Race to Tunis - Wargamer 57
OoB corrections


For the Allies

HQ's - 11 Bde and 36 Bde counters are Green, they should be red, they are red on the set up table

A/P, B/P and C/P - on the set up table they are shown as being green counters, they are in fact red and this is probably correct.

For the Axis

On the OoB chart

1CM (0-1-5) should be yellow

1CA (0-1-8) should be yellow

11/2a (0-1-5) should be grey

2/136 (1-1-7) should be yellow

2CM (0-1-5) should be yellow

There are two 7/7 (3-3-10) armour Coy's listed, one at Tunis at start and one is listed on the Convoy row. There is a 7/8 (5-4-10) armour coy not listed anywhere, I suggest having 7/7 start on board and have 7/8 instead of 7/7 in the convoy row.

The German 5-6-11 motorised Inf Bn’s have no stacking value on them, they should be stacking value 3 even when reduced. 

There are some motorised units without the wheels under their symbol.

In the airlift row there is a 2-2-12 Motorcycle detachment listed, the 5-5-12 Motorcycle Bn is not listed anywhere, I believe that the 5-5-12 is in the airlift row, (a 2-1-12 Det on the map and I believe it is this unit that is built up to the 5-5-12).
In the units that set up in hex 1210 they show the support marker for an Italian artillery unit, not the unit itself, also in this group is listed the 3/136 91-1-7) SPAT coy, it is also listed as a convoy unit. So you can either have it start in 1210 or come over as part of the convoy. (me, I start it in the convoy row)

Also there is no mention of where a 3/91 (1-1-4) inf coy starts, its part of the Superga Division so I start it with the Div HQ unit and the group it sets up in.

Remember you can make as many detachment or remnant counters as you like, as per the rulebook.

On the map the only thing I could see was that the symbol for sand in the TEC is not exactly the same shade as the sand on the map, but you can work out the sand hexes.
On the Movement Chart delete the (+) sign for Secondary roads and Single RR.

There is no Air Interdiction Box on the map.

In Rule 13.71 the reference to Commando Supremo should be 15.3

In Rule 15.5 change Tunis Airfield to 5 Levels (this is then in line with the OB)

I play it that Axis artillery units can start the first scenario set up 'in-battery' and can place FPF markers on suitable units at no cost to the initial Axis supply state.

Finally there is the issue of the rules and the main one I think is not clear is in regard to placing units in Reserve status and the need to spend supply when you use motorised movement, but I made a house rule that has it that for a unit to be placed in reserve then its formation needed to be given a supply point during the movement phase. I play it that the Axis can't set units up in Reserve at the start of the first scenario. I also play it that to keep a unit in reserve you must spend a supply point for that unit's formation during the movement phase.

In the first scenario I interpret that Group Koch are the units that are based around Massicauilt and Medjez el Bab (two groups) and that as per rule 13.71 only units from Group Koch can move on the first turn unless the Allies attack units from any other Formation. Group Kock units that move on turn one can only move into a hex that is adjacent to the Medjerdu River or any hex south of the Medjerdu River. To move all the Mech units of Group Koch on Turn 1 requires the expenditure of 1 Supply Point, (this is for the Mechanised units). To attack would cost one more Supply Point on Turn 1. Group Koch ceases to exist as a formation after turn 1.

Formations after Turn 1 are

XC Corps
10 Panzer
1st Superga
Von Broich
 

XC units
10 Pz units
S units
10B units






SM units

Det's A & B
Det’s C & D

Prov

Det's A & B are part of SM for activation

Det's C & D are part of 10B for activation

Units arriving as Convoy reinforcements spend half their Movement Allowance  (retain fractions) to ‘land’ and are in supply without a supply point for the turn they arrive.

Units occupying Jewish fortifications don’t have to attack adjacent enemy units. No Jewish labour can be used on turn 1 of  Scenario 1.

