historically, Guerrillas did

 leave their homelands, but suffered considerable disruption in

 doing so. The rule is designed to discourage guerrilla movement

 outside its homeland, not prohibit it.

 Q: Can an HQ performing Strategic Intelligence be located

 anywhere, including an Off-Map Country Holding Area? (33.2)

 A: Yes. An HQ in a holding box can reveal all units in a map hex,

 one unit in its own holding box, or one unit in any other holding

 area. An HQ in a hex can reveal all units in a hex or one unit in

 any holding area.

 Q: Do the port restrictions for Turkish Naval Transport (36.1)

 apply to the Sea Movment (S) result for Naval Transport on the

 March Table?

 A: Yes. The March Table result should read--

 A land unit using *Naval Transport* may move from any currently

 friendly port to any other currently friendly port on either map,

 within the restrictions of (36.1).

 Q: Can a Riverine unit use Forced March? (36.2b)

 A: Riverines can use either Normal or Forced March. The statement

 in the March Table under Sea Movment (S) is correct; the rule is

 wrong.

 Q: Do Riverine units attack and defend like a normal land unit?

 (36.2d)

 A: Yes. They are treated exactly like Siege Artillery when

 firing, but take losses like a normal infantry or cavalry unit.

 Q: If a fleet can only fire in Bombardment combat, how can it

 ever affect any units except fortresses? (36.3)

 A: When a fleet fires at land units not inside a fortress,

 riverine units, or both, treat B1, B2 and H results as "enemy

 Demoralized."

 Q: Can an HQ play  a Staff marker for a Fleet and get double

 bombardment attacks just as with siege artillery? (36.3)

 A: Yes.

 Q: In Scenario #1, where does the Turkish "Hobart" HQ and the

 Russian 40th division and 7th Corps start?

 A: Hobart is in Constantinople (historically, he commanded the

 Turkish Fleet). The 40th division begins in the Russian

 Mobilization Pool. The 7th corps is in Odessa, not the Russian

 off-map holding area.

 Q: In scenario #1, special rule #2, can the Russian Political

 Event marker chosen be played immediately prior to the start of

 play, or must the player wait for the Russian Political segment?

 A: The marker selected can be revealed and put in play at the

 start if the Russian player wishes. It can also be held

 indefinitely and played during any Russian political segment,

 just like any other political marker.

 Q: In Scenario #4, does special rule #6 mean that the Russian 20,

 21, and 40  divisions are the only units placed in the Russian

 Mobilization Pool?

 A: Yes. The other units are not in play, having been committed to

 the European theater.

 Q: In Scenario #5, where does the Russian "Todleben" HQ start?

 A: The Russian Mobilization Pool.

 Q: In Scenario #5, the Turkish setup calls for four Guerrilla

 cavalry units, but the countermix contains only three. How should

 this be handled?

 A: Place one Guerrilla cavalry unit in the Turkish Mobilization

 Pool, not two.

Enemy units can enter a fleet's hex, forcing it to retreat to sea.

Counters: The red "Russian National Will" should read "Turkish National Will." The green "Russian National Will" marker is not an Operations chit. Both Will markers are used on the National Will Tracks. 

Map: The railroads in Rustchuk (2613) and Giuraeno (2512) on the

European Map may not be connected, even using Mobile Supply Parks.

Historically, the Russians had to live off the land once they crossed

the Danube into Turkish Bugaria. In the game, this means attrition. 

Counters: The "Cd" result on the combat chits means the same thing as

the CD result mentioned in the rules and on the Player Aid Sheet. 

27.2a The 5-CF limit for exiting an off-map country holding area applies

equally to units that attempt to leave but fail, and to those that

actually succeed in leaving. 

30.2b A force composed entirely of Guerrilla units can enter a Mountain

hex even when not traveling by Railroad or by road. Any Guerrilla unit

that enters a border hex of any kind is subject to demoralization, or

elimination if it is already demoralized. However, this does riot

prevent a Guerrilla from exiting a border hex for a non-border hex, and

then recovering from demoralization. Historically, Guerrillas did leave

their homelands, but suffered considerable disruption in doing so. The

rule is designed to discourage but riot prohibit guerrilla movement

outside a homeland. 

33.2 An HQ performing Strategic Intelligence can be located anywhere,

including an Off-Map Country Holding Area. An HQ can reveal all units in

a single map hex, or one unit in any single holding box (including the

one the HQ occupies, if it happens to be in one). 

36.2b Riverine units can use either Normal or Forced March. The March

Table is correct; the rule is wrong. 

36.2d Riverine units are treated exactly like Siege Artillery when

firing, but take losses like a normal infantry or cavalry unit. 

36.3 An HQ can play a Staff marker for a Fleet and get double

bombardment attacks just as with siege artillery. 

Scenario #l: The Turkish "Hobart" HQ starts in Constantinople

(historically, he commanded the Turkish Fleet). The Russian 40th

division begins in the Russian Mobilization Pool. The Russian 7th Corps starts in Odessa, not the Russian off-map holding area. The Russian Political Event marker (special rule #2) can be played immediately prior to the start of play, or can be held indefinitely and played during any Russian political segment. 

Scenario #4: The Russian 20, 21, and 40 divisions are the only units

placed in the Russian Mobilization Pool per special rule #6.The other

units are not in play, having been committed to the European theater. 

Scenario #5: Russian "Todleben" HQ starts in the Russian Mobilization Pool. Place one Guerrilla cavalry unit ill the Turkish Mobilization Pool, not two. 

Wars of the Imperial Age Rules

(changes to RTW)

6.0 ARMIES AND UNIT REORGANIZATION

6.1 Individual Armies

The contents of an army may be changed during the player's

Reorganization segment.  The only other times this happens is

when units are dropped off during Movement, lost during

Combat, or advanced after combat.  Units belonging to an army

are either placed directly beneath the army HQ in a hex, or

in the army's holding box...  Units on top of an HQ do not

belong to its army.  An HQ is always part of the army

identified on its counter.

- Once a unit is part of an army, it may be moved between the

  HQ's hex and the army holding box at any time and at no

  cost.

- While part of an army, a unit is considered to be in the

  army HQ's hex for all game purposes.

- A side may examine the contents of an army holding box only

  by performing an "Intelligence Operation."

- Fortifications may never be part of an army.

6.2 Army Groups

- Only a Supreme HQ may include one or more HQ units as part

  of its army, called an "army group."  The Supreme HQ

  functions exactly like any other HQ, and an army HQ is

  treated like an army in all respects.

- All units belonging to HQs in the army group are also part

  of the army group.  The Czar and the Sultan are the Supreme

  HQs in RTW.

6.3 Moving Armies

All units in the same army or army group must move together,

using the movement allowance of the slowest unit.  All normal

rules of Movement apply.

- No units may be added once a force begins to move.

- Any unit may be dropped off from a moving army at any time.

It must stop in the hex where it is detached from the army

and may not move any further that segment.  An army's current

movement allowance never changes, regardless of which unit(s)

are dropped off.  If a unit is dropped off before the army

moves out of its original hex, it is ignored when the army

determines its movement allowance.

- An army which receives "Fall Back" (B) or "Impetuous March"

  (I) on the March Table may not drop off any units.

6.4  Armies in Combat

- Only units belonging to an army may combine their strength

  when attacking.  Units outside an army must attack

  individually.

-  Attacking units from different armies may combine their

   strength only when their HQs are part of the Supreme HQ's

   army group.  Units directly attached to the Supreme HQ may

   also combine with units from one or more HQs that are

   currently part of the army group.

-  All defending units in a hex must participate in combat

   and combine their strengths into a single value.

8.0 MOVEMENT

8.3 March Table Modifiers

- Large Army: Subtract from the March Table die roll for any

  type of March as follows:

     -1 for every 4 units (not CFs) in the force.

- Headquarters:  One HQ present in a force may expend one

  Operations marker, which adds three (+3) to the March Table

  die roll.

9.0 COMBAT

9.6 Demoralization

- Defending units become Demoralized after their

  Fortification is eliminated by a "B1/B2" result, but only

  if the attacker has more CFs remaining than the defender at

  that point in the combat.

12.0 MORALE AND SURRENDER

12.3 Effects (of demoralization)

- A friendly demoralized unit's current strength is halved

  when calculating enemy losses during combat.

12.4 Rally (from demoralization)

- High National Will gives a Rally drm of +1.  Low National

  Will gives a Rally drm of -1.

14.0 SPECIAL UNITS

14.4 Cavalry Recon

A "good order" cavalry unit that does not belong to an army

may make one Reconnaissance attempt to reveal concealed enemy

units during a friendly Movement segment.

- The instant a cavalry unit moves adjacent to a hex

  containing enemy units, it may temporarily interrupt its

  movement, expend one extra MP, and declare a RECON attempt.

  Roll one die and consult the Recon Table.  The die roll may

  be modified if an enemy "covering force" is present (see

  below).  Regardless of the result, the cavalry unit may

  resume normal movement if the owner wishes.

- If the enemy units being examined include any revealed

  cavalry, or the owner choose to reveal one cavalry unit,

  the target hex contains a "covering force".  The presence

  of a revealed covering force modifies every Recon die roll

  made against its hex during a segment.  See the Recon

  Table.

- A unit performing Recon is not subject to an enemy Meeting

  Engagement attack before, during, or after Recon, as long

  as it is the only friendly land unit in its hex.  If there

  is any other land unit, including a Fortification or HQ,

  then it is subject to a Meeting Engagement after it

  completes Recon, if the enemy player chooses to do so.

  RECON TABLE

Training   Die Roll

Class       1    2   3   4   5   6

E           F    S   S   S   S   S

P           F    F   S   S   S   S

R           F    F   F   S   S   S

I           F    F   F   F   S   S

Die Roll Modifiers:

-1 if any cavalry is a covering force

Results:

S: Success - All enemy units in the target hex are revealed.

F: Failure - Concealed enemy units remain so.
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Counters: Add a headquarters symbol (flag) to the British 1 

Armored and 7 Armored HQ counters. 

Map: The Terrain Key color for Dier terrain should be blue gray. 

[10.8] Firepower Table

The pinned result reference to XX.X should be to Case [10.6], as 

given below. 

Assault Table 

Change the "lm 2 etcL" result to "1, 2, etc" 

Rules: 

[3.7] Rommel. (add): Rommel gives his activation bonus only to 

the units he is stacked with at the beginning of the movement 

phase. When those units move, the Rommel can be freely and 

independently moved to any hex within his movement allowance. 

Rommel gets his full movement allowance even if the activation 

roll fails; Rommel is always active. 

[5.7] Terrain Effects: (add)

Clear: This is flat, rocky desert terrain. It costs one movement 

point to enter and has no effect on combat. 

Delete the reference to the "Movement Point Cost Table."

Fire Combat Results (Add) 

P  All affected units are pinned. Pinned units cannot fire, assault,

   or move (except to retreat). If pinned units are forced to

   retreat, they are no longer pinned.

SAIPAN S&T 162

Map

 US units land in the "beachhead" hexes marked with arrow symbols

 until the Japanese fortification in the beach hex at which the

 arrow is pointing is eliminated. From then on, US units land

 directly in the beach hex, not the beachhead hex.

Units

 "2MarDiv" HQ should have a green ID box on its front side, the

 same as on its back side. (A replacement counter is provided in

 this issue.)

Tables

 >>Combat Results Table<< (on map)

  Each time a Japanese unit actually loses a step for any reason,

 reduce JRL by 2, even when the "CRT Results" do not say to do so.

 Excess step losses over and above those required to eliminate a

 Japanese stack completely do **not** cause a reduction in JRL.

  Tank losses occur **only** on Japanese die rolls against a US

 stack containing tanks. US die rolls never cause tank losses.

>>Japanese Resistance Track<< (on map)

 Japanese Fortifications that fire on US units use the multiplier

 number (e.g. x5) beneath resistance level number in the top row

 of the track covered by the "JRL 50" marker.

>>Combat Support Summary<< (p.7)

  The "Defensive" column should be labeled "Reaction." It refers

 to the ability of a unit or abstract points to give support to

 defending units firing against an Assault or Banzai Charge

 triggered by Japanese Reaction (9.2).

  The "Tactical Action" column refers to the ability of a unit or

 abstract points to give support to defending units firing against

 an Assault, Coordinated Assault, or Banzai Charge occurring

 during a Japanese Tactical Actions Phase (9.3).

  "Regimental" and "Divisional" refer to HQs.

  The Regimental HQ line should read "No" under the "Reaction"

 column and "Yes" under the "Tactical Action" column.

 Delete the "USMC/USA ART" line. Artillery can only fire using its

 support strength; see the Combat Support Summary.

