


DROPSHOT END GAMES ERRATA (Rev July 25, 2006)
TABLES 

Several of the earliest copies of the game were shipped with erroneous sets of tables.  Corrections for these are available at http://www.grognard.com/.
RULEBOOK

5.1 Sequence of Play - Missile Attacks sub-phase:  Change the last part of the third sentence to read “but only on the first sub phase of the initial Strategic Phase (see 8.4, also optional rule 8.16).”
5.1 Sequence of Play: Due to a suspected computer glitch in software, letters designating sub-phases were left off.  For example, in the First Strategic Phase, the Unconventional Warfare sub-phase should show letter ‘a’, first Missile Attack sub-phase the letter ‘b’ and so on to the second Missile Attack sub-phase, which should be letter ‘e’.  Likewise, under the First Player Land Phase, the Reinforcements sub-phase should be ‘a’, and so on to Overstack correction (letter ‘g’).

7.2 Commandos – Clarification: Notwithstanding what it says on the Unconventional Warfare table, in DIII they can be used on any turn.  
* Also, after turn 1 rule 7.5.1 takes precedence and Commandos may no longer attempt Decapitation. 

7.2 Commandos – Correction: The reference in rule 7.2 to a -1 DRM after turn 1 , which would be an advantage, is really meant to be a +1 DRM penalty.  
8.4 Bombers, Naval, and Missile Scramble – Correction: change the middle of the last sentence to read “may move any submarines or Fleets to an adjacent sea or ice hex (etc etc).

8.4.3 Automatic Scramble: In the last sentence of the first paragraph, add the word bomber before the words “Scramble automatically happens for both sides.”
 
8.5 NCA – Clarification: The NCA can be destroyed either by a single strike causing NDM=2 or by an accumulation of such damage.
9.6 Fleet Ballistic Missile Submarines – Clarification:  Missile submarines are sometimes referred to as ‘SSBN’s.

17.2.2 Voluntary Surrender - addition: “A player may not surrender this turn, if his superpower nation currently has more than 11 NDM's (BioWar markers do not count). The player may surrender at the very start of the next turn, before rolling weather, regardless of number of NDM's."
SCENARIO BOOKLETS (BOTH ‘Turbulent 60’s’ and ‘End Games’)
Dropshot II - Turbulent 60’s

20.2 Negotiations and Game Termination – Addition: ‘See 17.2.2 for Surrender’
20.3 Surrender: Deleted
21.1.5 The Soviet Black Sea Fleet should set up in hex 1105
21.5.5 Delete the reference to a 6th American MM-2 missile (there are only 5).
All scenarios -  Clarification: ‘Nuclear Stockpile Limitations’ applies only to Bomber attacks after the first turn of strategic nuclear exchanges.

All scenarios – Victory Conditions: Amend any mention of number of countries on the European Map except number of countries required for the victory condition.  Delete any number – add (X number) “of any nations on the European Map except Switzerland, Soviet Union, Morocco, Algeria, or Portugal.”  (Note – see example in Dropshot III Scenario Book errata).
Dropshot III – 1970’s -90’s
20.2 Negotiations and Game Termination – Addition: ‘See 17.2.2 for Surrender’
20.3 Surrender: Deleted
21.3.2 Special Rules – Line 12: Delete the following – “unless he exercises the option to move units from Western USSR outlined in rule 1.”

21.7.2 Special Rules – Rule 1 Clarification: Regarding the sentence that reads “Treat all former East Bloc countries except Bulgaria and Hungary as armed neutrals.”, the Soviets  may still set up in East German cities, thus automatically negating their garrisons without a fight.  It is considered that the East German state completely collapsed prior to the crisis.
21.7.2. Special Rules – Delete Rule 15 (there are no tactical nuclear weapons in this scenario – they were eliminated by treaty in the late ‘80’s.).

21.7.5 Unit Setup - U.S. and Allied:

* The Airmobile unit set up in the U.S. is a 2-4.

* Delete the light infantry unit from the Rapid Deployment Force

* There is no Pershing rocket in this scenario.

* If using the Optional to add the two S-IBCM’s (small ICBM’s) to the U.S. arsenal, remove one 

   Minuteman III missile.

21.7.9 Victory Conditions – Allied Tactical: Change to read “the Allies have liberated or conquered all nations on the European map.”

All scenarios - Clarification: ‘Nuclear Stockpile Limitations’ applies only to Bomber attacks after the first turn of strategic nuclear exchanges.

All scenarios – Victory Conditions: Amend any mention of number of countries on the European Map except number of countries required for the victory condition.  Delete any number – add (X number) “of any nations on the European Map except Switzerland, Soviet Union, Morocco, Algeria, or Portugal.”  

Example: 21.3.9 Soviet Tactical Victory conditions require the Soviets to control 13 of the nations on the European map, except the ones previously mentioned.  This particular condition allows the Soviet player to count Japan as one for this total.  Also, the Soviet player must still control Vladivostok on the Strategic map.  So, say, if the Soviet player holds Ro, Hu, Po, Cz, Wg, Eg, Dk, Be, Ne, Fr, It, Gr, and Tu, and still holds Vladivostok at the end of turn 20 (and the Soviet Union has not collapsed), he wins!
COUNTERS
On the ‘End Games’ countersheet, the following Soviet missile counters lack the ‘H’ for ‘Hardened Target:  SS-18’s, SS-17’s, SS-19’s and the SS7/8.  The lone SS-7 is a soft target.
