· IRON TIDE errata 5/26/03 

· IT 1.001 ‹ German 2/2/II Panzer Battalion of the 2nd SS Panzer Division does not setup in 4050 as shown on the counter. It arrives at 19AM per the Turn Record and Set up Chart. 
· IT 1.002 ‹ German 276/988 Infantry Regiment sets up in Hex1047 as shown on the counter, not 1009 as shown on the Turn Record and Set Up Chart. 

· IT 1.003 ‹17AM German 653rd Panzer Bn should have a red diamond
· IT 1.004 <16AM German 2/2 AT should have a red diamond.

· IT 1.005 <16AM German 2/3 AT should have a red diamond.
· IT 1.006 <16AM German 2/4 AT should have a red diamond.
· IT 1.007 <16AM German 73 Eng should have a red diamond

· IT 1.008 <3349 set up hex 244 Panzer Bn should have a white diamond.

· IT 1.009 <21AM all units of the 79VG should have a green diamond.

· IT 1.010 <23AM German 741 Panzer Bn should have a red diamond

· IT 1.011 ‹ Bridge Blown Marker setup at the start of the game in 0751 should be in 0750. 

· IT 1.012 ‹ 18AM US 609th Tank Bn. should have a green diamond 

· IT 1.013 ‹ 19PM US 628th Tank Bn. should have a white diamond 

· IT 1.014 ‹ the US 1137th Engineer Battalion entering on 22 AM should arrive in entry area G, not C 

· IT 1.015 ‹ the US 35th Infantry Division entering on 26 AM should arrive in entry area G, not C 

· IT 1.016 ‹ the US 603rd Tank Destroyer Battalion entering on 26 PM should arrive in entry area H, not C 

· IT 1.017 ‹ the US 90th Infantry Division entering on 26 PM should arrive in entry areas G-H, not C 

· IT 1.018 ‹ the US 17th Airborne Division entering on 27 AM should arrive in entry area E, not C 

· IT 1.019 ‹ the US 401st Field Artillery Reg. entering on 28 AM should arrive in entry areas B-C, not G 

· IT 1.020 ‹ Rule 2.32. The Temporary ZOC graphic should indicate Rule 7.4, not Rule 7.3. 

· IT 1.021‹ Rule 13.1 Bridges. The second sentence of the second paragraph should end with the word “demolition”, not “disruption.” 
· IRON TIDE FAQ 5/16/03 
· FAQ IT.01 ‹ Your wording on the Allied initial set-up for units without hex numbers is a little confusing. Can you just clarify your intent? 

· Set up units marked 16AM East or West of the Westwall hexes, respectively according to sides, and do not place the units either adjacent to an enemy unit or in the case of the Allies, East of any units of the 4th Infantry division.  (Added per designer)
· The designer¹s intent was to place as few restrictions on the players as possible. 

· FAQ IT.02 ‹ A number of players seem to have interpreted 13.0 Engineers to read that if a certain construction takes a number of engineering phases, that both the friendly and enemy engineering phases count toward fulfillment. This is in error. Non-phasing engineer units do not conduct any effort during the opposing player¹s engineer phase, therefore, all statements about the number of engineering phases required to build a bridge or entrenchment should be read as Friendly engineering phases¹. 

· FAQ IT.03 ‹ Allied units that are scheduled to appear with Type 2 Restriction may not enter the game at all unless a German unit crosses the Meuse River. If no German unit has crossed the Meuse River by the time such a unit is scheduled to arrive, it does not enter play. If a German unit crosses the Meuse River after such a unit is scheduled to arrive, it is then eligible to enter play during the next friendly Movement Phase under the normal rules for Reinforcements. 

· FAQ IT.04 ‹ When calculating the supply line for a bridge demolition, count from the bridge to the friendly unit attempting the demolition. An enemy ZOC(s) will block such a supply line only if BOTH ends of the bridge are in uncontested enemy ZOC(s). If only one end of a bridge is in an enemy ZOC and a line of supply may be traced free of enemy units or their ZOCs from the other end of the bridge no more than 5 hexes to a friendly unit that is, itself, in supply, then the bridge demolition attempt may be made. 

· Q&A (added per designer)
· Q) Rules state demolition can be attempted if friendly unit and enemy unit are both within 5 hexes of bridge/dump. Table only goes to 4 hexes distant. Should rule for enemy units be changed to "within 4 hexes"? Should the friendly unit distance also be reduced from 5 to 4 hexes? 

· (A) 1-4 hexes is correct per the demolition table on the chart for bridges. The wording should be changed to: 5 hexes away for depots/ 4 hexes away for bridges. This is similar to the pictured example on the chart. Note the Maltese on the above right is the correct distance from both bridge and depot. All of the others are only in range of the depot. (Die roll for depots 3-5 hexes away-----1-4 on one die.)
· Q) Rules state "one die roll for demolition per friendly combat unit, per bridge may be made". I thought you had stated that only one attempt can be made per bridge, no matter how many friendly units are within demolition range. Is that correct? Or can I indeed make 1 roll per friendly combat unit per bridge? 

· (A) One friendly unit may make up to two die rolls in attempting demolitions but one die roll per bridge per friendly engineer phase is the limit. 

· Q) German commandos can attempt to disrupt bridge/dump demolition. I assume this is done to trump a successful demolition roll, but I could also see a case made for having the commando roll before the demolition roll. Which is the correct sequence? 

· (A) Roll the commando attempt first. 
· 6/2/03 addition
· Optional addition to 14.0: 

· Allied reinforcements may be held off map as reserves and if a delay of two game turns is served off map after the initial arrival time, they may be introduced to the map, on either the same or one entry road letter more to the west. Entry roads on the far west edge of the map may also be used if enough turns are spent off map, i.e. one turn for each additional entry road letter.

· Optional Command Control Restriction-addition

· Players wishing to adhere to this rule may switch divisions or formations on a regular basis if good records are kept. Allow divisions to switch affiliation of army once per game. Artillery and independent units may be switched in the same manner. Keeping notes would be necessary because of unit markings.