Rules

 2.2 Subtract the result from the Japanese Resistance Level.

 2.31 Once all US units in a wave are placed, each stack undergoes

 one Coastal Defense Fire (7.0). If the beach landing hex contains

 an active Japanese fortification, place the units in the adjacent

 beachhead hex containing an arrow symbol pointing at the beach

 hex.

 2.32 & 2.34 During its turn of landing, a US unit does not have

 to trace an LOC in order to move or attack (see 6.16). Japanese

 Fortifications attacked by units located in beachhead or beach

 hexes get first fire advantage (see 8.53).

 2.33 Second-wave units land at the set of beach hexes used by the

 first wave of their division. They may not stack or overstack

 with units belonging to a different division.

 3.0G Perform the following during the Recovery Phase:

  Reset the Air Support and Naval Support markers on the Status

 Track to the values listed for the next turn on the Turn Track.

 (Air points are to the left of the slash, naval points to the

 right.)

  Remove the "Engineers Deployed" marker. Unused points and

 undeployed engineers cannot be saved from turn to turn.

  Remove all "1" markers from beneath HQs. They may provide

 combat support in the following turn.

  Flip artillery back to their "in-battery" sides.

  Check to see if disrupted HQs recover.

  Rotate any units that moved during the turn right side up

 5.0 Stacking **(addition)**

 Overstacking must be corrected at the conclusion of each Ground

 Segment or Japanese Action/Reaction. Excess units in an

 overstacked hex are displaced by the owner to an adjacent hex

 containing no enemy units, EZOCs, or prohibited terrain. If no

 such hex is available, each unit loses one step. Excess units may

 never fire, or be counted as part of the force being fired upon.

 6.16 **(new)** Regimental artillery may provide fire support

 (8.83) to any firing unit belonging to its regiment, as long as

 the unit can trace a Regiment LOC (6.11) to the artillery unit.

 Divisional artillery may provide fire support to any firing unit

 belonging to its division, as long as the unit can trace a

 Division LOC (6.12) to the artillery unit.

 6.17 **(new)** US units do not need an LOC on the turn that they

 land. They may move and attack exactly like units that can trace

 an LOC.

 7.3 **(new)** An HQ can be disrupted (or a disrupted HQ can be

 eliminated) to satisfy one loss result, as long as loss priority

 (8.631) is obeyed. An undisrupted HQ **must** be disrupted if a

 "star" result is received and one is present in the target hex.

 (A disrupted HQ remains disrupted and is not eliminated.) If an

 HQ is not present, treat the result as "no effect."

8.2 If a unit performing a Ground Segment enters its first undestroyed Fort hex and also ends movement in that hex, two Japanese Reactions occur in succession. US advance after combat is canceled if a Reaction occurs.

8.52 Terrain effects on combat are cumulative. If both sides occupy the

same hex, each receives all terrain benefits when fired on.

 8.5 An undisrupted HQ may always fire directly when any infantry

 and/or tanks in its stack also fire. Place a "1" marker beneath a

 firing HQ to indicate it may not provide support (8.8) this turn.

 Artillery and Disrupted HQs may never provide direct fire. The

 printed strength of an artillery unit is only used when it is

 fired on by Japanese combat units.

 8.52 A Disrupted HQ still contributes "1" (not the usual 2) to

 the defense when fired upon by Japanese combat units.

8.53 Fortifications get the first fire advantage against a stack

 attacking out of a beachhead hex.

8.55 When US units are attacked by Japanese units placed directly

 in their hex, neither side may retreat unless all enemy units are

 forced to retreat during simultaneous combat.

8.56 Advancing units must pay the normal MP cost for advancing

 into the hex. If a unit cannot do so, it does not advance. Units

 that do not advance for any reason are considered dropped off

 from the stack.

8.62 Units with TWO or more step losses have a reduced strength

 side.

 8.632 **(change)** If any Japanese units are in a fortification

 hex that receives an "R" result, the units retreat (or take a

 step loss if unable to retreat) and the fort is **not**

 destroyed. If one or more Japanese units stacked with a fort can

 only absorb one step loss required by a "D" result, reduce JRL by

 2 for the step loss, destroy the fort, and further reduce JRL by

 twice the fort's strength.

8.8 An HQ with a "1" marker beneath it cannot provide support for

 the rest of the turn.

8.85 & 8.86 No more than one air strike point and one naval fire

 point may be used in each combat resolution.

9.227 (new) The "repeat symbol" (+): follow the same procedure

 outlined in (9.31).

9.32 Sniper, Mortar and Machine Gun Attacks **(rewritten)**: The

 listed number of attacks are executed. Each attack must be

 executed against a different U.S. stack, beginning with the

 weakest, then the second weakest, and so on. Count the number of

 steps in a stack; the one with the fewest total steps is

 considered the weakest. An HQ (normal or disrupted) counts as two

 steps, and an artillery unit (fired or in-battery) counts as one

 step when determining stack strength. No matter what a stack's

 strength is, it cannot be attacked if either of the following is

 true:

        (1) Every hex adjacent to the stack contains US units or

 US ZOCs.

        (2) There is no series of connected hexes free of US

 units or US ZOCs that can be traced from the stack to either hex

 3501 or an active Japanese fortification.

US ZOCs do not extend into active Japanese fortifications. If a

 stack is disqualified for either reason, then move on to the next

 weakest stack that is not disqualified. In case of a tie between

 stacks of equal strength, the player selects one of the stacks to

 receive the next attack.

 9.34 The reference should be to 9.32, not 10.42.

Combat Support Summary (p.7): The Regimental HQ line 

should read "Yes" under the Reaction column and "No" under 

the Tactical Action column. (Ignore previous errata.)

Q: Can the lake (hex 1523) be entered? 

A: No; it is prohibited to all units, even though the hex is not

completely filled with water. 

Q: Can All-Sea hexes surrounding the island be entered? 

A: No, except for US units landing on Beach hexes containing an active

Japanese fortification. In that one instance, place the Unit in the

Beachhead hex containing an arrow pointing at the landing beach. Units

land and remain in the Beachhead hex until the corresponding

fortification is destroyed. 

Q: A star result by itself on the Combat Results Table on the map means

that the only loss taken is to a tank unit, if one is present? A: Yes. 

Q: What do the symbols represent on the Unit Fire Value Chart? (p.7) 

A: "II" represents a battalion; "III" represents a regiment; "XX"

represents a division. The American "X HQ' should read "XX HQ." 

Q: What is the number in the lower right corner of a combat unit? (1.2) 

A: Its "Movement Allowance." 

Q: How exactly should the US invasion waves land? (2.35) 

A: Each division lands on its own set of 3 connected beachhead hexes.

The first wave includes one of the following options: 2 tank units, OR 1

tank and 1 division artillery, OR 2 division artillery units. Select the

units from either or both Marine divisions. Units from different

divisions may not stack together when landing. 

Q: Can units from different US divisions stack and perform ground

segments together? (5.0) 

A: Yes, except in the Beachhead or Beach hexes where they land (2.33). 

Q: Does an artillery unit by itself in a hex negate an EZOC for purposes

of tracing LOC? (6. 1) 

A: No. The rules correctly limit this to infantry and tank units. 

Q: What happens to an HQ in a moving stack that takes a step loss?

(6.15) 

A: If on its front side, it becomes disrupted. If already disrupted, it

is eliminated. 

Q: How are Japanese Coastal Defense Fire results distributed? (7. 1) 

A: Any way the player wishes. 

Q: It says "units or stacks" cannot combine to attack? I thought units

could combine into stacks for movement and combat. (8.0) 

A: You are right. Change references to "units or stacks" to read

"stacks." 

Q: Can units be picked up by a stack performing a ground segment? (8.0) 

A: No. 

Q: Do you have to check for Japanese Reaction in each hex other than a

destroyed Fort that a US stack enters during its movement? (8.2) 

A: No, just the first one the stack happens to enter. Ignore any others.

Q: Beyond the three conditions listed, are there any other situations

that a Japanese Reaction check needs to be made during a ground segment?

(8.2) 

A: If the last US unit in a inoving stack is eliminated for any reason,

make a Reaction check. 

Q: What situations NEVER require a Japanese Reaction check? (8.2) 

A: Entering a hex containing a Beachhead arrow or destroyed Japanese

Fortification never does. The results of Japanese Reaction itself never

triggers another Reaction check, even if all US units are eliminated. 

Q: Now that units in this game system have movement allowances, how

exactly do they work? (8.4) 

A: A unit must pay the number of movement points (MPs) listed on the

Terrain Effects Chart on the map to enter the indicated type of hex.

Infantry and HQ units sometimes pay fewer MPs to enter a hex than tank

and artillery units, as indicated on the chart. A unit may not enter or

attack into a hex if it would exceed its printed movement allowance (the

number in the unit's lower right corner). Units that cannot enter or

attack into a hex can be dropped off so that other units may proceed

with the ground segment. Rotate each unit that ends its movement "upside

down" (180 degrees). Rotate all units right side up in the US Recovery

Phase (3.0G). 

Q: Can an HQ or artillery unit's support strength be added to the

printed strength of friendly units being fired upon by the enemy? (8.5) 

A: No. Support can only be added to units performing fire, whether as

the attacker or defender There are some restrictions on support for

defenders; see the Combat Support Summary (p.7) and errata. 

Q: How exactly do you determine combat odds for a fire fight? (8.52) 

A: Multiply the current combat strength (i.e., face value minus any step

loss) of each firing combat unit (including "in-battery" artillery and

an undisrupted HQ present in the stack that have not provided support

this turn and wish to fire) by its fire value listed on the Fire Value

Chart (p.7). Finally, add any support points (8.8) to the total. Next,

determine the target hex's strength by finding the combined current

combat strength of any active (undestroyed) fortification and all ground

units in the hex, including any undisrupted HQ and artillery ("fired" or

"in-battery") present. Use each target's current strength, including the

printed value on the "in-battery" side of the artillery. Target unit

strengths are not multiplied by any fire values. The target hex may not

receive any support. Artillery does not flip to its "fired" side and the

HQ does not lose its ability to provide support simply because they are

targeted by enemy fire. If the firing strength (F) is equal to or larger

than the target strength (T), divide F by T (F/T) and drop any

fractions. Express the result (N) as a simple odds ratio (N: 1). If F is

less than T, divide T by F (T/F) and round fractions up to the nearest

whole number. Express the result (N) as a simple odds ration (1:N). Find

the column corresponding to the odds ratio on the Combat Results table.

Odds of less than 1:4 are treated as 1:4; odds greater than 10-1 are

treated as 10-1. The example Pr (8.52) in the rules remains valid, but

"defensive strength" should read "combat strength." 

Q: Are stacking limits maintained even in Beach and Beachhead hexes?

(8.55) 

A: No, but excess units in either type of hex may not participate in

combat. When units in the hex are fired on, excess units suffer losses

if participating friendly units cannot absorb all required losses,

including the extra step loss for not being able to retreat. 

Q: Can units in a stack retreat separately? (8.55) 

A: Yes, but units that retreat across the same hexside must retreat

together. If any unit(s) in a stack cannot retreat due to stacking

limits or for any other reason, then the extra step loss is assessed

against one of the non-retreating units. 

Q: How are step losses kept track of? (8.62) 

A: An artillery unit that takes a step loss is eliminated. An HQ unit is

flipped over to its Disrupted (DIS) side, or is eliminated if already on

its "DIS" side. All other units lose one strength point per step loss.

If flipping a unit over would cause it to lose more than one point from

its current strength, place a "1" step loss marker beneath it instead.

Subtract the loss marker number from the unit's face value to determine

its current strength. A non-HQ unit with a "1" marker beneath it that

receives a loss must flip over and remove the marker. If already flipped

over, the unit is destroyed and the marker removed. 

Q: When a fort is destroyed, do you use whatever other terrain is in the

hex? (8.64) 

A: Yes. The reference to "clear terrain" is incorrect. 

Q: Can a Disrupted HQ contribute its strength when fired upon, or count

toward defense when fired upon'? (8.71) 

A: It cannot fire, but counts as "1" toward the target stack's strength

when fired upon. 

Q: In what situations can support be provided? (8.8) 

A: The following is an expanded description of what is summarized in the

Combat Support Summary (p.7), as corrected by errata. Bear in mind that

the US support units were "riding shotgun" on US units performing

offensive operations and subject to a sudden Japanese reaction, whereas

deliberate Japanese attacks came "out of the blue." HQs without a "1"

marker beneath them, "in-battery" artillery, and support points (air,

naval, engineers) may always add their support strengths to a US attack.

