| RON BOTTOM SOUND || ERRATA 1.3

By Alan R Arvold

The following errata was sent into Monents in Hi story which
publ i shes Iron Bottom Sound Il shortly after the gane canme out.
This errata contains all the errata put out by MH plus errata that
have found but is not recognized by MH

2.0 Components of Play

Al though the lists says that there are 5 Player Aid Cards

there are only four different kinds of cards provided with an
extra one of the other four making the fifth card.

3.0 Ship Log

Yes, the Aoba has 11 hull boxes, not 10.

The flotation letter is across fromthe ship's nanme, not

the primary battery.

Tor pedoes have circled nunbers, the earlier version had

circled dashes.

The speed boxes, also called Mvenent Factors, are arranged

in three rows. The first row represents the ship's nmaxi num
nunber of MFs in the first turn of the three turn novenent

cycle, the second row represents the maxi mum nunber of MFs in
the second turn, and the third row represents the maxi num

nunber of MFs in the third turn. Wen marking off MrFs which

are |l ost due to damage, start with the left nost colum and

| owest box in the colum. Mark all the boxes going up in the
columm then go the | owest box of the next columm to the right
repeating the process until the required nunber of M-s have

been marked off. Mrs that are recovered during the gane are
unmarked in the reverse order of which they are |ost.

Exanple: In the second turn of the gane the Aoba has taken
damage, anong which it |oses 6 MFs. The Japanese pl ayer

crosses out the single 6 M- box in the left nost columm, al

three 5 MF boxes in the next colum to the right, and the

bottom and m ddle 4 MF boxes of the follow ng colum. Thus

the Aoba will have 3 MF on Turn 3, 4 MF on Turn 4, and 3 MF on Turn 5.
Note that in sonme scenarios (#1) the Aoba would have a flag

and a different VP total - see #10 scenario.

6. 2 Exanpl e should read: The Aoba hits the Helena, a "C
flotation vessel. Rolling two dice, you get a "6". A+l to

the dice sumis applied as it is a 24" torpedo. The resulting

"7" causes four hull boxes to be destroyed and a | oss of 6

MFs.

6.3 Wien a ship sinks, it is flipped over and becomes a weck (it
is not replaced) and will remain in the gane, after noving

one hex forward as per rule.

6.4 The torpedo exanple at the top of page 12 should be 44-58-57,
not 44-60-75. Check each negahex a torpedo noves through to

see if it hits.

8.3 Ignore the -5 values listed in the rule and use the val ues on
the CRT - this is a legacy fromthe old IBS gane. +10 is

correct, if you shine your lights on another ship, that ship



gets a +10 nodifier as it is blinded.

8.9 Second and third sentances should read "They will block any
ships fromfiring at each other if they |ie between them or

if one or both ships are in the snokescreen. Radar allows a

ship to fire at a target ship that is in a snokescreen and it
also allows a ship in a snokesceen to fire out.

8.10 Evasi on (New Rul e)

Ships that are perform ng evasion (al so called "salvo chasing")
are weavi ng back and forth along their set course. Wiile this has
the effect of decreasing the eneny's chances of hitting your ship
with gunnery, it also decreases your ship's chances of hitting
with its gunnery.

Procedur e:

Usi ng evasi on costs one M-. Wen plotting your nove of your ships
deduct one MF from each one perform ng evasion that turn, note it
on the log, and declare it for those ships when executing their
noves. This is done each turn you want to perform evasi on.
Evasi on causes a +15 nodifier to the Gunnery Ht dice roll if
either the firing ship or target ship is performng it. It causes
a +30 nodifier if both the firing ship and target ship are
performng it.

8.11 Bow and Stern Munted Secondary Armanent (New Rul e)

Certain ships have part of their secondary armanent nounted in
bow and stern boxes. These boxes will have the sane firing arcs
as the likew se nounted primary arnmanent. Hits on the Secondary
@uns is still marked off fromleft to right starting with the bow
mount ed boxes. If the target's bow or stern is directly facing
the firing ship then the respective bow or stern boxes are hit
first then the other Secondary Gun hits are randomy determ ned
as to which boxes are affected.

Scenario 2: The correct date of the battle is July 6, 1943.
Scenario 5: Kol onbangara is on map A

Scenario 8: The logs for the German destroyers are on the
Anerican scenario 9 roster sheets.

Scenario 10: Savo Island is on map A

Set Up - The Japanese ships may face in direction

1 or 6.

Allied Surprise Rule, third paragraph should read -

No one may fire torpedoes in this scenario unless

see an eneny ship in the nega-hex being fired at.

This rule applies to both the Japanese and the

Allied sides.

The Eastern force enters between hexes BB7 and

BB30, if dieroll alerted.

Ship Logs

The Japanese crui sers Myoko, Haguro, Atago, Chokai, and Takao
have 8" guns, not 6".

The Japanese battlecruisers Hei and Kirishima are mssing an aft
14" turret worth 13 gunnery factors. Ignore the reference to the
Kongo as it is not in any scenari 0s.

The Japanese cruisers Atago, Myoko, and Chokai are 16 VP each
respectively in scenarios 4, 9, and 10 as they are flagships.



The Japanese destroyer Nizuki is 6 VP as it is the flagship in
scenario 2.

