Errata:

1) In the Playbook, Scenario #1 3.2 says the weather is automatically clear for 14AM, but on the turn track its the 13AM turn that is automatically clear. The Turn Record Track is correct.

 2) Counter - the Soviet 3/5(-) 3T is marked as a battalion on the counter, and on the Scenario 1 setup card its marked as a company. 
The counter really is a battalion - a very badly shot-up one to be sure - the counter is correct.

3) The Staraya Russa map has no 'Activation Pool' boxes. Feel free to specify areas on your map for the Soviet and German Activation Pool boxes.

4) The scenario #1 card shows 2/3 motorized battalion of Soviet 3rd Tank Division as immobile on turn 1. The playbook say 1/3 battalion is immobile. The scenario card is correct.

5) Playbook, para 9.4 Air readiness phase, line four, change eight to nine. There are nine German air units in the scenario.

6) German Set-Up Card Scenario #4, Aircraft ready Box. The numbers of air units were omitted. Add the following:

Ju88 1  5, 2 units

Ju88 1  4, 1 unit

Bf110 1  8, 1 unit

Bf110 1  7, 3 units

Ju87, 2 units

7) Assault and Mobile Combat Results Tables – Declared Attack Combat Resolution Sequence, DRMs: 

· add stream hexsides to the –1 DRM for engineers

· Defender CAS – change DRM range to +1 to +4

· Attacker CAS – change DRM range to -1 to -4

 

Clarifications:

1) Army Unit Activations

All Army units (both the Red Box MA and others) get two shots at activation. 


Activation is more often than not automatic since most Army units are within the command range of the activated HQ. There is no need to roll for activation, and the Army unit gains either the first or final activation marker. 

When the Army unit is outside the command range of the activated HQ, it rolls for activation, and regardless of the result - success or failure - the Army unit gains either the first or final activation marker. The Activated HQ does not contribute any CPs toward the activation attempt since the activation is outside of its command range (and it cannot contribute CPs for any other function outside of its command range).

2) Para 4.38. When all units of a formation are eliminated, when is its AM removed from play, immediately or in the following Reorganization Phase?   Remove immediately.

3) Para 8.36c.  It might be good to clarify here the "entire MA" means that the unit must begin its movement in the hex from which it is going to make the river crossing (i.e. "entire MA" does not mean "entire remaining MA", which would allow the unit to move adjacent to the river and then cross it with its remaining MA).  Replace the word "spend" with "require”.

4) Para 10.61c. Must the attacker use the same Lead Unit for the purpose of computing the ER differential as he does for combat unit coordination (in 10.44b)?      Yes.

5) Para 8.67g. Retreats after overruns: The attacker is free to choose any legal retreat path available, and may indeed choose the least favorable legal route of retreat (exception to 11.51).

Additions:

The reserve Rule is restored for Scenarios 1 and 2 (it proved to unbalance scenarios 3 and 4 and was removed from the final rules)

5.29 In Reserve. During the reinforcement phase each player has the option to place any number of his Formations “in reserve.” Remove the AMs for each such Formation from those “available” [7.15], and place them two turns ahead on the Turn Record Track. A Formation in reserve cannot be activated (no longer possible to draw AMs for it), but any of its units in play still require supply, defend normally, provide Fire Support and command points to units of its own Formation, receive CAS, and suffer all effects of combat. They can perform no other functions. When the turn is reached on the Turn Record Track that contains the AMs of the Formations in reserve, the AMs are returned to those available for the opaque cup, or, if the owning player desires, they can be immediately placed back into reserve.

Note: Putting a Formation in reserve is useful for increasing the chance that another Formation will be activated earlier. However, units placed in reserve will be essentially out of play for two turns.
