Aide De Camp 2 

Play Tutorial
By Ken Nied
This document covers the basics necessary to play a game using the ADC 2 software package.  It does not cover the game module creation facility of ADC 2.  It assumes that the user has correctly installed ADC 2 on his or her computer and uses the game module for Deluxe Bitter Woods as an example.
When ADC is installed on a computer, it creates a base file directory called “ADC” and a subdirectory called “Game Sets”.  ADC modules are usually installed in a subdirectory of Game Sets.  For example, the Deluxe Bitter Woods module is contained within the ADC | Game Sets | Deluxe Bitter Woods directory.  When I begin a new ADC game, I create a new directory within Game Sets to identify the game I’m playing, for example “Breakout Normandy – Kevin”.  I then copy all of the “Breakout Normandy” files into the “Kevin” directory and leave the original module files untouched.
Starting Play With An ADC Module

1. Start the ADC program by double clicking on the ADC icon.  This brings up the ADC2 Control Panel screen.

2. Click on the “Make and play Games” button on the top right.  This brings up the “Play Game AIDE DE CAMP 2” screen with the ADC 2 logo.

3. Open the module you want to play either by clicking on File | Open at the top of the screen or clicking on the open folder icon at the top left underneath the File option.  This brings up a file dialogue box titled “Select an ADC Saved Game to Load” with folder icons for each game module in the Game Sets directory.
4. Click on the Deluxe Bitter Woods folder, then click OK.  This brings up all of the existing scenario/game files in the directory.  All ADC scenario files (the ones that you exchange by email) have a .OPS extension.  You should see three scenario files available:  Main, Patton’s Relief, and Plan Martin.  

5. Click on Main, then click OK.  This brings up a box titled “Player Selection and Initial Log-in”.  You can log-in as either the German or Allied Player.

6. Choose the side you are playing, then click the Log-in Now button.  You are now ready to begin playing Deluxe Bitter Woods.

Using the Game Module
Screen Layout
You should see many new options to the right of the File option at the top of the screen along with many new icons to the right of the Open Folder icon.  

The second icon from the left, the one that looks like a diskette, is the Save icon.  It saves the game under the current file name.  To save as a different file name, click on File | Save As.

Map Navigation
ADC has three view or Zoom levels:  

· Zoom 1 usually shows you the entire map, but you often can’t see much detail.
· Zoom 2 shows you much more detail and is the view I use most often.

· Zoom 3 shows a lot of detail in a small area of the map.

To increase Zoom levels, move the cursor to the magnifying glass icon with the red “+” (plus) sign (third from the left at the top of the screen) and click on it.  The cursor will change from its normal white glove or arrow symbol to a square with arrows pointing to the corners.  Move the cursor to the map area that you want to view in more detail.  Note:  If you are already at Zoom 3, the “+” icon will be grayed out.

To decrease Zoom levels, move the cursor to the magnifying glass icon with the blue “-” (minus) sign fourth from the left at the top of the screen) and click on it.  The view will immediately Zoom out.  Note:  If you are already at Zoom 1, the “1” icon will be grayed out.

If the map view is larger than the current screen size, you can use the scroll bars at the right or bottom of the map to display the hidden areas.  The scroll bars are grayed out when the entire map is displayed.

Screen Layout
Below the scroll bar at the bottom of the map is the informational display area.  A divider bar separates the map and information area.  This divider bar can be moved with the cursor.  Moving it towards the top of the screen will display more informational area but less map area.  Moving it towards the bottom will do the reverse.

The informational area itself is divided into two sections:  a yellow area, which contains most of the unit information (I call this “the information area”), and a white area that usually displays hex number and terrain information (I call this “the hex area”).  These two areas are separated by a vertical divider bar which can also be moved with the cursor.

You can view map and unit information by placing the cursor over that particular item.  Even area movement maps will usually have a hidden underlying hex grid.  (You can see this by sweeping your cursor across the map and watching the hex numbers change in the hex info area.)

Place your cursor on an individual unit or stack.  In the info area you can see (depending on how the module has been created):

· The number of pieces in the hex.

· Whether the unit has moved (denoted by the letter “M” at the left of the info area).

· The IDs of the units.