Regimental HQs with no "1" marker beneath them, "in-battery" artillery,

air points, and naval points may add their support strengths to US units

firing back against an Assault or Banzai Charge resulting from Japanese

Reaction (9.2). "In-battery" artillery, and naval points may add their

support strengths to US units firing back against an Assault,

Coordinated Assault, or Banzai Charge (during a Japanese Tactical

Actions Phase (9.3) 

Q: How do you indicate that a unit has provided support and cannot do so

again during the turn? (8.8) 

A: Once a unit provides support, place a "1" marker beneath it if an HQ

or flip it over to its "fired" (F) side if artillery to indicate that it

cannot provide support again for the rest of the turn. HQs, but not

artillery, can still perform direct fire; see errata for (8.5). Each air

or naval point used to provide support is expended. 

Q: What does "corresponding command" mean for artillery? What are the

range limits of artillery? (8.83) 

A: Regimental artillery can only support units belonging to its own

regiment. Divisional artillery supports units of its own division. See

errata, rule (6.16) for details about artillery range based on LOC. 

Q: Can a "fired" artillery unit still move? (8.84) 

A: If it has not yet moved during the US Ground Phase, it may do so

using its normal movement allowance printed on the "in-battery" side of

the counter. 

A: An artillery unit that retreats is also flipped over to its "fired"

side and may not provide support. 

Q: How should the expenditure of Engineer points be recorded? (8.87) 

A: The "Engineers Deployed" marker begins each game turn to the left of

the "1" box on the Status Track. Move the "Deployed" marker to the next

highest numbered box for each demolition team used. When the marker must

be moved out of the box containing the "Engineers Available" marker,

there are no more Engineers available for use for the remainder of the

turn. 

Q: Are Engineers reset each turn, and if so how exactly is it done'?

(8.88) 

A: Engineer casualties are determined at the end of' the Japanese

Tactical Actions Phase (3.OF). Reset the "Engineers Available" marker

after subtracting casualties from the US Engineer Losses table on the

map. The number of Engineer points lost may not exceed the number in the

box containing the "Engineers Deployed" marker. (No losses occur if no

Engineers have been used during the turn.) Then place the "Engineers

Deployed" marker as described in rule (8.87). The Engineers are now

ready to go for the next turn. 

Q: Do you multiply the printed number in a Fort by the multiplier (xl

through x5) in the space currently containing the '50 JRL' marker on the

Japanese Resistance Track? 

A: Yes. 

Q: How are Coordinated Assaults performed? (9.34) 

A: Roll for tanks as in (9.32). Select the weakest US stack that lies

within the Japanese stack's remaining movement allowance. In case of

ties, the player chooses the target stack. Keep track of the stack's

movement Point expenditure during the Coordinated Assault, following

normal movement rules (8.4). The Coordinated Assault can also end when

the Japanese stack runs out of MPs and is not adjacent to any US stacks.

Remove all surviving Japanese units at the end of the Coordinated

Assault. 

Q: How do you indicate a Japanese Resistance Level of 500? (11.2) 

A: Place the "JRL 50" marker in the "450" box, the "JRL 10" marker in

the "40" box, and the "JRL 1" above the '9' box. When the first point is

lost, move the "JRL 1' into the '9' box.
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Map

1. The fortress of Kosel (2335) inside Silesia should be Prussian

 (Pr) and blue.

2. Maastricht (2802) should be colored green, like all other HRE

 fortresses.

 **Both can be fixed with colored markers, a bit of "white

 out," and a pen.**

Counters

 1. Austrian 12th cavalry brigade should have a movement allowance

 of 16.

2. The Swedish field army stripes "disappeared" in printing. Draw

 a black line just above the unit ID boxes of all Swedish units

 except the 4th brigade (4-L-12).

3. French Leader "Lorraine" should read "Richelieu." Austrian

 leader "Laudon" should read "Loudon." Change the corresponding

 leader holding boxes as well.

 **Replacement counters for some or all of these will appear

 in S&T as soon as space permits.**

Tables

TERRAIN CHART

 Replace the "River" line on the chart with the following--

 ===========================================

 Type

 River

 (9.3)

Movement Cost

 1  to enter through a River hexside

 OT to enter through a non-River hexside

 +3 to EXIT through a non-River hexside

 +0 to EXIT with Pioneers (14.1)

Combat Shift

 1 Left

Notes

 [NONE]

 ===========================================

DIPLOMATIC CONFLICT TABLE

 Procedure: **(correction & addition)**

 (2) Add to or subtract from the differential all the numbers that

 apply--

 +2 Target State is HRE and Coalition is the attacker. **(Maria

 Theresa was technically the HRE's Empress.)**

N: Neutrality **(change)**--If Target State in an alliance, it

 withdraws and becomes neutral. If Target State is currently

 neutral, treat as a "T" result.

Rules

9.3 Delete bullet #3.

9.3 River Transport (bullet #4) **(change)** A force spends

 different amounts of movement points (MPs), depending on how it

 enters or exits a River hex.

 (1) If a force ENTERS a River hex by crossing a River

 hexside, it always pays 1 MP.

 (2) If a force ENTERS a River hex by crossing a hexside that

 does NOT contain a River, pay the movement cost for any other

 terrain in the hex (clear, rough, etc.).

 (3) If a force EXITS a River hex by crossing a hexside that

 does NOT contain a River, pay THREE EXTRA MPs in addition to the

 normal cost of entering the next hex. ***EXCEPTION:*** If the

 force currently contains any Pioneers (14.1), ignore the +3 MP penalty.

14.1 River Movement **(change)**

 A force containing one or more Pioneer units does not pay the

 +3MP penalty to exit a River hex through a non-River hexside

 (9.3).

15.2 Winter Recruiting (bullet #2) **(change)**

  Multiply each State's Recruiting Value (printed beneath its

 name on the Alliance Display) by the number of Fortresses

 currently controlled by the State. Controlled fortresses include:

 (1) All fortresses with the State's color and code currently

 controlled by the side performing recruitment; AND

 (2) Any fortresses containing units belonging to the State.

 If more than one State has units in a fortress, the owning side

 must decide which State will use the fortress for recruitment

 during the Recruiting Segment.

 **Recruitment mainly involved the impressment of lower quality

 civilians, the purchase of higher quality mercenaries, and the

 construction of artillery. The first was easy, the second more

 difficult, and the third was very costly.**

20.1 Light Troops (bullet #3) **(new)**

  ***Retreat Before Combat***--A force containing only Good Order

 Light Troops (plus any leaders) may retreat before any combat in

 which the force is involved, except Formal Siege. The entire

 force retreat one hex before the combat is resolved. All units

 are automatically Demoralized at the end of the retreat. Any or

 all enemy units involved in the combat may advance after combat

 into the vacated hex. Retreat before Combat does not count as a

 victory/defeat for purposes of the Balance of Power.

Scenarios

 Poland: Deploy only one unit per hex in all cases.

Terrain Chart: Replace the "River" line on the chart with the following -

Type           Movement Cost

River          1 to enter through a River hexside

(9.3)  OT to enter through a non-River hexside

       +3 to EXIT through a non-River hexside

       +0 to EXIT with Pioneers (14.1)

Column shift remains "1 Left" and there are no longer any "Notes".

Discipline Table: The last die roll modifier should read

"+1 (maximum) for one friendly leader (7.1)".

Balance of Power Chart (on map): "Conquering a Country" also applies

when a side wins a state's allegiance through Diplomatic Conflict (18.3).

Sequence of Play Summary (p.50): Impulse Penalties do NOT apply to the

Combat Results Table

10.3  Formal Siege Attack:  Artillery that is used to roll on the Formal

Siege Table may also be used in any attack that occurs as a result of a

"Breach" (B) result.

10.3  Garrisons in Combat (correction)

(3) A Garrison can take losses in combat only when there are no other

combat units currently in its hex.

11.3 (bullet 2)  Each friendly leader present can affect the Discipline

Check die rolls of a number of units equal to his Tactical Value.  Each

unit helped by a leader adds a maximum of ONE (+1) to its die roll, regardless

of how many leaders are in its hex.

16.1  Diplomatic Victory occurs if the Balance of Power Index marker is

located in a space containing the number 4 or higher.  If the number is

preceded by a negative sign (e,g, -4), the Prussian-Allied side wins the

Diplomatic Victory.   If the number has no negative sign, the Coalition side

wins the Diplomatic Victory.

18.3 (1st bullet)(correction)  First the Prussian-Allied side performs a

"diplomatic action", followed by the Coalition side.

19.2  Reciving Supply (addition)

- In a Winter turn, a unit is only in supply if it occupies a hex containing

a Fortress or Supply Train.  The Supply Train must be expended to provide

supply for all the units in its hex.  In any other situation, the unit is

unsupplied and must consult the Logistics Table.

Scenarios:  In "Frederick Marches!" Saxony sets up only the "L" class

cavalry; there are no "V" class Saxon cavalry units in the game at all.

Percentage Loss Table: 50% of 7=4; 40% of... 7=3, 26=10, 32=13, 41=16.

. Add a boundary on the map running along the Ems River from hex 3606

to 3505. This represents the boundary of the United Netherlands. The

area in and around Emden (3706) is part of Prussia.

. In the " 1/1.5' column of the CRT, a die roll of 6 produces 20-M

against the defender, not 10.

Q: In the Advanced Game, if a State's fortresses are occupied by enemy

forces, and the State becomes Neutral due to Diplomatic Conflict or

Advanced Game Random Events, what happens to the occupying troops? 

A: They are displaced per the rule on "Joining & Leaving Alliances"

(18.4). 

Q: If a force in a Fortress receives a "Fall Back" result on the March

Table (p.40), does it have to move out of the Fortress toward another

Fortress? 

A: No. It stays put where it is. 

Q: The Combat Results Table results seem uneven and strange in some

spots. Is it correct? 

A: Yes, it is exactly what the designer intends. There are no errors. 

Q: Do you mean in (4.3) that the Prussian-Allied side normally performs

a particular segment of a turn first? 

A: Yes, unless specifically noted otherwise. 

Q: Can a leader belonging to one State control or benefit units

belonging to other friendly States in his hex? (7.0) 

A: Yes. 

Q: Can units in one Fortress hex perform Formal Siege against a force

located in an adjacent Fortress? (10.3) 

A: No, because a Field Fortification (14.2) cannot be placed in a

Fortress hex in the first place! 

Q: If a Breach (B) result occurs during Formal Siege, do the defenders

still get to subtract 20 from the combat result and add 1 to discipline

checks? (10.3) 

A: No. Formal Siege and Assault modifiers are completely separate. If

you perform one kind of attack, simply ignore the requirements for the

other type. 

Q: Is a Garrison eliminated when all combat units in its hex performing

an attack are eliminated? (10.3 [3]) 

A: No. Garrison participation in combat is limited to defense. A

Garrison is subject to elimination only when its hex contains no combat

units at the instant losses are assessed. Thus, if all other combat

units in the hex are eliminated in a combat and the Garrison could

absorb any unused losses, then it does so and is eliminated. Elimination

would also occur if the Garrison began the combat by itself in the hex. 

Q: What happens when you occupy all of an enemy State's fortresses,? 

A: In the Basic Game, nothing special happens. To maintain control, all

the fortresses must remain occupied (13.1). In addition, in the Advanced

Game the occupying shifts the Balance of Power Index the instant

"conquest" occurs. Remember to shift the Index back the instant

"liberation" occurs (i.e. all the State's fortresses are no longer

occupied by the side that last conquered the State). 

Q: A captured Fortress contains no garrison until the current owner

spends one recruit point to purchase it? (13.3) 

A: Yes, as the Recruiting Chart on the map indicates. 

Q: Some units seem far too expensive to mobilize, and some States like

Britain and Russia lack fortresses with which to mobilize new units. Is

something wrong here? (15.0) 

A: Not really. Costs are deliberately set high because it was not easy

to recruit high-quality forces "on the march" in this era. Some units

simply can't be mobilized, unless the State occupies a large number of

Fortresses outside of those it owns at the start. That is why countries

like Britain, Russia, Austria, and France are heavily dependent on

receiving their Field Army units back "for free." The rules have been

altered slightly, so that these units don't return for at least one

whole year, which discourages players from burning them up knowing they

will get them back each Winter. 

Q: In the Advanced Game, does Diplomacy (18) occur even on the first

game turn? 

A: Yes.
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[19.33] The maximum loss for an airborne unit is elimination. 

[25.2] Allied airborne units are not eligible to receive divisional 

integrity. 

[29.17] A total of up to 9 airborne unit may make assaults on each invasion  Game-Turn. Target hexes for Game-Turn 1 assaults must be plotted in advance, like amphibious assaults. If an airborne unit lands in an enemy-occupied  target hex, follow the procedures of 19.33. 
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 CHANGE:  Reduce German Leaders Kraut and Von Prinz to a combat rating of '2'. 

(4.0) ALTERNATE PLAY METHOD for the "Operations Phase".  Instead of

die rolling for # of base OpPts, players each place 6 chits, numbered

1-6, in a cup, drawing each turn for their Op Points (thus keeping

them secret from the opposing player). A player may then undertake

what he wishes and then pass to his opponent, before using all

OpPts. Two consecutive passes without undertaking any operations,

including rolling for Op Pts, ends the turn.

