Thunder in the East consolidated errata and ETO rules evolution retrofits
A game the size of Thunder in the East is going to have some errata. Longtime wargamers (“grognards”) know that some things inevitably slip through the cracks or that clarification here and there will help. 

TITE Errata: 22 September 2019
If you have questions or think something might be missing or requires adding, please contact us on the Forums at: https://www.watchword.biz/forum
Scenario Book

Operation Barbarossa

Page 5, [9.2] Scenario Soviet Morale: 

Extend to: Unless playing a Campaign Game, the Soviet player cannot spend USSR PPs to below 40 and EPs to below 20. 
When playing a Scenario (only!) , players can agree to use the Campaign Game Morale system (202.0); if they do, the Axis win an immediate automatic victory if Soviet Morale reaches 62 MPs or fewer before the end of September IV, 1941. When playing a Campaign Game, it is 0 Soviet Morale Points or the usual Objective hex count Decisive Victory only!
Page 6, Soviet Faction Display Mat (center section): 

Soviet Haircut Change: 121 PPs (not 127)
Page 8, Axis Deployment; Front Line Forces: 
Clarification: Only those forces listed as setting up in Hungary and Romania can and must set up there. Axis units entering these countries on the first game turn, like the units setting up there, cannot leave, attack, or project EZOCs or supply across their borders until the July I, ’41 turn.
Page 10, Campaign Game Economic Mat:

Add Axis Flak: The Axis should begin with 1 Flak point in the Campaign Game.
Soviet Haircut Change: 85 PPs (not 91) and 140 MPs (not 150)
Operation Typhoon
Page 11, [9.2] Scenario Soviet Morale: 

Extend to: Unless playing a Campaign Game, the Soviet player cannot spend USSR PPs to below 40 and EPs to below 20. 
When playing a Scenario (only!) , players can agree to use the Campaign Game Morale system (202.0); if they do, the Axis win an immediate automatic victory if Soviet Morale reaches 33 MPs or fewer before the end of January II, 1942. When playing a Campaign Game, it is 0 Soviet Morale Points or the usual Objective hex count Decisive Victory only!

Page 11, [7.3] Blocked Naval LOCs: Disregard when using the ETO Naval rules.
Page 12, Soviet Faction Display Mat (center section): 

Soviet Haircut Change: 74 PPs (not 76)
Page 12, Soviet Deployment; Force Pool: 
Remove from play: 1 x Su-2 Ground Attack Bomber from Force Pool
Page 12, Soviet Deployment; Air Display Mat: 
Move: 1 x Yak-1 Fighter from Flown (Ready) to Force Pool

Remove from play: 1 x I-153 Fighter from Flown (Ready)
Remove from play: 1 x SB-2 Night Bomber from Destroyed (Damaged)
Page 15, Axis Deployment; Force Pool:

Remove from play: 1 x Do-17 Night Bomber from Force Pool
Page 16, Campaign Game Economic Mat:

Add Axis Flak: The Axis should begin with 1 Flak point in the Campaign Game.
Soviet Haircut Change: 74 PPs (not 76) and 75 MPs (not 80)

Case Blue
Page 17, [7.3] Blocked Naval LOCs: Disregard when using the ETO Naval rules.
Page 18, Soviet Deployment; Force Pool: 
Remove from play: 3 x I-153 Fighters from Force Pool
Remove from play: 1 x I-16 Fighter from Force Pool
Remove from play: 3 x SB-2 Night Bombers from Force Pool
Remove from play: 1 x Su-2 Ground Attack Bomber from Force Pool
Page 18, Soviet Deployment; Air Display Mat: 
Repositioned: 2 x I-16 Fighters from Force Pool to Destroyed (Damaged)
Repositioned: 1 x SB-2 Night Bomber from Force Pool to Destroyed (Damaged)
Page 19, Soviet Cards: 

Move: 12 [Labor Battalions and Conscripts] from Deck to Removed
Page 21, Axis Deployment; Force Pool:

Remove from play: 1 x Bf-109F Fighter from Force Pool
Remove from play: 1 x Romanian PZL-P.11 Fighter from Force Pool
Remove from play: 1 x Do-17 Night Bomber from Force Pool
Page 22, Campaign Game Economic Mat:

Add Axis Flak: The Axis should begin with 1 Flak point in the Campaign Game.
Soviet Haircut Change: 35 MPs (not 40)
Operation Uranus
Page 23, [7.3] Blocked Naval LOCs: Disregard when using the ETO Naval rules.
Page 24, Axis Deployment; Front Line Forces: 

Denote: The Stalingrad City hex, just captured, should setup with a -4 Countdown marker on it.

