This is the information that I've gleaned so far. I will eventually post this as a file (and hopefully get Don to create a set of living rules).

ERRATA - RULEBOOK

2 - Game Components

There are 110 cards, not 112.

There are 6 red and 6 blue game marker hexagons, not 3.

2 – Game Cards

At the end of the first paragraph add the following sentence:

The border color for each Location card corresponds to its geographic area on the map in order to aid you in finding it. Location cards for locations within Italy have a red border, those in Africa have a blue border, those in Corsica-Sardinia have a green border, and those in Sicily have a yellow border.

3 – Game Setup

3.1 (part 1) – The Roman player also starts with Messana and Catana (yellow border), while the Carthaginian player starts with Caralis (green border), Lilybaeum and Panormus (yellow border). In other words, your starting Location cards match the red or blue starting areas on the map.

3.1 (part 2) - The sentence “He takes the remaining Location and Empire cards and places them face up on his Empire Deck space” is misleading. There are no remaining Location cards that go into a player’s Empire deck at setup. The only remaining Location cards go into the neutral Empire deck. All other location cards are already in the player’s decks.

3.1 (part 3) - Add the following paragraph after “Draw Cards”:

7. Place Game Markers: Each player puts one game marker (hexagon) on the “0” space of their own prestige track, one game marker on the “0” space of the VP track, one near the “10” space of the VP track, and one on the “0” space of the Pillage Track. The remaining markers are used for tracking your Fleet strength (see “Place Fleets” above) and the Battle Strength track. 

4 – Game Play Overview

In the first sentence of the second paragraph, change “you may perform 2 actions” to “you must perform 2 actions”.

5.1.1 – Settle a Location

In the last example the location “Lilybaeum” should be replaced with “Hippo Acra” since Lilybaeum doesn’t actually have a colonist symbol on it.

5.2.2 - Reinforce a Land Battle

Change the first "IMPORTANT" important section to say, “You can only reinforce locations that you can trace to a friendly supply point.”

5.2.3 – Winning as the Defender

Change, “at the start of the defender’s round,” to “at the start of the defender’s round (or after the maximum number of rounds have elapsed),”.

5.2.5 - Engage Enemy Fleet / Corvus

Add "Any remaining infantry are sent to the Roman player's discard pile." at the end of the last paragraph.

5.3.4 – Pillaging

Minor typo - In the second sentence, it should read “…by playing a second card…”.

5.4.4 - Reserve a Card

At the end of the last paragraph add, "Cards in your Reserve are placed face-up and are public information (unless playing with the optional Hidden Reserve rule)."

5.5.3 - Cycle Strategy Card

After "draw a new Strategy card" add "for each card that was discarded".

5.6.2 – Withdraw from a siege

After the first paragraph add, “You may not withdraw from a siege in the same round that you began the siege.”

5.6.3 – Build a Warship

Change “you may not engage an enemy Fleet in the same round in which you have built a Warship” to “you may not build a Warship in the same round in which you engaged an enemy Fleet”.

6.2 - Game Ending Conditions

Add "The Peace random event causes the game to end".

CLARIFICATIONS - RULEBOOK

2 - Game Cards

The layout for Location cards isn’t explicitly explained here. The top half shows connected locations and the transport required to travel there. The icons in the parchment area are resources that you can use to perform various actions.

Miscellaneous

The Colonist empire cards should be treated as though there’s a colonist in the parchment area. In other words, it primarily serves as a colonist resource. The ability to discard for 2 SP is an alternate ability that you can take instead of playing the card for the colonist resource.

The Spying strategy card suggests that your Reserve is hidden. Your Reserve is normally public information. However, there is an optional rule to make reserves hidden. If you are not playing with that optional rule, then simply ignore this reference on the Spying strategy card.

ERRATA - COMPANION GUIDE

7.2 – Example of Field Battle, Draw

In the Round 3 example, please ignore the text that says, “places the fortification marker on Tyndaris”. This is incorrect not only because you can’t build and reinforce as a single action (you must choose one or the other) but also because you cannot build a fortification in a battle location.

8.0 – Card Manifest

The Carthaginians have 2 Heavy Infantry. They do not have a Greek Phalanx.

ERRATA - PLAYER AID

Pillage Action – Replace “coastal city” with “coastal location”.

Draft 1 card – Replace “if it has a Silver cost” with “(infantry, cavalry and leaders only)”.

ERRATA - RANDOM EVENTS

Rebellion should say "cube or disc".

CLARIFICATIONS - KICKSTARTER EXPANSION

E1.0 – Strategy Card Maintenance

The explanation for maintenance cost is confusing. Instead of treating the maintenance tokens as an overall cost, use them to track the number of rounds that the Strategy card has been in your possession (with an implicit 0 on the turn of purchase).

To calculate the maintenance cost, simply multiply the value of the round marker on the Strategy card by the maintenance cost in the upper right corner. After paying the maintenance cost increment the marker by 1. Keep in mind that you pay maintenance costs before incrementing the round marker, so the first turn of ownership you would not pay any maintenance cost.

For example, the maintenance cost for Devotio over several turns would be 0, 1, 2, 3, etc, while the maintenance cost for Greek Allies would be 0, 2, 4, 6, etc. This also means if you have one of the Strategy cards with a “0” maintenance cost, you never pay maintenance costs for that card.
