
Errata from Journal #1 (updated Aug. 4, 2014)

leave one line of space at bottom

O.3 GULLIES & RUBBLE (B19. & B24.2); A combination gully-rubble hex is a LOS obstacle at both its Crest and Depression levels [EXC: rubbled bridge: B6.331], A unit IN such a hex must expend four MF to enter Crest status in that hex (B20.91). A Crest unit in such a hex always receives rubble TEM-not entrenchment benefits. All other Crest rules apply unchanged.

5.41 FACTORY DEBRIS: All non-rubbled Roofless Factory Hexes contain debris (1.) Factory debris is not Inherent Terrain (i.e. it exists only within the building depiction), and may not be Cleared. Only building (not Factory debris) TEM applies to a Direct Fire attack whose LOS in not traced entirely within the Factory  (see the entry for ‘Squad J’ in the EX at the top of page O4) [EXC: if the firer’s LOS enters the target’s Roofless Factory Hex within the building depiction (see the EX at the bottom of this page)]. Indirect Fire whose LOS is traced entirely within the Factory to a Roofless Factory Hex is subject to both Factory TEM (+1) and Factory debris TEM (+1). Moreover, LOS (and Indirect Fire) that incurs the +1 Factory Hindrance of a Roofless Factory Hex also incurs that hex’s +1 debris Hindrance, for a total of +2 per-hex LOS Hindrance (an EXC to the last sentence of A6.7). see the entry for ‘Squad E’ in the EX at the top of page O4.

O11.1 in 9 point
GERMAN INFANTRY/AFV RG: enter on north/ west-edge land hex(es) depending on the current CG Day [EXC: entry is always allowed on/between A9 and N0, as well as via nay non-east edge that is currently friendly-Controlled and was friendly-Controlled at scenario start]:
O 11.6112 in 8 point
 that side to Battle Harden one non-crew MMC of the owner’s choice (in the same Isolated Area as that Hero, if applicable). Each side also makes one Secret DR to determine the number of Retained Infantry MMC eligible for Battle Hardening. In all cases, an elite MMC that Battle Hardens becomes Fanatic (but only for the duration the next scenario; 11.602e). No MMC may Battle Harden more than once per RePh.
O11.6194 The last sentence of the rule should read: 
on the Chapter O divider until the units are set up to enter. The listed cost of Infantry/AFV RG can be altered in up to three ways:
Q9.6061 EXAMPLE 

the single line is the last line on the left hand side 
DR of 7 and is Retained into German setup area A. The squad rolls an Original 10 for its Escape DR; 
since it has a +1 Escape DRM (+1 per HS equivalent > one HS using the same Escape DR, +2 for being Isolated, and -2 for being adjacent to a Friendly Setup Area), the Final DR of 11 results in it being Replaced and then Casualty Reduced (one 2-3-7). The Isolated British squad in the Z15 First-Level Location may attempt to escape and would have a +5 Escape DRM (+1 per HS equivalent > one HS using the same Escape DR, +2 for being Encircled, +1 for moving through an Enemy Setup Area, -1 for being two hexes away from a Friendly Setup Area, and +2 for being Isolated).
Q9.6152 day II British reinforcements

Take note you should first print on normal paper to determine if the font size is correct, on some printers the font size may become smaller. Color may not match exactly.
Q9.61741 CPP ENTRY COST TABLE Delete the entry for hex A15 and change hex A8 to A7.
Cut inside the box to cover only the A8 line use a clean strip to cover the A15 line 
6-4-8(x15),10-3, 9-1, 8-1, 8-0(x2), LMG(x4), PIAT(x2), FT, Sherman III(DD), 15FPP
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