Page 25, Axis Deployment; Force Pool:

Remove from play: 1 x Bf-109E Fighter from Force Pool
Remove from play: 1 x Bf-109F Fighter from Force Pool
Remove from play: 1 x Romanian PZL-P.11 Fighter from Force Pool
Remove from play: 1 x Do-17 Night Bomber from Force Pool

Remove from play: 1 x Ju-88 Bomber from Force Pool
Page 26, Soviet Deployment; Force Pool: 
Remove from play: 4 x I-153 Fighters from Force Pool
Remove from play: 5 x I-16 Fighters from Force Pool
Remove from play: 2 x LaGG-3 Fighters from Force Pool
Remove from play: 1 x Il-2 Fighter-Bomber from Force Pool
Remove from play: 4 x DB-3 Bombers from Force Pool
Remove from play: 5 x SB-2 Night Bombers from Force Pool
Remove from play: 1 x Su-2 Ground Attack Bomber from Force Pool
Page 27, Soviet Cards: 

Move: 12 [Labor Battalions and Conscripts] from Deck to Removed
Page 28, Campaign Game Economic Mat:

Add Axis Flak: The Axis should begin with 1 Flak point in the Campaign Game.
Maikop Your Mind: The Oil Well Objective of Maikop should be marked Recovered, not Burning.

Soviet Haircut Change: 10 MPs (not 15)

Operation Citadel
Page 30, Soviet Deployment; Force Pool: 
Remove from play: 4 x I-153 Fighters from Force Pool
Remove from play: 5 x I-16 Fighters from Force Pool
Remove from play: 1 x MiG-3 Fighter from Force Pool
Remove from play: 2 x LaGG-3 Fighters from Force Pool
Remove from play: 3 x Il-2 Fighter-Bombers from Force Pool
Remove from play: 4 x DB-3 Bombers from Force Pool
Remove from play: 6 x SB-2 Night Bombers from Force Pool
Remove from play: 1 x Su-2 Ground Attack Bomber from Force Pool
Page 30, Faction Display Mat; Center Section: 
Correction; Soviet FPs: 15 (not 12)

Correction; Soviet PPs: 24 (not 22)

Page 31, Soviet Cards: 

Move: 12 [Labor Battalions and Conscripts] from Deck to Removed
Page 33, Axis Deployment; Force Pool:

Remove from play: 1 x Bf-109E Fighter from Force Pool
Remove from play: 2 x Bf-109F Fighters from Force Pool
Remove from play: 1 x Bf-110E Fighter-Bomber from Force Pool
Remove from play: 1 x Hungarian Re-2000 Fighter from Force Pool
Remove from play: 1 x Romanian PZL-P.11 Fighter from Force Pool
Remove from play: 1 x Do-17 Night Bomber from Force Pool

Remove from play: 1 x Ju-88 Bomber from Force Pool
Remove from play: 1 x Romanian JRS-79 Bomber from Force Pool
Page 34, Campaign Game Economic Mat:

Soviet Haircut Change: 15 MPs (not 20)
Operation Bagration
Page 36, Soviet Deployment; Force Pool: 
Remove from play: 4 x I-153 Fighters from Force Pool
Remove from play: 5 x I-16 Fighters from Force Pool
Remove from play: 1 x MiG-3 Fighter from Force Pool
Remove from play: 2 x LaGG-3 Fighters from Force Pool
Remove from play: 3 x Yak-1 Fighters from Force Pool
Remove from play: 3 x Il-2 Fighter-Bombers from Force Pool
Remove from play: 2 x Pe-2 Fighter-Bombers from Force Pool
Remove from play: 4 x DB-3 Bombers from Force Pool
Remove from play: 6 x SB-2 Night Bombers from Force Pool
Remove from play: 1 x Su-2 Ground Attack Bomber from Force Pool
Page 37, Soviet Cards: 

Move: 12 [Labor Battalions and Conscripts] from Discarded to Removed
Page 39, Axis Deployment; Force Pool:

Move: 1 x Bf-109F Fighter from Force Pool to Destroyed (Damaged)

Remove from play: 1 x Bf-109E Fighter from Force Pool
Remove from play: 2 x Bf-109F Fighters from Force Pool
Remove from play: 1 x Bf-110E Fighter-Bomber from Force Pool
Remove from play: 1 x Hungarian Re-2000 Fighter from Force Pool
Remove from play: 1 x Romanian PZL-P.11 Fighter from Force Pool
Remove from play: 1 x Romanian IAR-80 Fighter from Force Pool
Remove from play: 1 x Do-17 Night Bomber from Force Pool

Remove from play: 2 x Ju-88 Bombers from Force Pool
Remove from play: 1 x Romanian JRS-79 Bomber from Force Pool
Remove from play: 2 x Ju-87 Ground Attack from Force Pool
Page 40, Campaign Game Economic Mat:

Soviet Haircut Change: 20 MPs (not 25)
