
The Aleutians Campaign – Errata and Clarifications, Rev. 11-11-07

 Rules Errata: 
1,  5.1.5– Replace ‘Landing’ with “Amphibious Operation”.
2.  5.1.9– Rules erroneously list ‘First Allied Player Phase as section 5.11.  It should be 5.1.9.

3.  5.2– add (See 13.0) at end of first sentence.
4.  5.3- Second Operational Phase, should be 5.4.  5.4, Strategy Determination Phase, should be 5.3.
5.  5.4– Add (See Initial U.S. setup, Task Force 4).  Also, the last sentence should say “Players repeat 5.1.0 / 5.19 as above, skipping 5.1.1 (neither player can receive new supply points this phase).”
6.  6.1.2– At the end of the sentence in the third paragraph which reads: “For each supply point, one transport ship must survive the passage.” Add “to a port, unless going to directly un-disrupt units or a base.”
7.  6.3.2– Change the sentence “If disrupted, place this marker on the facility.” To “Allied task forces supply points cannot be received via naval transport, may not use any port on the map to base in and the air transport unit cannot be used.  If disrupted, place the Valdez Oil Fire marker on the facility.  
8.  7.3– Add to third paragraph “Transported units are placed in port with one disruption.”

9.  8.0– At the end of the NOTE, add “Keep the Task Force Display hidden.”
10. 9.0– Add the following at the end of the second sentence: “until placed.”

11. 10.4.4- To the sentence in the third paragraph which reads “next, the attacker takes any assigned aircraft and adds their combat factors together.”  Add “counting fighters as full combat strength and bombers, TB and DB as one factor each.”

12. 10.5.1-At the end of the paragraph, add “Ships damaged a second time are sunk.”

13. 10.6.1- Add to the end of the third paragraph: “Land units cannot be eliminated by bombardment; ignore second disruptions in this instance.”

14. 11.1.4- Change the sentence reading “To do so they must start in the same port as the unit to be transported.” to “To do so they must start in the same port, island, or land area as the unit to be transported.”
15. 11.3- At the end of the third paragraph, add “Subs may attack any ship in the Task Force.”  Add at the end of the fourth paragraph:  “(See 9.1).  
16. 11.4.2- Delete the second paragraph.

17. 11.4.3- Add this section as “Naval Shore Bombardment” and use the paragraph deleted in (15) above.

18. 16.5- In the second paragraph, add the word “chosen” between ‘any’ and ‘battle’.

19. 17.1- Under “U.S. Initial Setup” and “Task Force 4”, first sentence, change ‘phase 2’ to “Strategy Determination Phase”.  On Annette Island, the ‘Boll(inger) should simply say ‘Boll’ (short for ‘Bollingbrook’).  Santa Fe arrives with the special Turn 9 reinforcements.
20. 17.1- Japanese Setup; the 302nd Infantry Battalion is on Paramushiro, not the 502nd.  Also, change the sentence at the end of ‘SPECIAL’ which reads “There is an additional -1DRM if using optional rule 16.7” to (See 16.7).
21. 17.3- Add the following to the end of the sentence reading “Points are awarded or subtracted on the turn the event occurs.” the following: (See 14.4).

22. 17.3.1- After ‘Automatic Victory, add (Optional Rule).
Table Errata:
1. To the Air and Naval Combat Table add “Ships damaged a second time are sunk.
2. The ‘10’ column on the Land Combat Table should read “10,11”.

Counter Errata:
1. There are two counters for light cruiser Santa Fe.  The one without the enhanced anti-aircraft symbol is the correct one.
2.  Light cruiser St. Louis should have the enhanced anti-aircraft symbol.
Clarifications:
1. 8.2- Air units or submarines attack moving detected task forces immediately.
2. 10.2.1- Air units only fly once per player phase.  Thus, if both players took all possible phases, it is possible for an air unit to fly four times in a game turn.

3. 10.5.1- Port status of target ships has no effect on air bombardment.

4. 11.2- Task Forces in port are considered ‘at sea’ if an enemy Task Force enters the same sea area.

5. 11.3- Undetected Task Forces do not have to engage in naval combat.  Detected Task Forces only fight one naval combat.  If one side has more detected Task forces than the other, that side does not commit the excess Task Forces to fight.  Each side may choose which Task Force to fight each combat (remember, task force composition should be kept secret by covering up the TF Displays).  

6. 17.3- Victory Conditions; The Japanese player must occupy an objective with a land unit to get the VP.  Additional VP may be assessed as per 14.4

NOTE: Comprehensive replay has been uploaded to www.consimworld.com 
