Errata and corrections:

-Case 2.4 is changed to the following:

“2.4 Fractions:

All fractions are rounded up, except for paragraph e) of case 8.1, which remains in effect.”
Add(to 9.3)
T-26, BT-5:  8-6-4 column 
BA-6,Chevrolet 37:  6-5-3 column
Panzer 1 CV3/35, Trubia 36 and Generic Armored(Blindado Genérico) unit:  5-4-3 column 
FA-1, Bilbao 32, FT-17 MG:  4-3-2 column 
FT-17(cañon/gun):  3-2-2 column
The second number is used if the unit has one hit, and the third number is used if the unit has two hits.

– Case 9.3, “Armored Assault” is changed as follows:

Add:  Infantry units which are marked with a reaction marker when a vehicle enters their hex in order to conduct an armored assault may, before the die roll on the combat table, conduct an antitank assault in their hex according to 9.4, and must be marked as finished afterwards.

If the unit(s) are marked as “finished”, only one unit may conduct an anti-tank assault, regardless of the number of units in that hex. 

9.4 “Armored Assault” is changed is changed as follows:

“If this is passed, execute the attack on the 4 column of the CRT if attacking armored units, and on the 6 column if attacking transport units.”
Change to:

“…on the 10 column if attacking transport units”.

The columns for attacks against vehicles and transport units remain the same, even if the attacking unit(s) have suffered hits. 

-Rule 10.2, “Retreat”:
Change: “All units belonging to a demoralized formation must retreat towards their own side of the map using 1.5 times their movement factor” 
To:  “All units belonging to a demoralized formation must retreat their full movement allowance towards their own side of the map”. 

-Add the following to case 10.2, “Retreat”:

“If demoralized units are assaulted, they surrender immediately and are removed from the map, including the formation leader if he is stacked with them, even if he is not demoralized”.

Change:

“A unit which cannot retreat because it would have to move adjacent to enemy units surrenders.”
To:

“A unit which cannot retreat because it would have to move adjacent to enemy units surrenders, unless there are friendly units in the hex or hexes adjacent to enemy units.  In that case, the unit may retreat”.

-Rule 10.3, “Rallying formations and units”: 

      Change the paragraf in the rules for this one:

"Example: a formation must pass a morale check. The morale of the
formation is 8(the formation's morale is printed on the leader counter
and is applied even if the leader is out of command), and the leader's
leadership value is 1. On a roll of 2D6, if the result is 9 or less,
nothing happens; if it is greater than 9, the unit becomes
demoralized. If the morale check is due to a leader loss, that
leader's leadership modifier does not apply."

· Change the following anti-tank fire modifier:


Change “moving target -1” to “moving target +1”

And add the following:

“If more than 6 vehicle steps are present(in other words, more than 2 full strength units or equivalent combination), -1 to the die roll”

-In Scenario #1:

The rule which states that militia units cannot be activated by themselves(without a leader) is optional and may be ignored if the players wish to make the scenario easier for the attacker.

-In Scenario #3, “Ay Carmela”:

· Rotate Map D 180 degrees
· Make the following change to the Victory Conditions:

Change “exit at least 6 steps worth of units off the southern map edge” to:

“exit at least 6 steps worth of units off the eastern map edge”
