Alesia

1) In the The Final Assault scenario, 12.1, the standard rule for placing Tribal Leaders applies as per 5.42, second paragraph.

2) The exception as mentioned in scenario 12.1, fourth bullet, is replaced by the exception as mentioned in scenario 12.2, second bullet. (Right ?) AJR: No. Cavalry is restricted to the Camps in the Final Assault scenario.
3) The Roman player can not deploy infantry units adjacent on the Rampart as this violates rule 6.68. If they move adjacent, which can’t be done voluntarily, during game play the Cohort become Disordered immediately.

4) A unit which moves from a non-Rampart onto a Rampart hex, and becomes adjacent to another unit on the Rampart, doesn’t violate the ‘Rampart adjacent restriction’ as per rule 6.68. this is/was still open to discussion) AJR: Moving onto a Rampart from a hex inside the vallation violates 6.68.
5) If a hex is attacked from two hexes only the highest DRM is applied, if a hex is attacked through several types of terrain the DRM’s are cumulative.

6) The Ambrvci BI #1 and #2 counters miss their Client name. (this was solved by the replacement counters that came with C3i#18)

7) The Segsuani BI #1 counter has a MA of 6 instead of 5. (this was solved by the replacement counter that came with C3I#18)

8) In the example on page 8, rule 5.23, Commius has an Initiative rating of “2”, this should read “3”.

9) Rule 4.22 speaks about ‘the top numbers’. This can be ignored because the Initiative and Seizure numbers were depicted differently on the test counters.

10) Vercingetorix activates the entire Alesia Force, no Tribal counter is used, despite his 8MP range.

11) The penalties for interior GoD and Water-filled Ditches is cumulative.

12) Ditches, Dry or Water-filled, adjacent to a GoD hexside are part of that GoD. Interior GoD’s require 3 Fills while exterior GoD need 2 Fills.

13) On page 28, second column, second paragraph the number of Gauls should read 60.000 instead of 6000. (as far as I can see this was not answered) AJR: 6,000 is the number I have in my notes. 
14) For the The Final Assault scenario the Gaul player has to roll the die to bring on tribes.

15) In the The Final Assault scenario it is not allowed to pick, for example only four instead of ten, cavalry in order to reduce its Size.

16) In the Victory conditions, rule 11.0, it now reads that the Gauls win if the mentioned force is ‘outside the circumvallation’, this should read ‘contravallation’.

17) The mandatory Shock Combat requirement for units on the Rampart with enemy units in their ZOC, but not being on the Rampart, represents the fact that they take care of the enemy with scaling ladders.

18) On the TEC a Stream and a Minor River look the same, refer to the Map Key for better visuals.

19) Continued Shock can go on as long as 10+ is rolled.

20) To clarify: in the example on page 11 the MP’s used by unit E could read 3, 1 for entering the Clear hex and 2 for stacking. Roman unit A wouldn’t have to pay the 1 MP for changing its facing according to rule 7.12.

21) Only when Vercingetorix is killed Critognates comes into play.

22) The ‘stack’ reference in the left hand combat example on page 19 only refers to the Missile Fire. Each unit moves separately as in 6.31.

23) Delete the last sentence of Moving with Fill (6.47)

24) Add “A Fill counter is automatically placed in a GoD hex if the unit is involved in Shock or if the unit is eliminated” to Using Fill (6.47).

25) No more than one unit must advance after combat as per 9.31 and 9.33, but another attacking unit may advance provided that the stacking limits and facing allow this.

26) Caesar can activate a cavalry Prefect and the units in the Prefects range when he seizes the turn (5.21).

27) To clarify: if a player has seized the turn, the other player can not try to re-seize it.

28) To clarify: if an attacker is routed by a Shock result, the defender still has to retreat.

29) To clarify: if archers try to set the Rampart on fire they are still subject to the +1 modifier for firing on a target in a Rampart hex.

30) To clarify: the Gaul player must announce for which entry area he makes the roll before rolling the die.

31) Add “A unit can only conduct Shock Attacks into its Frontal hexes.” at the end of rule 7.11.

32) Add “If a unit can not face in the same direction as the unit already in the hex, it can not enter the hex. If a unit can not retreat per rule 10.2 it stays in place and takes two additional hits.” to Retreat in rule 9.25 and on the Shock Chart.

33) To clarify: units can retreat backwards over Camp Walls, except cavalry.

34) A leader, alone in a hex, may retreat when an enemy unit enters a hex adjacent to him and/or when activated and allowed to move away.