(5.22) ADDITION: A player may roll for Op Points a maximum number of three times (3x) in any one turn.

ADDITION: A Player may not roll for Op Points twice in a

row. He must undertake at least one operation after rolling for

additional Op Points, after which he may then roll once again. (When

using alternate 4.0, above, a pass is considered an operation).

ADDITION: Any time the German Player rolls for OP's AND there

is a German Leader outside GEA, add one (+1) to that diceroll.

(5.3) ADDITION; No unit may undertake the same operation twice in

succession. For play purposes, rolling for Op Points (5.22) breaks the

succession.

(6.25) CORRECTION: Ignore the Attrition costs for Armored Cars, except for the 'P's.

(6.4) Units may not enough accumulate attrition points that would

automatically eliminate the unit. (I.e., you can't move forever.)

(8.22) ADDITION: German units may never Withdraw into a hex in British East Africa, even a border hex.

(8.27) ADDITION: A unit required to retreat that is surrounded by

enemy units/impassable terrain may, at the instant it is required to

retreat may use "Breakout".  To do this he may retreat through any

single hex (as close to the directional rules as possible) whose

combat units could not, by dint of not having enough SP's, exert a ZOC (6.71). In any Breakout retreat, the retreating stack doubles its

original loss total.

(8.4)  ADDITION: A unit may make only one Amphibious Assault per month. 

(8.5) ADDITION: A defending player may use Rail Reaction to attack

enemy units trying to cut his raillines.  This works the same way as

reaction to combat, with the following changes and additions: 

-- The units must start within 5 rail hexes of the target

-- to stop the rail destruction before it is accomplished, the reacting unit must pass a Commitment DR (8.24). If it does, it now attacks the enemy. Regardless of whether it wins or loses the battle, there is no rail destruction. If it fails the Commitment DR, destruction proceeds and the reacting unit does not move.

(10.21) CHANGE: A German Leader's combat rating is NOT subtracted from the Allied Combat Roll when the Germans are outside German East Africa.

Q&A

Q: You mentioned that as far as you remember, operations points should be rolled by both sides simultaneously at the beginning (which would give the Germans some reaction capability if they move second), but the rules explicitly state that each side rolls at the beginning of its own operations segment. Which is right?

A: Probably should be simultaneously . . .one of those things you

never notice as you playtest, because you're doing it anyway.

5.13 Who rolls the random event if there is a tie on the initiative die

roll? There is a random event for each tie or just one per turn?

RHB:  Roll the die again to see who rolls. There is only one Initaitve

die roll per turn, so the second question is moot.

6.44 To have -2 adjustment to attrition total within three AP from a town, should you control it?

RHB:  Can't use it if controlled by the other player; otherwise, any status is OK

6.51 What happens if, after having captured all towns of a railway (and then the railway) you leave alone some of them (I think the enemy should now capture all towns again to recapture the railway itself)?

RHB: You retain the railway until the opposing player recaptures all the towns.

9.13  This rule states the first four turns of the game are 10.1914-

01.1915, but the scenario states they are 09.1914-12.1914. Which is right?

RHB:  Sept - Dec

9.24 This rule states you can move from one box to another 30 SPs, but 5.3 states just 20. Which is right?

RHB: Ya got me!  Try 20 . . .

10.22 a Where can you place German leaders which return from being

wounded?

RHB:  Anywhere you want.

17.1 Do the border hexes mentioned in this table include those with

 Portuguese Africa?

RHB:  No.

17.3 Do the allied SP taken as random events count as German VP?

RHB: Yes.

Siege of Constantinople S&T66 

[3.21] (correction) The Sample unit is incorrect. The Defense Strength should be the center number and the Morale Rating the number farthest to the right. The Attack Strength is properly indicated.

[5.25] Terrain Effects Chart

(addition) The terrain effects of Breached Wall (Inner and Outer) are:

+ 2 Movement Points

- 1 Strength Point per attacking unit

The terrain effects of City Wall are:

+ 1 Movement Point

- 1 Strength Point per attacking unit

[8.21] (clarification) A roll of 1 through 4 is a No Effect. An

Ineffective unit may lose one or two steps due to fire.

Singapore S&T #98

A number of Commonwealth units had the wrong setup numbers printed on their counters.  The 46 Ind unit doesn't appear automatically on Turn 4; its setup number should be a "boxed 4," indicating its optional appearance, as per Rule 13.1.

The 15 Ind unit should not have a "boxed 0205" setup number, but just an unboxed 0205, indicating that the unit appears automatically in hex 0205.

The Krocol unit setup hex is 0508, not hex 1826 listed on the counter.  The SSVF unit sets up in 1826, not in hex 0508 on the counter.  The 12 Ind unit sets up in hex 0821, not in hex 0812 listed on the counter.  The 20 Ind unit starts at hex 0205 as an optional unit.

Game Map Corrections:

1. The railroad in hex 1009 which goes into hex 0909 and then back to 1009 actually goes from hex 1009 into hexes 0909, 0910 and 1010.

2. The roads in hex 0820 should be joined.

3. Teh city in hex 0719 is spelled Kuala Lumpur, the town in 1510 is

spelled Kuala Trengganu.

Game Map. 

1. The railroad in hex 1009 which goes into hex 0909 and then back into

hex 1009, actually goes from hex 1009 into hex 0909 and then to hexes

0910 and 1010. 

2. The roads in hex 0820 should join to permit movement between them.

3. The city in hex 0719 is actually spelled Kuala Lumpur, while the town

in hex 1510 is spelled Kuala Trengganu. 

Unit Counters. 

1. The Indian 46th Brigade should enter on turn 4 as an optional unit. 

2. The Indian 15th Brigade should begin at hex 0205, and is not an

optional unit. 

3. The Indian 20th Brigade starts at hex 0205 as an optional unit. 

4. The Krohcol unit sets up at hex 0508. 

5. The Indian 12th Brigade sets up at hex 0821. 

6. The SSVF unit sets up at hex 1826. 

Game Rules. 

[9.8] "Attacker making amphibious assault" should reference rule 9.37,

which should be added to the rules to state that "One is subtracted from

the die roll when any units in an attack are making an amphibious

assault (see 13.22)." 

[2.3] "Combat Strength" is inapplicable to units, as each has an attack

and defense strength. 

[5.28] The first exception should read between 0316 and 0416. 

[5.32] The rule should reference 7.22, not 7.23. 

[5.45] The rule is meant to convey that the Japanese cannot use rail

movement on turn 1. 

[5.53] Addition: Only the Japanese Imperial Guard Division can enter on

hexes 0101, 0201, or 0301. All other Japanese units must enter by sea. 

[9.72] Combat results listed should read "Dl, D2, D3. . . ." 

Optional Rules. The following are strongly recommended to enhance

realism. 

Revised Stacking. 

Revising rule 7.0, both players can stack a maximum of 5 units in one

hex. Up to 4 can be infantry units, with the remaining one an armored

unit. Players can stack more armored units, for example 3 infantry and 2

armored units, as long as no more than 4 are infantry and as long as no

more than 5 units are in the stack. Stacking points are no longer

applicable with these rules. 

Revised Air Units. 

For player convenience, air units are placed on bases on the map. No

off-map air units are permitted to take part in combat. Each base can

accommodate up to 4 air units. If an enemy ground unit moves adjacent to

an air base, the aircraft can be displaced to another friendly air base

or else off the map, but can take no further part in operations during

that turn. Similarly, air units displacing from base to base during a

friendly player turn cannot take part in operations that turn. When an

air unit is used in a turn (or displaces), it is flipped over to its

reverse side as a indication of its non-availability. All air units are

turned face up at the beginning of each new turn. A maximum of 4 air

units can support any one attack or defense. The Commonwealth player can

base his air units on the inset map at any time. Air unit designations:

Japanese: 4 units are 3rd Air Brigade, 4 units are 7th Air Brigade, and

4 units are 22nd Air Flotilla (these are the units removed on turn 7).

British: 4 units are 225 Group RAF, and 4 units are 226 Group RAF. 

Historical Japanese Entry. 

This is highly recommended for the historical game. 

Turn 1: At hex 0302: 11/5, 41/5, 1 Armor. At 0603: 42/5, 14 Armor. At

1106: 56/18. At 0302 or 0603: 2 Armor (optional). 

Turn 2: At either hex 0302, 0603, or 1106: 6 Armor. 

Turn 3: At hex 0101 by rail: 4/IG, 3/IG. Air points can displace to

bases on the map. 

Turn 4: At hex 1106 or 1616: 55/18. 

Turn 5: At hex 0101 by rail: 5/1G. At 0302: 21/5. 

Turn 6: Anywhere: 154/56 (optional). 

Turn 7. Anywhere: 146/56 (optional). Remove 22nd Air Flotilla. 

Turn 8: At hex 1821: 114/18. 

Turn 9: Anywhere: 148/56 (optional).

Soldiers of the Queen S&T 95

Q: In the Isandhlwana scenario, can mounted cavalry units that retreat before melee enter an enemy zone of control?

A: No.  They cannot enter an enemy ZOC in the following friendly

movement phase.  Also, after avoiding melee, they cannot return to a

vacated hex in the ensuing British movement phase, as per Part 12,

Section C of the game rules.

Q: Again in the Isandhlwana scenario, just where do the Zulu

inGobamakhosi and uMbonambi impis enter the game map?  Area B seems a little off.

A: You're right.  Both those impis should enter on game turn 1 through

Area E, not B, as per Part 15 of the rules.

Errata: The two Dervish camel units of the Jaalin tribe in the Omdurman scenario should be tinted brown, not blue.

South Africa S&T 62

The Game Map. Due to a misunderstanding between the Game Developer and the Art Department, there is a lack of correspondence between the game rules and the map concerning Towns and Cities. Originally, the map was designed portraying Cities and Metropolitan Cities (but no Towns). Apparently, the Cities were redesignated as Towns when the map artwork was done. Thus, for all purposes, except the Victory Conditions (Case 12.3), all Towns should be considered Cities. Note also that only Johannesburg and Capetown are considered Metropolitan Cities.

Additional Mapsheet Errata.

1) The City of Durban is located in hex 3626.

2) Units may only cross Unfordable Rivers through Bridge hexsides.

3) Southwest Africa is considered part of the Republic of South Africa (for all purposes) unless Variant #3 is in effect.

4) Botswana is considered Neutral and no B N. Bases may be deployed in Botswana unless Variant #3 is in effect.

5) Swaziland and Lesotho are not considered part of the Republic of

South Africa. Transkei is considered part of the territory of the

Republic of South Africa.

The following errata pertain to the South Africa Game Rules.

(3.31) (Addition)  All R.S.A. Ground units are considered Motorized.

Only B.N. Armor units are considered Motorized. All other B.N. Ground

units are considered non-Motorized.

(4.2) (Addition) The Black Nationalist Player may turn any B.N. unit

which occupies a Diamond Coast, Native Reserve, or City hex face-up

during the Black Organization Phase.

(5.32) (CIarification)  Armor and Motorized units may not cross a river hex side unless they are either entering or leaving a hex occupied by a Friendly Engineer unit; if so, there is no additional Movement Point cost to cross the River. There are no B.N. Engineer units; B.N. Armor units may cross Rivers only through Road, Trail or Rail hex sides.

(5.73) (Addition)  R.S.A. Helicopter Transport units may not "lift"

airborne units if reduced to Cadre status.

(8.5) (Clarification)  Air, Flak, or Artillery units have no special

Combat characteristics. All Unit Types are governed by the standard

Combat rules.

(8.53) (Addition) The Defense Strength of B.N. units is doubled when

stacked with a B.N. Base unit.

(8.54) (Addition)  A B.N. Base unit has no intrinsic Strength, Movement Allowance, or Contact/Evasion Value. A B.N. Base unit is automatically destroyed if it is in an S.A. unit's Zone of Control at the end of any Combat Phase.

(8.7) (Correction) When an Exchange result occurs the weaker force is reduced and retreated by the opposing Player. The stronger  force is then reduced by an amount equal or greater than the strength loss

suffered by the weaker force. Note: The Defense Strength of the

defending force and the Attack Strength of the assaulting force is used to determine relative strength and required loss.

(8.7) (Clarification) B.N. Ground units other than infantry cannot be

reduced in size; they must be eliminated to comply with an appropriate Combat result.

(8.7) (Addition)  Attacks at odds of less than 1-2 are treated as 1-2.

Attacks at greater than 1O-1 are treated as 1O-1.

(10.15) (Addition) Supply has no effect on B.N. Guerrilla units.

