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A & A GAME ENGINEERING PRODUCT SUPPORT 
Product Support sheets come in the following types: 

• Clarifications – these are more general clarifications about game play in response to questions from players. 
• Corrections and Amendments – these include corrections to errors in game data, typing errors, and mistakes in game play that have 

come to light. These may come in two alternatives: 
— applicable to the most recent edition. 
— applicable to previous editions. These items will all have been incorporated into the latest edition on sale. 

• New Rules – These rules will have been developed in response to requests from players. They may also have been developed from 
House Rules (see below). 

• House Rules and player suggestions. House rules that are tested and work well may be incorporated into the basic rules if the author(s) 
approve. 

The content of the sheets follows the same order as the rules in the book and the first sheet shows a summary of these sections and indicates 
those that are affected by the current sheet. 
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Gunnery Table (5.2) 
The range data for gun Type I (15.1” to 21”) should be corrected to 
show 2, 4, 7 (instead of 5) and 12 (instead of 7). 
In addition there are two new modifiers to the “to hit” chances. 
Short Range –1 (the 1st range band in the gunnery table) 
Long Range +1 (the 4th range band in the gunnery table) 

Inferior Gunnery (Optional Rule) (5.2) 
There are views about the effectiveness of gun crews and of shells, 
especially at Tsushima. We offer the following modifications, 
which can be combined if the players wish for an extreme 
difference. 

• Poor Crews shoot at an additional –1 to hit. 
• Defective shells roll for damage using 1 die size smaller, to a 

minimum of d4. 

Shore Batteries (5.5) 
The following new rule section is added. 

Shore Batteries 
Shore Batteries are defined for armour purposes into light, medium 
and heavy, depending on the amount of protection offered by 
concrete and earth defences. Normally this would be related to the 
size of gun in the battery and the location. As a guide the use the 
following when designing batteries: 

• Heavy Batteries have 2 to 6 guns between E and I calibre. The 
armour is 8 Hull and 9 F/A 

• Medium Batteries have 2 to 6 guns between D and F calibre. 
The armour is 6 Hull and 7 F/A. 

• Light Batteries have 2 to 4 guns between C and E calibre. The 
armour is 4 Hull and 5 F/A. 

Torpedo to hit (5.7) 
Add a new modifier to hit: 

Target outside port/starboard arcs +1 

Revised Ship Record Card (7) 
This card (below) has new sections to mark special damage to ship 
systems and extra rows to accommodate the large number of 
broadside guns possible in this period. 

 Location Armour Kn Hull points 

    — Hull               

Ram:               

Speed:  0             

Evasive:     — F               

    — A               

Bridge    — P               

Rudder    — P/S               

When the last Hull point is lost 
the ship is in a sinking condition. 

    

    

    

    

    

    

    

Fire    — P                   

Flood    — S                   

Director    — S                   


