Ulus-Kert & LS Correction\Clarification as of Dec. 18, 2001
Direct fire may occur between adjacent opposing units, or against in-range enemy units that moved in the current phase. 
Stationary, non-adjacent units cannot be fired upon unless they fired earlier in the same phase.  When a unit fires, place a Fired marker on the unit. If an action other than Firing occurs, place an Action Completed marker.

UK/LS  The same unit cannot move and fire in the same impulse.

1.13 Flares have a 6 hex range.

1.16 Units pinned in a trench are +2, if not in a trench, +1.

1.22 The 7 Chechen units that set up do so using the hex set up table. Roll once for each unit until the seven are placed. 

UK/LS Rules 1.9.1 and 1.16 may seem to contradict, however, the modifiers in 1.16 are in addition to 1.9.1 and 1.9.3

Movement: If players feel the terrain costs are too costly for Russians, as an option, change the move rates to 1 mp when moving down or in the same terrain level.

UK/LS  Attacking:  Unless several units are stacked together and fire to together, units may never combine fire when firing from different hexes.

UK/LS   Sequence: Add to #4, at the end: Return the chit to the mug.  Add to #5: The Initiative player draws a chit.

UK/LS  changes pertain to bothUlus-Kert/Little Stalingrad