(11.15)  #4 (CIarification) The Black Nationalist Player receives thirty (30) Resource Points during each Player-Turn in which one or more R.S.A. units occupy any hex outside of the territory encompassed by the Republic of South Africa.

(11.28) (Addition) The R .S.A. Player must expend one Resource Point for each Cadre he wishes to maintain (regardless of type).

(12.26) (Addition) The game may be commenced with either a Game-Turn or a Strategic Turn by mutual agreement of both Players.

Stonewall S&T 67 

[8.77] (addition) A unit may either be placed in reserve status

or may be taken out of reserve status during a Friendly Movement

Phase. The unit may not do both on the same Friendly Movement

Phase.

[11.0] (clarification) General Rule: Mounted cavalry units do

not have a Zone of Control.

[13.2] (omission) The second sentence should read: Furthermore,

it must be able to move into the defending unit's hex through 

one of the attacking unit's frontal hex sides.

[18.87] (addition) Artillery units defend in melee combat with

a strength of 1, regardless of the strength of the gun crew.

SUCCESSORS S&T 161

*Counters*

Photocopy the REVOLT markers printed in this issue to make as

many such markers as are needed in the game.

*Charts*

***Event Table***

ODD Events 41-44: The rolling player either picks up his Leader

and places him in the Home Province by himself, OR moves the

leader and ALL non-levy units as far as possible toward the Home

Province, avoiding enemy-occupied provinces and sea zones

whenever possible. Normal movement and combat rules apply. Levy

units may also accompany the leader, subject to optional rule

(10.3) and the owner's wishes. 

ODD Event 53: If some or all of the units are not available off

the map, they are not received. All normal control rules apply

once the player's units are placed. 

EVEN Events 51-56: If no elephants of the player's or an ally's

color are available off-map, none can be purchased. 

EVEN Event 56: The player controlling both South and North Indian

Provinces gains 4 TP. 

Chits 2-4: The type and number of units are received per the

"Mercenaries" rule in section (4.0). There is no set time limit.

The chit is playable any time, even during another player's turn.

Chits 12-14: Can only be played at the start of a game turn.

Chits 15-17: Revolt fails. This cancels any Revolt event if

played immediately after the event is received. 

Chits 19-20: Treat as "No Event" if there is no friendly or

allied cavalry unit currently in play. The owner of an allied

unit must agree to put up his unit (and will probably charge a

fee!). Designate the unit performing the raid prior to rolling

the die. On a result of 6, the unit is eliminated.

*Rules*

2.0 **Friendly** units are those belonging to the same color,

plus any white colored units (i.e. mercenaries) stacked with

same-color units. **Allied** units are differently colored units

that can move and attack in another player's turn due to an

agreement between two or more players. 

2.1 Players must provide from 1 to 3 six-sided (D6) dice. The

game works best if each die is a different color: one determines

"odd" or "even" on the Events Table, the second determines the

"tens" digit, and the third determines the "ones" digit.

3.1 ***VERY IMPORTANT: The Home Province markers are NOT removed

unless the player has been eliminated from the game.*** See (5.3)

below.

4.0 For purposes of all events, province control is determined

per rule (5.0). Chits are expended once played; return them to

the cup or space containing other available chits, where they

immediately become available for future picks. A revolting,

invading, or mercenary unit called for by an event or chit pick

is not received unless there is a corresponding white colored

unit not currently in play. All references to "India" in the

events and chits are for historical flavor. No player represents

India in the game. REVOLTS: Place a REVOLT marker on top of the

white units received to indicate that the province is in revolt.

Remove the marker the instant the last white unit stacked beneath

it is eliminated. Revolting units newly placed on the map

immediately attack all non-revolting units of all colors

currently in the province, using the special bonus in the first

round of combat only: each attacker rolls twice, and the

defenders do not roll at all. Pre-combat and subsequent rounds

are performed normally. If no units are present for revolting

units to attack, the first round bonus is lost. LAND INVASIONS:

If an invasion event occurs for a province containing white units

not located beneath a REVOLT marker or stacked with colored

units, roll a die and follow the directions listed under the

event for choosing a secondary target. MERCENARIES **(replaces

old rule)**: The player expending the chit receives as many of

the indicated white units as are currently out of play, and for

which the player is willing to pay TWO (2) TP per unit. The units

are placed together beneath at least one unit or leader of the

player's color. Remove a mercenary unit from play when the player

does not pay TWO (2) TP to maintain it during the friendly

Revenue Phase, OR the instant no friendly colored leader or unit

is stacked with mercenaries in a province at any time during the

game.  INITIAL PLAYER SHIFT: This only occurs as a result of chit

play. The chit must be played at the beginning of a game turn,

prior to any other activity. If two or more players play a shift

chit, each rolls a die. High roller performs the shift specified

by his chit. All the chits are considered expended.

5.0 A province with units beneath a REVOLT marker cannot be

controlled by any player for purposes of Revenue collection. 

5.2 Differently colored units purchased from another player must

always be beneath at least one same-color friendly unit or

leader. The instant this ceases to be true for any reason, the

differently colored units are removed from play and immediately

become available for purchase. **Example:** The red player buys

two infantry units from the green player. These must be placed

beneath at least one red unit or leader and remain so at all

times. 

5.3 Place an unransomed captured leader on the space for the

upcoming game turn on the Turn Track as a reminder that it must

be ransomed before the owning player can spend TP for anything

else. EXCEPTION: If the owning player controls no provinces at

the instant his leader is captured, the captured leader is not

ransomed. The owning player is out of the game, and the winner of

the battle inherits the loser's remaining TP.

5.5 Units need not be placed in the province containing a

matching symbol, as long as the player receiving the unit

controls at least one province containing the symbol. 

6.0 No units may enter any land area unless it contains a

Provincial Value printed inside a black circle.  

6.1 Sinai is also a shaded province.

6.3 Fleets can end movement only in a sea zone, or in a province

that contains a port symbol. A fleet in a province is considered

to be "in port." In all other cases, a fleet is "on patrol." Any

number of friendly and allied fleets may be in port in a single

province or on patrol in a sea zone. Land units and leaders spend

no MPs while aboard a fleet. A fleet may not enter a province

containing any enemy fleets in port, but it may still land units

in the province. 

6.4 There is no section 6.4.

7.0 A leader by himself without any friendly, allied, or

mercenary combat units with him is automatically captured when

attacked. 

7.11 For each Elephant present, TWO enemy cavalry units may not

make a pre-combat die roll.  

7.11 & 7.12 The player making a pre-combat or combat die roll

chooses the enemy unit to be eliminated, within the unit class

guidelines set by (7.14). Leaders may never be chosen for

pre-combat elimination. 

7.14 Leaders are only affected by combat if all friendly and

allied combat units with them are eliminated. 

7.15 Rounds continue until only one side's units that began the

combat remain in the Province at the conclusion of a round. A

"side" consists of all units and leaders controlled by a

particular player, including any allied units. 

7.2 Fleets "in port" may not be attacked by enemy fleets or land

units, but may suffer destruction or capture if the province they

are in becomes enemy controlled (see 7.3). Ships in a sea zone or

a province without a port symbol are "on patrol," and may attack

and be attacked by Sea Combat in either location.

7.3 When a province changes control (per rule 5.0) or an alliance

ends, each player who does not control the province and is not

currently allied to the controlling player rolls a die for each

friendly fleet unit "in port" in that province. Results are as

follows:  1-2 = captured; either replace the unit with one

belonging the controlling player (or one of his allies), or

simply destroy it. 3-4 = destroyed; return to the player's

off-map pile 5-6 = escape; place in an adjacent coastal province,

either in port or on patrol as the owning player wishes (and

depending on the presence or absence of a port symbol in the

province). The province need not be controlled by the player or

an ally.

8.0 Province control is different for Revenue collection and

Victory purposes. For Revenue, see the general rule under (5.0).

A province cannot be controlled for victory purposes if it

contains units beneath a REVOLT marker.

9.0 In case of ties, the player with the highest total Provincial

Value wins. If still tied, the player with the greatest number of

provinces wins. If still tied, the player with the single most

valuable province (in terms of Provincial Value) wins. Use these

tie breakers to determine all player rankings.

10.1 Each player rolls a die to see who bids first; high roller

wins. Each subsequent bid must be at least 1 TP higher than the

previous bid. The last bidder wins, and selects the player who

will go first. Play then proceeds clockwise.

Q: Do you make additional white units whenever they are needed?

A: No. The countermix is a limit for all units, including white.

Q: When you play Event Chit #18, does the +1 die roll modifier

affect just a single battle? A: Yes. The chit is played

immediately before combat resolution and is expended. Also, the

chit can be played by the defending side if it wishes, even

though the chit is labeled "Surprise Attack."

Q: Can a side control a province with no friendly units present?

The language of ODD events #45 and #54 seems to suggest this is

possible. A: No. The language is incorrect, and should simply be

ignored. Follow all other instructions. If no player controls

Persia, place two white revolting levy units there.

Q: What is the difference betwwen an "allied" and "friendly" unit

for game purposes? (2.0) A: **Friendly** units are those

belonging to the same color, plus any white colored units (i.e.

mercenaries) stacked with same-color units. **Allied** units are

differently colored units that can move and attack in another

player's turn due to an agreement between two or more players.

***No unit can move or attack more than once in a single game

turn.***

Q: What is the best combination of dice to use in the game? (2.1)

A: The game works best with three six-sided (3D6) dice. Each die

should be a different color. One determines "odd" or "even" on

the Events Table, the second determines the "tens" digit, and the

third determines the "ones" digit.

Q: Interpreting the events can be tricky. Can you give me some

extra pointers? (4.0) A: Chits are expended once played; return

them to the cup or space containing other available chits, where

they immediately become available for future picks. For purposes

of all events, province control is determined per rule (5.0);

i.e. who has the largest force. In case of ties, gains and losses

are shared. Divide the value by the number of tied players and

drop fractions. Any leftover costs or unassigned gains go to the

player expending the chit or rolling the event.  A revolting,

invading, or mercenary unit called for by an event or chit pick

is not received unless there is a corresponding white colored

unit not currently in play. All references to "India" in the

events and chits are for historical flavor. No player represents

India in the game.

Q: Can there ever be white units (rebels, invaders) and colored

units in the same province at the end of any player's turn? (4.0)

From S&T 101 

SUPERPOWERS AT WAR

Game Errata and Charts

The following errata corrects set-up, air

points, and victory conditions in the game.

Use the corrected Combat Results Table and

Nuclear Consequences Table to play the

game.

Across the Rhine Scenario

The Belgian Limburg Provincial Rgt. (3

units) enters on game turn 1 on Genk Road

(hex 1502).

EX [12.0] The available air points can be

used once per turn.

EX [21.01 VICTORY CONDITIONS: The

victory point conditions should be corrected.

Replace the NATO player sixth through

tenth VP conditions with the following: 3 VP

per urban or city hex destroyed by a Soviet

nuclear weapon or firestorm.

The Warsaw Pact Player earns victory

points for the following:

1 VP per NATO unit eliminated or in the

replacement pool at the end of the game.

1 VP per Warsaw Pact unit exited from the

western map edge to which a supply line

can be traced at the end of the game.

1 VP per in-supply unit west of the Maas

River at the end of the game.

5 VP per non-destroyed city hex occupied

by Warsaw Pact forces at the end of the

game.

6 VP per urban or city hex destroyed by a

NATO nuclear weapon or firestorm.

The Warsaw Pact garrison rules given in the

Drive on Munich Scenario victory conditions

also apply to the Across the Rhine Scenario

rules.

Tannenberg S&T 69

[5.0] GENERAL RULE (correction) Reference to Case 10.3 should be

to Case 10.4

[7.0] PROCEDURE (correction) Delete the second sentence.

[15.0] (correction) References to 5.41 (twice) and 5.42 should be

to 5.31 and 5.32, respectively.

[22.32] (correction, see map) The line identifying this Case as 

the Russian set-up was inadvertently omitted. Also, the third

0-1-3 unit should be set up in hex 1006, not 1017.

TARGET: LIBYA S&T 109

Mapsheet:

CORRECTION: The text for U.S. and Libyan use of the Okbah Ibn Nafi Air Base was reversed. When the Libyan player controls it, the base can accommodate 3 Libyan air units. When the U.S. player controls it, it can accommodate 3 MAG/USAF air units.

ADDITION: The words 'And Transport' should be added to the U.S. player's Benina and Tripoli Airport Air Base Displays, and to the Libyan player's Okbah Ibn Nafi, Benin, Tripoli Airport and Al Kufra Air Base Displays.

Counters:

CORRECTION: The three Libyan PAL counters are incorrectly marked as battalions on the back; they are brigades as marked on their fronts.

Rules:

[3.0] Step 3 (deletion): Instructions A, B and C of the Set-Up Procedure appear twice. Delete the first appearance at the top of the third column of page 3.