· Piece values and class values.  Again depending on how the module has been created, these values usually correspond to the info on the counters (Attack Strength, Movement Allowance, etc.)  In Bitter Woods these values are (l-r) Combat Strength, Endurance Rating, Movement Allowance, and Range (for artillery).

How to move units and perform actions.
Find a hex with a single unit in it.  Then place your cursor over the unit and left click.  That brings up the “Select Pieces For Action” dialogue box.  There are several important features available here, indicated by the buttons at the bottom.  You will use this box a lot.
The central area of the box lists the pieces available in the hex.  It should show only one piece with a double-carat symbol (“>>”) to the left of it.  The double-carat means that the piece is selected.  Click anywhere on the line for that piece.  The double carat goes away and the number of buttons reduces to one, “Add Pieces”.  Click the line another to select the piece again.
To move the selected piece(s), click the Move Pieces button.  (Duh!)  A dumb informational box displays that is impossible to skip the first time into every gameset, even by click the check box at the bottom.  Click OK.  

The dialogue box goes away and you are back at the game map.  Click on each individual hex that you want to move through.  A numbered box appears in each hex you clicked showing the order of the hexes you entered.  When you’ve reached your destination hex, you can end movement in two ways:  Click on the OK icon at the top right of the map screen, or just right click on the destination hex.

To correct the move, click on the Undo icon (second from the right at the top).  A box appears asking whether you want to view the move before undoing it.  I generally click NO.

During movement, you don’t have to move through adjacent hexes.  You can jump all the way to the other side of the board.

To move a stack of units or only some units in a stack
Left click the stack that you want to move.  All the units in the “Select Pieces For Action” dialogue box should be selected (show the double carat).  Deselect the units you don’t want to move by left clicking on them.  Then hit the Move button as before.

Tip:  you can reselect all the units in the dialogue box by clicking the All button on the far right.

Other buttons in the Action Box
To the right of the Move button are the Attack With and Defend With buttons.  You can use these to perform those actions, but I generally don’t do this.  I prefer to list the attackers and defenders either in a text file or a comment.  (NEVER use the internal ADC die roller; it has randomness problems – i.e., it’s not.)

I cover the Add Pieces buttons in a minute.

The Flip Pieces button on the right is self-explanatory.  The only problem you might have is when you are trying to flip a piece that has no flip definition.  Then another dialogue box appears.  Usually this happens only when you are trying to flip a marker unit or a piece that is blank on the back, or you tried to flip an entire stack.

The Add/Remove Pieces button requires a little more explanation.  When you click on these, it asks whether you want to add pieces from a force pool.  Force Pools are sort of like the individual compartments of a counter tray.  Depending on how the module has been created, they usually contain turn-by-turn reinforcements or sometimes markers.  

If you click Yes,  the “Select Pieces To Place On Board From Force Pools” box appears.  You can see the available force pools in Column 1 on the left and scroll down to the one you want.  Left click on the force pool, and the individual units in the pool will appear in Column 2.  

You now need to move the ones you want into the Selected List column on the right.  There are two ways to do that:  left click on the individual unit, or click the Select All button (second from the bottom on the right).  Once you’re finished with your selections, click Place Now on the top right.  The pieces will all appear in the same stack on the map.  You can reposition them with the normal Move process.  

The other selection buttons in the selection box are self-explanatory.

If you click NO, you get the Add New Pieces to the Game box.  This list show EVERY piece available in the game, including those already on the map, in the left list box.  You can find the ones you want by using the scroll bar on the list box, or search by typing the first few letters of the piece name in the box at the top.  This box works much like the Select Pieces from Force Pool box.  When you are done, click Place Now.

It depends on how the game is set up whether you will find the pieces in a Force Pool or not.  Bitter Woods has force pools for markers, but there’s usually only one marker in the pool.  For example, once you’ve place the blown bridge marker from the force pool, you’ll have to say NO the next time and add the marker(s) from the piece list.

The Remove Pieces button works very similar.  Some games have pools where you must put your removals.  VITP has some British Removals pools, so you click YES (remove to a force pool) and select the correct pool.  In VITP Marines and Land-based Air units return to play two turns after they are used/sunk.  So I just remove those units to the appropriate reinforcement pool.

Those are most of the functions that you’ll use most often.  I’ll go over the rest of the icons.

