Royal Tank Corps Errata/Clarifications		5-14-00





Map


There are two Area 69s. The one on the map edge is actually Area 67.


As noted in the Game Play section, Area 51 is an objective area and should have Red Triangle.


Cambrai (Area 56) does not contain an LOS blocking symbol.


Turn Record Track: As indicated in rule in 5.1 the British automatically have the initiative on turns 1-3, not 1-4.


The Ammo resupply numbers on Turn 2 are reversed. They should read: British 4-6 and German 6.


Areas 32 and 18 are not considered adjacent for movement or artillery range purposes. Movement and range for artillery would have to be traced from 32 - 20 - 18 or 32 - 31 - 18.


Victory Areas marked in red or black are meaningless for end of game victory.  There are 13 of them -- the winner controls 7 or more at game end.





Counters


Overrun counters are used to mark any Tank or Stosstruppen-led stacks that are eligible for overruns as a reminder such stacks may move/assault again if all enemy units are eliminated in the Area they conducted a move/assault into.


The Game Turn marker goes in the game turn box on the Game Turn Track. Place the initiative marker in the box to the left of the game turn box on the Game Turn Track with the side getting the initiative on top of the other (stacked). This may be overkill marker-wise and players may simply choose to remember which side has initiative. The Initiative markers may serve as a reminder of which side has initiative if you leave the game set up between sessions.


German 4R Artillery should be designated 9R


The second number on the bottom of artillery counters is their range.


Colored boxes behind movement rates are meaningless except the red box (on Tanks and Stosstruppen) shows overrun capability.


Rules


DR = Roll 2d6


3.21 Important Clarification: A player controls all areas on his side of the start line on turn 1. Control changes hands when the the opposing player only has units present. Otherwise an area is considered to belong to its original owner. Use control markers to indicate a change in status.


3.21  If you gain control of an enemy Area, the only way he can regain control is to clear the Area of all your units.  Thus, each Area is always controlled by one side or the other.


6.1 Clarification: Reinforcements are simply placed in the area the player chooses to enter them in and are then free to move, assault, or move/assault freely like other units on the map, provided no enemy units are present in the placement area.  If enemy units are present, reinforcements enter spent side up.


7.3 Clarification: The reference to a "Bombarded" marker should read "Previously Bombarded" marker.


7.5 a) Add The doubled TEM number is lowered by one for each such infantry, tank, OR CAVALRY unit in the target Area over 4...


8.1 Clarification: Rolling Barrage and/or Interdiction Barrage may be fired into an Area containing no units. Rolling Barrage and Interdiction Barrages may not both be fired into the same area during the same turn.


9.21 All units that move, assault and move/assault are flipped to their spent side.


9.4 and 10.4:  If unit(s) assault an area they begin the Action Phase in, and lose, do they have to retreat?  <<NO>>


9.6.1 and 10.1.c)  Artillery units cannot be used for Divisional Integrity (must be 3 Infantry units) 


10.1 c)  The maximum modifier for Divisional Integrity is +1


10.41(Add) Defending units may not retreat into the area from which moving and assaulting units entered the combat. 


10.5  Do overrunning units need to stay together, or may they move off/assault different spaces?  <<THEY MAY SPLIT UP>>


10.5 If overrunning units split up, what happens to overrunning units that still have movement points left, but some of their compatriots lose a new assault -- may they continue with their overrun, or are they done?  <<THEY MAY CONTINUE, BUT AFTER ALL OVERRUNNING UNITS ARE DONE, THE ACTION PHASE PASSES TO THE OPPONENT>>