[4.0] (addition): Add the following text to the end of the first

paragraph of the case: The U.S. player attacks Libyan surface ships

within range of eligible friendly air units. After the U.S. player has

completed his attacks, the Libyan player conducts air/naval strikes

against U.S. surface ships. As each unit's attack is resolved, the

owning player removes it and places it in the Used Box of any friendly air base in range. When all attacks have been made, the Libyan player moves any of his naval units that were unable to move during Step 2 due to the presence of U.S. air units.

FIRST NAVAL STAGE, Step 5 (replacement): Replace the first sentence of the ASW Phase with the following: The U.S. player attacks Libyan submarines in the same hex as eligible friendly air and naval units.

SECOND NAVAL STAGE (clarification): The only time that air units in a *Used* Box can be employed on the map is during the Second Naval Stage.

U.S. LAND STAGE, Step 1 (replacement): Replace the first sentence of the U.S. Ground Movement Phase with the following: The U.S. player moves his eligible ground units and hit teams according to the rules of movement (5.0).

LIBYAN LAND STAGE, Step 2 (replacement): The entire Air Commitment Phase entry should read: The U.S. player assigns his eligible air units to missions by moving them from base *Ready* boxes to any hexes in range. Then the Libyan player does the same.

[5.26] (addition): The lowest listing on the Terrain Effects Chart is

that which appears closest to the bottom of the chart, not the lowest value on the chart.

[5.6] (replacement): The first sentence in the case should read: U.S.

and Egyptian units cannot enter a hex containing a functioning intrinsic defense strength (IDS).

[8.31] (addition): Add the following sentence to the last paragraph of

the case: Units can use a strength of 0 (zero) to attack only during an

Air Combat Phase.

[10.42] (replacement): Replace the third sentence of this case with: If the result is greater than the total number of enemy brigades (or their equivalent) +1 per base unit in the hex, nothing happens.

[10.43] (replacement): Replace the third sentence of this case with: If the result is greater than the total number of enemy brigades (or their equivalent) in the hex (+1 if the hex has a town or installation), nothing happens.

[12.31] (clarification): Units can enter play during more than one game turn.

[12.34] (clarification): Marine units that land in a hex containing

enemy ground units or a functioning DS can't move during the phase in which they land.

[12.74] (addition): Any number of hit teams can enter the game as

reinforcements during a game turn.

[17.0] (addition): Add after the first sentence of the Procedure: The

U.S. player records any VP's he receives for Libyan defections.

THE TIGERS ARE BURNING S&T 118  

1) There should be an Axis river-crossing symbol pointing toward the hex side shared by hexes I9/I10. The "Kalmlus" River is actually the "Kalmius" River. The tiny sliver of land appearing at the 2 O'clock

position in hex G10 should be ignored. It is impossible for unite in G10 to move or attack into H10 and vice versa.

2) The German 3rd Pz. Corps was omitted from the set-up roster in rules section 23. It is shown on the map set-up chart correctly in hex O17 (5-3-9).

3) Rule 6.5 should read: Both sides may use their mechanized replacement steps to augment or reclaim dead straight leg units if they wish to do so. It is forbidden, however, to augment or reclaim dead mechanized units with straight leg steps.

4) There is a discrepancy between rule 13.8 and the Terrain Effects

Chart appearing on the next page concerning the ability to retreat and advance across the Kerch Straits: rule 13.8 is correct.

5) Add to 17.3: Battles with final odds computed of greater than 8-1 are resolved using the 8-1 column on the Combat Results Table. Likewise, battles with final odds computed of less than 1-3 are resolved using the 1-3 column on the chart.
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[7.22C] (change) Defecting Chetniks are placed in the 

Yugoslav/partisan Mountain triangle of the occupied zone.

[7.23B] (change) +1 if Italian Surrender (10.3, not Withdrawal) 

has taken place.

[7.42] (addition) Within the limits of the Sequence of Play 

(4.0) and 7.68 (limitations on the number of counters), the 

Yugoslav player is free to choose the order in which his 

reinforcements may be created.

[7.44E] (addition) No Chetnik unit may generate reinforcements or 

Victory Points if an Objective Display also is occupied by 

Pro-Axis Chetniks .

[7.49] (clarification) The halvings apply to such factors as 

weather, etc., and not to a Recruitment Value of 1/2 of a 

display.

[7.63A, 7.67A] (changes) No larger guerrilla unit may be created 

in a Hideaway circle.

[8.24B] (change) When engaged in combat entirely against 

guerrilla units in a Mountain Triangle, Axis units incurring a 

retreat result are not obligated to retreat.

[8.55] (change) The intrinsic Defense Strength of the four cities 

are not automatically eliminated by Italian Surrender. (They 

reflect historical Italian units that remained loyal to the Axis 

after the surrender.)

[8.6] (change to CRT) Modifications for Tito, Anti-Guerrilla 

Operations, and mountain units are made to the probability ratio 

(8.21B) and are not column shifts on the Combat Results Table. 

Thus, after all such modifications have been made, attacks at 

odds lower than I to 2 are not permitted, and attacks at greater 

than 12 to 1 are resolved on the 12 to 1 column.

[9.43] (addition) If the 501st is participating in an 

Anti-Guerrilla Operation, it need not be removed from the map 

during the Planning Segment (8.42), although the Axis Player 

secretly makes a notation as to which operation the 501st is 

committed. The unit is deployed normally according to 8.22.

[10.22] (change) Delete the reference to Chetnik Collaboration 

die rolls.

[10.21] (change) Italian units may retreat into the Croatia 

Mountain Triangle, but must move out in the ensuing Axis Movement 

Phase.

[10.3] (addition) Chetnik Collaboration die rolls (7.2) are 

affected by Italian Surrender.

[11.22A] (addition) Normal weather prevails on Game-Turn 1.

[13.62] (change) The Yugoslav player is eligible for 

Pro-Yugoslav Chetnik replacements between Game-Turns 2 and 8 (not 

13).

[13.92, 14.3E] (clarifcation) The Yugoslav player loses 5 Victory 

Points for each optional Soviet reinforcement unit used on 

Game-Turn 15.

[14.3C] (change) The exception to this case should read: "After 

Allied Support Withdrawal (not Game-Turn 13), this Case should be 

ignored."

[14.3E] (change) The Yugoslav player loses 20 Victory Points (not 10) 

for each Soviet and pro-Yugoslav Bulgarian unit on the map during the 

Victory Point Stages of Game-Turns 16 and 17.

[14.4] (addition) Add Case 9.41 to those listed.

[15.5] (change) Add l00 points to each level of victory For example, 

a Yugoslav Decisive Victory requires greater than 800 (not 700) Points, 

and an Axis Decisive Victory requires less than 401 (not 301) 

Points.

[15-6] SHORTENED GAME (Optional) 

The game ends at the completion of the Victory Point Stage of 

Game-Turn 15. Victory is determined according to the original schedule 

contained in Case 15.5 of the Rules booklet

COUNTER ABBREVIATIONS 

Croat 

Ust: Ustacha (political militia); Gd: Guard.

Italian

CD Alpi: Cacciatori delli Alpi; Alpi Gr: Alpi Graie; Lombard: Lombardia.

German

SS: Schutzstaffel (elite troops); LW: Luftwaffe (air force field troops) 

L: Leight (light); Cos: Cossack.
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SECTION I: BASIC GAME

1. Introduction, paragraph 4 (change): Trajan’s rules actually consist

of two sections, the Basic and Advanced rules (the Optional rules will

appear in MOVES magazine #66).

2. Components, Unit Types (clarification): In Trajan, Legionaries and

heavy armed cavalry are the only HEAVY unit types; all others are

considered LIGHT ARMED.  This is further indicated on the counters by

giving the legionary and heavy armed cavalry a black unit symbol

background.

3 (a). (correction) Players roll on the Political Events Table (p.11 of

rules).

6.5. (clarification) Each Guard unit negates one Agent stratagem used

for Intelligence or Assassination in the unit’s hex.  Each Guard can

only negate one Agent marker per game turn.

6.8. Receiving Stratagems (clarification) A player draws at random

Stratagem markers unless otherwise specified (e.g., for his Supreme

Leader).

6.8c. (clarification) The Romans must possess the Triumph marker in

order to play it.

6.8f and 6.9c Stratagem Markers (correction): the Political Events rule

is in the Basic game rules.

6.9a. (clarification) When a Supreme Leader is eliminated, all

stratagems are immediately lost, including the "Triumph", "Trade

Concession", "King of Kings" and "Imperator" markers.

7.4. Force Organization, Cities (clarification): Note that a player does

not need a Civis unit to control a city or for non-Civis units to be

considered "inside" the city, as long as his units occupy the city.

7.4b. (clarification) Units in a friendly-controlled or unoccupied city

hex may enter or exit the city itself without leaving the hex, at no

movement point cost.  Note that friendly units may not move into/out of

a city that is besieged by enemy units.

7.5b. (clarification) Garrison units cannot leave a besieged city hex,

but they can attack besieging units (15.3).  The "Sortie" result on the

Siege Table is NOT the same thing as exiting the city to fight a

battle.  Simply apply the results as indicated on the table.

7.5b. (clarification) All friendly units that remain outside the city

the instant an enemy force enters a friendly-controlled city hex are

considered the "Relief Force." Units may freely move into the hex to

join the Relief Force, or leave the Relief Force and exit the hex.  No

units in the Relief Force may move inside the friendly city until the

enemy units in the city hex leave or are eliminated.

10.2 (clarification) Discipline Check procedure: roll one die per force

and cross index the die roll with the respective discipline types of

units belonging to the force.  Apply the result to all units of each

discipline type.

12.6d. and e. (clarification) Any unit that ever moved with the force is

eligible for the attrition loss, including those picked up/dropped off

at any point.

12.6b(2). Movement (addition): First line should read, "If the moving

force eliminates or politically convers…"

12.7d. (correction) An "F" result on the march Table causes a force to

lose ONE unit after the completion of the march.  Any unit that ever

moved with the force is eligible for the loss, including those dropped

off at any point.

14.6a(2) Basic Game Battle, Melee round (correction): Line 4 should

read, "All heavy armed infantry and heavy armed cavalry are doubled for

combat."

14.11 Basic Game Battle, Example of Combat, line 20 (correction): change

"5/M" to "5/C."

15.2a(2) (clarification) Tactical Advantage (14.2) is resolved for siege

assault like any normal battle.

16.2c. Revolts (clarification): In the event of a Revolt succeeding,

surviving garrison units (as well as any former relief force units) are

now considered the besieging force, while formerly besieging units

become the relief force.

17.2c & 17.3c(2) (correction): Units which are eliminated are placed in

their respective Recruit, not "reinforcement," holding areas.

17.3b(1) (clarification) The "Court" unit is a Parthian Core unit, and

can be obtained as a reinforcement/replacement just like any other core

unit.

18.3. Client Forces (clarification): Eliminated Client units may not be

replaced in the Basic Game; they may be under the Advanced Game Client

rules.

SECTION II: ADVANCED RULES

19.3a. (clarification) The designation of a leader as commander only

affects determination of Tactical Superiority.  Commanders are treated

exactly like other leaders for all other purposes while on the battle

board.

19.3d. (addition) Civis units are NEVER transferred to the battle board

(since the only time they engage in combat are Siege and Revolt, and

neither uses the battle board).

19.6h. (new case) Units do NOT have to stop upon moving adjacent to an

enemy combat unit.  (Units do not exert "zones of control.")  Squared

containing only enemy leaders can be entered.  All enemy leaders in the

square are immediately eliminated when this occurs.

10.10a (addition) Drop fractions when calculating panic levels. 

Example: a force of 9 SPs would have a 25% panic level of 2, and a 50%

panic level of 4.

19.10b.(1)(a) (correction) G: Units Disrupt

19.10b.(2) (clarification) All disrupted units of an army which panics

are considered Routed for movement and combat purposes for the remainder

of the battle, unless they rally.  Any unit of a panicked army that

subsequently disrupts is also considered Routed unless it rallies.

19.10c.(1) (clarification) Routed units MUST move toward the friendly

mapedge EVERY friendly movement segment.

19.16(b). (correction) The friendly player may only capture an enemy

camp unoccupied by enemy combat units.  Leaders by themselves are

eliminated.

CHARTS AND TABLES

March Table (omission):

N = No March.  The  force may not move this turn.

A result of M indicated March (result of March is explained on the

Table).

Game counters (omission): The Arab and Alani cavalry units both have a

battle movement of "2."

City Manifest (p.10)—Roman Cities:

"Sarasota" (1609) should read Samosata.

Add Zeugma (1709).

Stratagem Markers Summary (p.12-13)

1. Military

Forced March: (correction) This is played immediately after a force’s

first march, prior to any other force’s movement.