The Japanese battl eship Yamato shoul d have the foll ow ng
secondary arnmanment, one bow turret, one stern turret, and two
side turrets each marked 6. The tertiary arnmanent is correct.
(The Yamato O ass had a secondary armanent of twelve 6.1"/L60
guns in four turrets, one bow, one port, one starboard, and one
stern. In 1943-44 the two side turrets were renoved in favor of
nore |ight AA guns.)

The American battl eship Washi ngton shoul d have the foll ow ng
secondary arnmanent, five port turrets and five starboard turrets,
each side marked 4, 3, 3, 3, and 4. (The Washi ngton had a
secondary armanent of twenty 5"/L38 guns in ten turrets, five on
each side.)

The Anerican battl eship South Dakota should have the foll ow ng
secondary armanent, four port turrets and four starboard turrets,
each side marked 4, 3, 3, and 3. (The South Dakota had a
secondary armanent of sixteen 5"/L38 guns in eight turrets, four
on each side.)

The American cruisers Salt Lake City, Pensacola, Northhanpton,
and Chi cago should have two secondary positions on each side
marked 3 and 2, not 2 and 1 as printed on the | ogs. (These ships
had a secondary armanent of eight 5"/L25 guns, four on each side,
by the begi nning of the Guadal canal canpaign. The origi nal
nunbers represented four 5"/L25 guns, two on each side, which was
their pre-war secondary arnmanent.)

The Anerican cruisers Atlanta, Juneau, and San Juan each shoul d

t hree bow boxes marked 4, 3, and 3, three stern boxes marked 3,
3, and 4, and two secondary boxes (one on each side) marked 3.
(During the Guadal canal Canpai gn these ships had sixteen 5"/L38
guns in eight turrets. In 1944 the surviving ships of the class
had the two side turrets renoved in favor of nore |ight AA guns.)
The Anmerican cruisers Helena and St. Louis should have two
secondary positions on each side marked 3 and 3, not 3 and 2 as
printed on the | ogs. (These two ships had a secondary armanent of
ei ght 5"/L38 guns, four on each side. The other ships of their
class still had eight 5"/L25 guns as secondary armanent.)

The American cruisers Mntpelier, Ceveland, Colunbia, and Denver
shoul d each have the foll owi ng secondary arnanent, one bow turret
and one stern turret each marked 4 and four side turrets (two
each side) each marked 3. (The C evel and O ass cruisers had a
secondary arnmanent of twelve 5"/L38 guns in six turrets, one bow,
two port, two starboard, and one stern.)

The American crui ser San Juan should be 7 VP, not 8 as printed in
scenario 10.

The American cruiser Atlanta is worth 8 VP in scenario 7 despite
the fact it is not a flagship because it did have a admral on
board during that battle.

The Anerican destroyers Buchanan in scenario 1, the Maury in
scenario 3, and the Sterrett in scenario 7, are each mssing a
circle around one of their torpedo nounts.

The Anerican destroyer Hull in scenario 10 is m ssing nunmbers out



of its torpedo nmounts on purpose, she had no torpedoes | oaded in
themduring this battle.

GQunnery Hit Tabl e

The left and right outer columms on the table contain the Gunfire
Factors for the individual rows in the table. The other col ums,
mar ked 8 through 0, contain the dice roll results of each row for
scoring a given nunber of hits on a target ship.

Exanpl e: Aoba has 16 primary gunnery factors. This neans that it
will have to use the 14-17 row on the table. This row gives the
following dice roll results for scoring hit; 1-3 score 4 hits,
4-8 scores 3 hits, 9-15 scores 2 hits, 16-25 scores 1 hit, and
26-97 score O hits. These dice rolls are the base roll before any
nodi fers are appli ed.

On the 2 G- row the dice roll needed to score 1 hit is 3-6, not
2-6 as printed. On the 3 G- row the dice roll needed to score 2
hits is 1-3, not 1-2 as printed.

Speci al Damage Tabl e

A Dce Roll of 55 results in Belt Ht, 1 Hull Ht, 1 M

GQunnery Hit Table Mdifications to Dice Rolls

On the Range & Target Aspect Mdifiers Table in the Range in
Hexes row the seventh col um shoul d read 12-16, not 13-16 as

pri nted.

On the Optional Mdifiers Table, when using the Firing at

@unfl ashes Only nodifier for firing at gun flashes, the ship
bei ng fired upon nust have already fired during the sane turn.
This nodifier only applies to the player who does not have
initiative during the turn

Gunnery Breakdown Tabl e

A dice roll result of 2 = Electronics out, no gunfire for (rol
one die) 1-2 = 1 turn

2 turns

3 turns

4 turns

7 turns

Roll randomy to determ ne which gun position is knocked out
for all types of guns on the ship.

** Roll randomy to determ ne which gun position is knocked out
for the gun type which fired.

Speci al Damage Tabl e

Results 61-65 should have two astericks, not one as printed.
Results 73-76 shoul d have one asterick, not two as printed.
Results 92-95 should have 2 Secondary in the Additional Damage
colum and two asteri cks.

Collision & Torpedo Ht Damage Tabl e

Dice Sumresult of 3 should DUUMSS in all Flotation Type
colums. (Dud if hit was a torpedo, mss if hit was collision.)
Arnmor and Penetration Table

Note at bottom should read: If the arnor thickness present on the
target ship is equal to or greater than the pentration listed
above for the stated range and gun, then the shell wll have NO
EFFECT.
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