The fifth icon, to the right of the Zoom Out icon, is Redraw Map.  I’ve never used it.

Next is the Roll Dice icon.  Don’t use it.

Next is the Comment icon (looks like a cartoon balloon with lines in it.  I use this a lot.  Click on it.
This is kind of neat.  You can add text comments, pictures, sounds, or video.  I added a .WAV file once, but used Text for the rest.  Click on the Text button.  The text entry box is self-explanatory.  Click OK, when you’re done, then Done in the Comment box.

I don’t use the next three icons, Cycle, Turn, and Locate.  I occasionally use the next one, with the camera, to capture a screen image.  It saves the screen as a bitmap.  More often I use the Printout option and print the screen to a file.
That’s it for the icons.

There’s one more important feature that I explained to you before, Replay, but I’ll go over it again.  To use it, click on the Replay option above the dice icon.
When you click on Replay, two options appear:  Show All and Clear Replay.

Let me go over my file saving conventions here.  If we were playing BKN and I got your Ger Impulse 3 move, I would bring it up in ADC and immediately save it as Allies Impulse 3.  (If I were the Germans and got Allies Imp 3, I’d save it as Ger Imp 4).  That way I’m working with my copy of my opponent’s move, not his.  If I somehow screw it up, I can always go back to his move and recover it.
If you already know what happened in the move and don’t want to step through it, click Clear Replay.  A box comes up where you can choose the current turn.  I usually do, but it’s not necessary.  Leave the three boxes checked and click OK.  Then save the file.  This resets the starting point of the replay to whatever you do next.  It’s important to do this because it eliminates a lot of unnecessary move watching for the next replays.  It’s not the end of the world if you don’t, just a bit less convenient.

If you want to view the replay, click Show All.  The Replay Settings box will appear.  This is an important box whose features are not readily apparent the first time in.

There are three types of delay to set:

· No delay.  This zips through all of the moves since the last time the file was reset.  You don’t have to do anything except click OK after a comments box appears.  This option may play back the moves too fast to comprehend.  If so, select one of the next two.

· Stop after each move means just that.  The replay will stop after each action and you will have to click OK to proceed.  This is where it is very convenient to have correctly cleared the replay before you start your move.

· Set Pause duration.  If you click this, you also need to set the pause duration (0 to 4 seconds) by using the slider bar underneath.  This is the option I use most often.  You don’t have to do anything either except click OK after a comments box appears.

The final feature on the Settings box lets you select the starting point for the replay.  It also tells you how many actions are contained in the replay.  If you see 147 actions, there’s a good possibility that the replay was not cleared before the current move.  You can move the slider bar underneath to advance the starting point for the replay.  It’s guesswork how far to slide it, but it’s better than watching dozens of moves that you’ve already seen.

When you’re done with the replay (or even cancel it), a box will appear asking whether you want to clear the replay, etc.  If you click Yes, that resets the start of the replay file.  That’s why it’s important to do the replay on your copy of your opponent’s file.  You reset the replay for your move, but still have his file to access if you want to see his move again (in that case you’d say No to the reset question).
Sorting Pieces
There are two types of sorts in ADC:

· Rearranging the contents of an entire stack of counters.

· Moving one specific counter to the top of a stack.

ADC has a different procedure to handle each of these.

To rearrange an entire stack:
· Click on a stack of units.  This brings up the Select Pieces For Action box.

· Click on the Sort button in the upper left hand corner.  This brings up a Sorting Pieces box, which also plays the hex number of the units.  There are two display areas in this box:  a Current Piece Order and a New Piece Order.  Double click on the piece you want on top of the stack.  This moves the piece from the Current to the New box.  Repeat for the piece you want second in the stack, then third, etc.  

· When you have the order of pieces the way you want, click on the Save New Order button on the bottom right.  That returns you to the Select Pieces For Action box where you click OK.  
The pieces now should display in the new order.  Place the mouse cursor on the stack to verify.

To bring a single counter to the top of a stack:

Suppose you want to see a single counter on the top of a stack, say, a damage marker or a leader.
· Click on the stack.  This brings up the Select Pieces For Action box.

· Right click on the piece you want on top.  This brings up a selection list.

· Select the Move to Top of Stack option, then click the OK button in the upper right.

The piece you selected should now display on top.  