2. Agent

Intelligence (correction): A player may examine an enemy exercitus

holding area only if it is within 10 hexes of the leader playing the

Agent marker.

Terrain Chart (p.14)

City/Provincial Capital/Regional Capital—Combat Effects: Regular combat

(15.3) against Relief Force; Siege (15.2) against Garrison

Desert—Combat Effects: None

Siege Table (p.15)

Eliminate reference to "Basic Game" in the title; table is used for

Siege in advanced rules as well.

Advanced Game CRT (p.16)

Unit Types: EQ = Equites Cavalry

Scenarios:

All scenarios:

Romans set up first and move first.

Roman unit I.D.’s:

"Ar" in the rules corresponds to unit counters marked "Arab"; III G to

counter III Ga; Syrorum to counter Syr; XII Fl and XII Fu to counter XII

Fv; XIII Ga or XIII G to counter XIII Ge; III C to counter III Cy; V M

to counter V Ma; Vex. Classic to counter Classice.

Ignore references to Impeditus "Ala Drom. A."

The Alani unit may appear as a client for either side, depending on the

outcome of the Political Events Table if Advanced Rule 22 (Client

Forces)_ is in effect.

Scneario 1: Armenian War

Roman Initial Forces (correction): The Roman "Moor" unit is a light

cavalry, not a heavy cavalry.

Scenario 2: Mesopotamian War

Parthian Civis (correction): delete the reference to the two Armenian

cities; they are Roman-controlled and have Roman Civis units in them.

Scenario 3: Revolt

Roman Initial Forces (clarification): In any Armenian City: any two

5-V-5 legions from the seven provided in the countermix and listed under

"Any Roman Controlled cities."

Roman Civis: add Edessa, Seleucia

Scenarios 4 and 5: Hadrian (What If?)

Roman Civis (correction): change "both Armenian cities" to read

Harmactica.

Parthian Civis (correction): add Artaxata

Trail of the Fox S&T#97

Game Map

(Correction): The town listed as Tehoussouk is actually Teboura.

Turn Track (Correction):

  Delete the WTR notation for turn 1

  Delete the USI notation for turn 5

  Delete the AXC notation for turn 5

[11.38] (Correction): The Terrain Effects Chart is actually the

Terrain Effects on Combat Chart.

Unit Counters (corrections):

The following units have a stacking point value of 1 on their

depleted sides (no number is currently listed):

  American 13th Arty Regiment

  Commonwealths 5th and 7th Brigades, 4th Indian Division

The following unit should have an asterisk next to its deployment

number, since it can use Special Movement when entering the map:

American 1st Ranger Bn

Game Rules

[2.21] (Correction): All reinforcements (Axis and Allied) with a circle around the reinforcement turn on the unit counter enter at El Agheila (entry hex D).

[2.22] (Clarification): The following units are considered to be artillery and flak and are subject to rule 12.0:

  Artillery

  Heavy Weapons with Artillery Capability

  Flak (Anti-Tank)

  Tank Destroyer

[3.2] Turn 1 Special Rules

  3. (Addition): The Axis player does not roll on the Convoy Table on turn 1

  4. (Clarification): If a French unit/stack still occupies a port hex after a German attack, the German units are eliminated, since they suffer depletion while already depleted. Place them in the Axis Refit Box.

[5.0] Reinforcements (Correction): All units (not just Allied) with a

circled deployment number enter at entry hex D on the turn indicated by the circled number (i.e., a German units with a 2 for deployment enters entry hex D on turn 2).

[5.0] Example (Correction): If a 6 (not a 1) is rolled, the French units

resist.

[7.9] Supply Attrition (Addition): Any entry port totally surrounded by enemy ZOCs (in all adjacent land hexes) is subject to the rules of Supply Attrition.

[8.51] Airdrops (Addition): Direction Nr. 1 on the scatter diagram points to the west.

[9.2] Stacking Restrictions (Correction): Up to 6 stacking points can end a movement or reaction phase in any hex, including city hexes.

[17.12] Axis Setup (Addition): Place two Dumps in entry hex D (El Agheila).

[17.13] Abbreviations (Addition): EA = El Agheila

Variants and Options

If variant/option Nr. 3 is used, then Nrs. 1 and 2 should also be used, or the German player will gain a significant advantage.

1. The 4th Indian Division proved remarkably adept at mountain warfare, particularly when on the attack. To simulate this, use this rule:

When a brigade of the 4th Indian Division attacks into or from a rough or mountainous hex, the combat strength of the brigade is doubled.

2. Rommel was under considerable pressure to halt his retreat far to the east of the point where he finally made his stand. To simulate this struggle between the Feldmarschall and the Axis High Command, use this option:

The German player must keep at least 35 strength points in or east of Tripoli through the end of the Axis initial movement phase of turn 3. At the beginning of every Axis initial and motorized movement phase thereafter, the German player rolls a die to see if these units can retreat to the west. If the die roll is within the span indicated, then the restriction is lifted; if not, the restriction remains.

  Turn          Phase           Die Span

  Turn 3        Motz Move       5-6

  Turn 4        Initial Move    4-6

  Turn 4        Motz Move       3-6

  Turn 5        Initial Move    2-6

  Turn 5        Motz Move       2-6

(Repeat turn 5 span through succeeding turns)

3. The notorious 88-mm German anti-aircraft guns continued to take a high toll of Allied Armor in Tunisia. In fact, since the terrain there favored defensive warfare much more than the desert environment did, these guns were more effective than ever. The following rule reflects this capability:

The Axis anti-aircraft units retain their anti-tank bonus on the defense only, even when these units are depleted.
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Lee's initiative rating should be C, Forest's should be B.

USN S&T 29

USN ERRATA

As a result of post-publication playtesting and questions or comments

received from SPI customers, the following errata has been assembled to

clarify play of this simulation:

GAME MAP

For purpose of land movement the hexside between hexes 0692 and 0693 is

a mountain hexside. For air movement it is a clear hexside.

UNIT BREAKDOWN

Allied:  One 30-50 division=three 8-15 regiments

One 50-60 Marine division = three 10-15 Marine regiments  Units may not

break down to battalions.

AMPHIBIOUS ASSAULT

When landing units on Enemy occupied hexes a number of factors shouid be

considered. Units may never be landed in a hex occupied by an Enemy

Coastal Defense Unit. Units may not be landed in an Enemy occupied Class

1 land hex unless the Enemy unit is destroyed by the landing unit in

combat. If not, the landing unit is immediately re-embarked. Units may

land on Enemy occupied Class 2 land hexes without having to destroy the

defending unit(s). In any landing made against an Enemy occupied hex

only Japanese Transports and Allied Assault Transports may be used.

AIR AND NAVAL BASES, CASE I

(I) Bases are considered captured if an enemy land unit enters the Base

hex. If the Base hex is occupied by an inverted or Entrenched Friendly

unit, such units must be dislodged by combat before the Base can be

captured. Friendly units not inverted or Entrenched are no obstacle to

capturing a Base.

REPAIRING OR BUILDING BASES

The procedure calling for an Allied Assault Transport to assist the

repair or construction of a Base is correct. Only the Allied Assault

Transport may perform these functions in the company of an Engineer

Unit.

SITUATIONS AND ORDERS OF BATTLE CAMPAIGN GAME 1

Allied Order of Battle

There should only be one (1) 2-6 Defense Battalion on the U.S. West Coast. 

REINFORCEMENT TABLE 

Allied  

Game-Turn #5 - Change DD-10 to DD-11.. 

Game-Turn, # 31 - Change CVE-3 to CVE-1; Change 3 NAC to 2 NAC.  

Game-Turn #48 - Enter BB-6.

MINI-GAME 

The Battle of the Coral Sea Victory Conditions:  (leave as is to Port

Moresby - 100 points) In addition, the Japanese Player receives 10

points if the Engineer regiment is on Guadalcanal with supply from base

at the completion of the second Game-Turn.

VICTORY POINTS 

The Japanese Player does not receive victory points for the elimination

of Chinese Army units. The Allied Player receives no Victory Points for

Bases built in Australia.

COMBAT RESULTS

ON CRT #2, if not enough aircraft engage to suffer both aborted mission

and destruction results, destruction results are applied first to

defending aircraft.

GAME-SCALE

Hex = 50 miles; Game-Turn = 1 week.
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[9.33] (correction) The last line of the example should read

"...Level for the battle is +1".

[12.31] (correction) No Assault may be conducted at less than

a 1-2 ratio.

[12.65] (addition) Naval units may move around San Juan de Ulua

despite the fact that there is no sea hex present.

[13.12] (correction) Reference to section should read 13.13,

not 16.13.

VITTORIA S&T 151

CHARTS AND TABLES

Unit Organization Chart 

ADD 0900 TO EVERY SETUP HEX NUMBER ON BOTH SIDES TO GET THE

CORRECT RESULT. Example: 1724 becomes 2624.

On the French portion of the Unit Organization Chart, the

reference beginning "Add one (1) to the die roll..." relates to

the Group Release Table immediately to the left.

Q: On the Terrain Effects Chart, do Hill hexes block Line of

Sight along a "Ridge Line"?

A: No,; only combat units, Trains, Wood, Town, and Village

terrain block the line of sight.

Q: When filling out the Allied Replacement Schedule (3.2), what

do the blanks under "Scheduled Game Turn of Arrival" mean?

A: Treat the blanks as having the same game turn of entry as the

preceding reinforcement. Thus, Wellington can appear on the

Nanclares Rd. on game turn 4, or the same turn at the Burgos Rd.

MAP

Q: Why is the bridge in hex 3433 is the only one not to have a

road running through it?

A: There was such a Road/Bridge downriver, well off the playing

surface.  The bridge printed on the map allows units to move

across to the west bank of the Zamora. In reality, these units

would have moved downriver and then returned.  By placing a

bridge without a road, terrain costs simulate this round-about

movement without using up precious map space.

RULES

Q: Is Line of Sight always blocked in a hex containing only slope

terrain? (5.2)

A: Only if the LOS actually crosses a slope hexside. If it does

not, then LOS is clear unless there is other blocking terrain

present (Woods, Hill, Village, combat units). 

Q: How do you treat hexes that contain both woods and hill

terrain? (6.2)

A: Woods/Hill hexes count the same as Woods for movement, and as

a Hill for Line of Sight.

Q: Do units always retreat toward the closest friendly leader,

even when this forces their destruction and there is some

alternative path?

A: Yes. Soldiers were very dependent on their commanders, and

would lose cohesion if they lost contact with them, especially if

things went badly in battle. Remember that unit elimination is

not "to the last man," but reflects the battle worthiness of the

formation.

Q: Should infantry with shaded I.D. boxes lose their ability to

move after leaving an enemy Zone of Control if one of the units

exerting the EZOC is a cavalry unit?

A: No. Bear in mind that the terrain was very rugged, which

seriously limited the maneuverability of cavalry. This also keeps

the game simple, as intended.

Q: Should "Reille's Group" at the top right corner of the Unit

Organization Chart be part of Group "C"?

A: Yes.

Q: Does a retreating unit or stack displace other units when

overstacking occurs during retreat?

A: No displacement occurs, but excess units are eliminated at the

end of the current combat phase. Also, retreated units do not

count in subsequent combats. (Rotate them "upside down" 180

degrees to indicate this.)

Q: The loss of artillery when a stack retreats seems a little

harsh if the hex is not immediately occupied by an enemy unit.

Should artillery be spared in this case?

A: The artillerymen are assumed to have routed, regardless.  Once

unmanned, Napoleonic artillery was virtually useless. At

Vittoria, the terrain did not favor the reunion of cannon and

gunners. Once again, for simplicity, the game only permits the

most common outcome.

EXAMPLES OF PLAY

In the multi-hex combat example (p.30), if A1 and A2 attack D1,

either A3 or A4 must attack D2. It is possible that only one of

the attacking units would want to attack, allowing the other to

"sit out" the attack.

Warsaw Rising S&T 107

MAP CLARIFICATIONS Bunkers : The bunkers are the small

red squares in hexes 1512, 2115, 1518, 1317 and 1313.

Players may wish to enlarge the bunkers symbols on

those hexes to distinguish them more clearly from the

ghetto wall.

"C" Entry: Hex 1832 is a "C" entry hex.

Terrain key: The symbol for Built-up Area hexes should

be gray. The blue building pattern is a reminder of

the type of terrain only. All gray hexes, regardless

of whether they contain a blue building symbol, are

Built-up Areas.

German Victory Point Schedule: the first line of the

schedule should read: "Capture Major Building or

Utility Works by Assault".............2 VPs

The player should receive VPs for Major Building as

well as for the Utilities.