35) If a defending unit retreats after failing a Pre-Shock Check, neither side ahs to roll for Leader Casualties (9.24).

36) Add “The unit maintains it current facing.” at the end of rule 10.21.

37) To clarify: friendly units do not negate enemy ZOCs.

38) Remove Note h from the ‘Up 1 Level’ row, since the effect is included in the Rampart hex cost.

39) 5.3 and 5.4 apply to The Final  Assault scenario, except where overruled by the scenario specific rules.

40) The NE in the Shock DR column on the TEC for Rampart applies to attacks from connected Rampart hexes.

41) To clarify: the Alesia Force consists of all the 43 blue Gaul counters under Vercingetorix.

42) To clarify: under 5.48 the number of units that can be brought into play atop the Tribal Counter is at least 6. If the Tribe consists of 24 counters, they can all be brought into play.

43) A unit crossing a Minor River at the point where it breaks the Rampart, W4814-W4914 and W4817-W4916 does not pay the Minor River cost if moving along the Rampart. The Rampart should cross the Minor River here.

44) Add to rule 6.42 at the end of ‘Important’, “Infantry that enters a Rampart hex crossed by a Gate from a non-Rampart hex suffers the same restriction. However, infantry can move from a Rampart hex to one with a Gate at the normal 1 MP cost.”.

45) To clarify: if a Roman Cohort on the Rampart attacks a Gaul unit in an inner GoD hex the terrain modifier would be, NE for the target in the GoD and +1 for the Cohort on higher terrain.

46) Replace the Retreat Procedure in 9.22 with: “The owning player retreats the eligible unit one-half its Movement allowance (rounded up) away from the attacking unit(s). ‘Away from’ means that each hex entered in the retreat must increase the distance (as measured in hexes) between the retreating unit and the attacking unit(s). The retreating unit pays all Movement Point costs and all movement restrictions (ZOC, stacking etc.) apply. The unit may not change facing.”.

47) There is no limit to the number of Continued Shock attacks in a row, except the one mentioned in the Rampart Exception #3 in rule 10.3.

48) A Gaul unit may throw away the Fill it carries for the cost of 1 MP.

49) Would the use of Gallic cavalry, in a kind of line formation to protect the flanks of the Tribal hordes, violate the Gallic Aggression rule ? (this has not been answered yet as far as I could see) AJR: Gallic Aggression applies only to BI. How the Gallic player makes use of his horse is up to him.
50) A LOS which passes along a hexside between two hexes, one blocked for example by a unit and the other unblocked, doesn’t block the LOS.

51) Add “A unit can not move from a hex in the ZOC of a unit to another hex in the ZOC of the same unit.” to 7.23.

52) Add “Units eliminated in a prior Assault Period do count against the Withdrawal level.” to 10.71.

53) Gaul units can enter play stacked from a Tribal Counter without the +2 MP penalty inflicted on them.

54) The Roman player has just activated 5 Cohorts of an off-map Legion, playing the Historical Scenario. The Gallic player then moves 3 units to block the entry hexes. Is this enough to block the Roman reinforcements ? (as far as I could see this has not been answered yet) AJR: There are 10 potential entry hexes … the Roman player can enter use any Entry hex not occupied by an enemy unit
55) The 6th CO of XIII Legion has a TQ rating of 6 on the back of the counter instead of 4. (this has not been replaced yet, nor confirmed) AJR: Should be a ‘4’ on the reverse side
56) Add “Cavalry may not stack with other units.” to 6.6.1.

57) The second sentence of 7.22 should read: “A ZOC does not extend upwards into a Rampart hex (it does extend down) or across a Camp Wall or Stone Wall hexside.”.

58) Add “Walls adjacent to a Rampart hex do not block LOS.” to the second bullet in 8.15.

59) Artillery units are not affected by Missile Fire and do not accumulate Hits in any way.

60) Hex W2927 is bordered on two sides by a Minor River and one side by a Stream. (I was unable to find the case mentioned in the rulebook, is it only map related ?) AJR: True statement. What’s the point?
61) The hexes inside Alesia, and W4130-W4131, should be treated as Clear hexes.

62) Add note m to the TEC for the Minor River and Stream entries: “m=Bridges negate the extra MP cost to cross a Minor River or Stream..

63) Ädd note n to the TEC for the Rampart entry: “n=The cost is 2 MP to enter and exit a Rampart hex with a Gate from/to non-Rampart hexes.”.

Hans Korting, July 1st 2007