Weapons Capture Table: The symbol corresponding to a

German VP level of less than zero (i.e. a negative

number) does not appear on the table. It should

replace the printed "0"s in the following locations:

Combat Result 1, Weapons Award 4

Combat Result 2, Weapons Award 8

Combat Result 3, Weapons Award 8

Combat Result 4, Weapons Award 8

Combat Result 5, Weapons Award 10

Combat Result 6, Weapons Award 10

Combat Result 7, Weapons Award 12

RULES CLARIFICATIONS

[9.2] Line 8 should read "must have used half or

less..."[9.3] Bor's modifier is +4, not -4.

[10.6] The ASSAULT DIE ROLL MODIFIER for morale should

be amended to read: "Each player announces the highest

morale of any involved piece adjacent to an enemy

unit".

[17.2A] Capture of weapons: Replace this rule starting

from the third sentence of 17.2A with:

Simply find the row corresponding to the Combat Result

victory point award and read across this line to the

range that includes the German victory point level

before the resolution of the combat. The column in

which this number appears gives the number of Weapons

Points awarded to the Polish player. If the current

German VP level is less than 0, use the column showing

the "Less than 0" symbol.

[19.0] VICTORY CONDITIONS: The Victory Point listings

on the map are correct, however, the listing in the

rules fails to distinguish which awards apply to the

Polish and which to the German player. The first

listing in each pair is an award to the German player,

the second an award to the Polish player. The single 5

VP award at the bottom is to the Polish player. A

Utility is considered the same as a Major Building for

VP purposes.

[20.1] Scenario 1: GERMAN SET UP corrections:

Change Police HQ (2781) to (2718)

The 5-3-5 Engineer unit is a 5-3-4

GERMAN REINFORCEMENT corrections:

HQ BACH is a 3-3-6

HQ ROHR is a 5-3-6

[20.4] Ignore references to hex 3333. The 25th Pz

enters at Entry A.
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Steep slope hex sides:

2349 to 2244

2343 to 2243

2343 to 2242

2139 to 2140

2139 to 2039

2139 to 2038

2134 to 2034

2134 to 2033

1839 to 1939

1839 to 1838

1739 to 1838

1738 to 1838

1434 to 1334

1434 to 1433

1232 to 1233

3426 to 3526

3426 to 3427

3426 to 3326

2413 to 2513

2413 to 2412

2313 to 2412

[22.5] (correction) Confederate Cavalry Panic. Delete reference to case 22.32.  Confederate cavalry cannot loose their horses if they are alerted in the Confederate Player-Turn.

Game Scale (addition) The game scale is 125 yards from hex side to hex side.  Each Strength Point represents 100 men or 1 gun.  Each Game-Turn represents twenty minutes.
Winter S&T 33

VICTORY CONDITIONS

Note: If the Finns occupy Leningrad they score an

immediate automatic victory as Finnish occupation of

Leningrad isolates all Soviet units and prevents the

introduction of any Soviet reinforcements

REINFORCEMENT CHART

Under Finnish Game-Turn #8, the Finnish quota for 2-2-3

cavalry brigades should be one (1) instead of two (2).

On Finnish Game-Turn #8 there should be included a 2-2-3

regiment.

COUNTER-MIX DISCREPANCIES

There is one extra Finnish 1-1-3 infantry Battalion that

is not to be used in the game.

There is one extra Russian 20-12-2 infantry Corps that is

not to be used in the game.

World War I S&T 51

1. The starting boxes for Resource Points were left off the

map. The following list are the starting boxes for the listed

countries; all others start at zero. Note that Italian and Turkish

levels are for their first turn of entry. After that, follow the Turn

Record Track.

Germany: 40             Russia: 30              Turkey: (10)

Austro-Hungary: 20       United States: 20

France: 15              Italy: (15)             Belgium: (1)

(I don't know why DG put the Belgian value in parenthesis.)

2. Result 5 under column 0 should read, "2/1".
The Franco-Italian Transit Area access hexes are 0108 and 0111,

not 0106 and 0109 as in the rules (5.52).

ZAMA S&T 153

Battle Rules-2.0 Deployment: "Carthaginian Levy" = 12 x 5-3, plus the 8-3 Sacred Band and 8-3 Greek Phalanx. All other Carthaginian units with a red stripe belong to "Mago's Troops."

ZEPPELIN S&T 159

*Counters*

The 5 "E" and 5 "G" markers to be printed in S&T 162 replace

those misprinted in the original counter sheet. The "Cloud

Ceiling" and "England Cloud Ceiling" markers should be used on

the Cloud Ceiling track on the map. The British Short-184 (#15)

counter should read 0-8-3, like all the others.

*Charts*

1. Combat Results Table (p.37): under the "6+" column, a die roll

of 2 should be an "X" result.

2. Sighting Table (p.38): Delete the portion of the "***" note

about Germans sighting British submarines only in the Bight zone.

(The Germans use the Offensive Patrol Table rather than the

Sighting Table when attempting to spot enemy subs, and no such

limitation applies.)

3. North Sea Weather Table (p.40): add the following die roll

modifiers--

     Cloud 

     Ceiling 

     N         -2

     6-7       -1

     2-3       +1

     1         +2

4. Zeppelin Maneuver Table (p.43): "Radio Bearings" section--    

The "5-6" die roll result should read "Failure; roll on Zeppelin

Mission Abort Table"

5. Unit Summary (p.44)

The counter mix contains a few "W" Scout Zone chits. If you run

out, use upside-down "M" chits, as shown in the unit summary. 

6. Zeppelin Malfunction Table (on map)

- Footnote "*" should read: Immediately roll on Mission Abort

Table if Zeppelin now has TWO or more E hits, or any G hits.

- Footnote "**" #2 should read: 2) Immediately abort the mission;

no Abort Table die roll needed.

7. Zeppelin Mission Abort Table (on map): 

- Add to the list under the "1" die roll result--

     ¥ Radio Bearing Failure

- Change "Radio Distress" to read "Malfunction"

8. Solitaire Setup Table (p.44):

- "Squadron Placement" section--A pure Seaplane squadron rolls on

the first row marked "Seaplane." A pure landplane squadron rolls

on the second row marked "Landplane." A mixed squadron rolls on

the "Mixed sea/land" row. A Flying Boat squadron rolls on the

"Flying Boat" row. 

- "Reserve Missions" section--The shaded section under "Squadron

Type" should read "Any Other Type." Flying Boat Location should

read "Any Base." Each of the two die rolls is cross-indexed with

the name of a non-Flying Boat squadron's assigned base.

- Example--A Landplane squadron rolls on the "Landplane" line of

the Squadron Placement section and receives a "5," which means it

is placed at Felixstowe. When the time comes for the squadron to

use the "Reserve Missions" section, it uses the last row marked

"Felixstowe" across from "Any Other Type." The first die roll is

"3," which means the squadron receives a CS (Convoy South) Zone

Chit. The second die roll is "4," so it is "grounded": the

squadron loses its CS chit and acts solely on Home Defense. If

the result had been "3," the squadron would have received an ASP

(Anti-Sub Patrol) chit and retained the CS zone chit.

*Rules Changes*

1.3 Ignore the counter errata statement; the problem was

corrected prior to publication. 

1.4  The number in the lower right corner of the sample aeroplane

and airship counters should be labeled "Maximum Altitude," not

"Max. Strength." Aeroplanes with pontoons protruding from under

the wings are Seaplanes; those lacking pontoons are land planes.

When in doubt, check the Aeroplane Characteristics chart.

2.10 (addition) Make the Cloud Ceiling die roll AFTER making the

2nd die roll for North Sea weather on Turn 1 (3.1). Cloud Ceiling

over England is always the same as the North Sea, unless it

changes when Weather over England (3.2) is calculated. Once set,

Cloud Ceilings for the North Sea and England remain the same for

the rest of the game, regardless of weather changes. Use the

"Cloud Ceiling" and "England Cloud Ceiling" markers to record the

levels. 

3.2  The last sentence should read: "Thereafter, weather over

England remains the same for the rest of the game."

4.3 All airships still in flight at the end of the game perform

Malfunction Checks and Landing exactly like a Scout (6.2).

5.6 ***Offensive Patrol*** (3): Each aeroplane in the OP Squadron

rolls once on the Offensive Patrol Table.

6.1 (bullet #4) Delete the second sentence. Radio Bearings can be

attempted during FOG, with the +3 die roll modifier listed on the

"Ground Bearings" section of the Zeppelin Maneuver Table.

6.2 (add to bullet #6) A Scout that voluntarily returns to base

on a turn other then 3 or 12 does NOT earn victory points for

survival. A Scout returning to base makes one Malfunction check

for each Zone boundary lying between its scouting station and the

base at which it will land. Scouts roll on the Zeppelin Landing

Table normally.

7.1 (add to bullet #5) An airship may move in any direction the

owner desires. It may move back toward a friendly base and even

attempt to land, using normal landing procedures (7.5).

9.1 (rewritten) A Zeppelin must check to see if it abandons its

mission the instant it--

¥ climbs to altitude level 5 or higher, AND Wind Force its hex is

2.

¥ receives a Zeppelin Malfunction Table result that requires an

Abort check

¥ receives a "failure" result on the "Radio Bearings" section of

the Zeppelin Maneuver Table 

¥ escapes from combat; roll once for each E or G hit the airship

currently possesses

¥ is 2 or fewer hexes from a Zeppelin that becomes a Fireball

Abort is AUTOMATIC when an airship receives a RADIO marker

indicating Radio Distress. 

10.0 Combat also occurs when a squadron performs Base Defense

against a Base Attack (ABA or SBA); see (5.5) and (5.6). No

sighting is needed prior to this combat.

10.3 Rounds do not occur when one side has only Anti-Aircraft

(AA).

12.1 Solitaire Squadron Assignment

- Add to bullet #2--Place the Seagoing Squadron in a port hex, if

it is available. Place the London Squadrons as in (2.7).

- Bullet #6 should read-- British Squadrons never fly Active

Missions not listed on the Solitaire Setup Table. London

Squadrons and "grounded" squadrons can only perform Home Defence.

- Bullet #7 (new)--All "grounded" Squadrons consult the Solitaire

Setup Table during each Day turn's Mission Assignment segment.

13.3 (1st bullet) The section ends with the word "destruction."

Delete the remainder.

14.0 The mini-game simulates the last Zeppelin raid on 5 August

1918.

*Rules Questions*

Q: Where exactly should airships "on the ground" at airbases be

placed? (2.3)

A: Always keep them in the corresponding Airbase Box on the

Airbase display sheet. Transfer them to the Airbase hex on the

map the instant they "take off" and begin to move across the map.

Airships are placed back in the Airbase Box if they survive the

landing.

Q: North Sea Weather changes can produce some strange results. If

the weather is Dark and Cloud Ceiling 1, but later becomes Fair

the Cloud Ceiling still remains at 1! Is there a way to fix this?

(3.1)

A: Yes. The new die roll modifiers for the North Sea Weather

Table insure that the cloud ceiling will have a major impact on

weather changes. The chances of the weather becoming much better

or much worse are greatly reduced. This is realistic within the

one-day period covered by each game, particularly the key 7-hour

period at night. In a situation so heavily based on chance, the

developer wanted to avoid the risk of the game becoming too

erratic. The Germans worked very hard on weather prediction to

spot "windows of opportunity" for raids, and they were generally

successful. There are still no firm guarantees: a bad die roll

will land the Zeps "in the soup," literally!

Q: When an airship performs an Abort, it often ends up moving up

to twice its normal movement allowance. Is this correct? (9.2)

A: Yes. This generally reflects a Zeppelin's ability to move

quickly, particularly after dropping its bomb load and ballast.

Zeppelin (S&T#159) Errata published in S&T#166

Zeppelin Maneuver Table (p.43):

Under the "Target Change" section, change the 'N-NW' column to read 'N-NE'

7.3 (third bullet): Ignore the reference to landed airships.  Landed

    airships cannot fly again for the rest of the game, as stated in

    bullet #1.

9.1 (add) A Zeppelin also makes an Abort Check if it is currently at

    altitude level 5 or higher, AND Wind Force in its hex is 2.

Q: The accompany article shows several airship bases in Belgium, but

none appear on the map.  Is this an oversight?

A: No.  The Belgian bases were used in 1914-1915 before the Entente

possessed aeroplanes that could reach the bases and do much damage.  By

the time the game begins in 1916, this was no longer the case and the

airships were withdrawn to safer bases further east

Q: Should a Zeppelin check for Mission Abort if wind changes direction

suddenly, especially if wind force is already at level 2? (9.1)

A: Wind sheer actually affected aeroplanes far more than the floating

gas bags, but you could make a case for this.  Do it if it feels

right!

Q: In the Early 1916 scenario, no aeroplane can hit a Zeppelin at night?

Is this correct? (15.1)

A: Yes.  New aircraft coming into service later in the year radically

changed the situation.

End of File

