This ADC set covers the games in the Strategy & Tactics magazines # 113 and #114.

Scenarios from #115 and The Wargamer Nov-Des 1987 issue are also included, but this do not cover all the suggested scenarios, so look up the magazines to find more.

Errata can also be found in #116, #121 and #127.

I hope that the setup for all scenarios are relatively correct, but I will not claim perfection.

All units should be included, but also here things could have been forgotten. It should not be too difficult to include new pieces, or change errors in the set-up yourself but if anything is missing please sent me informations about this to:

kjell.windsland@matek.sintef.no

New feature on the Abensberg - Eckmuhl map: Marsh - hexside.

The maps for this game is probably best if scanned in instead of beeing made in the ordinary way, but as I had no scanner available just now, I made it hex by hex. The terrain is as a consequence of this not 100% correct, but I hope good enough. The least accurate terrain is the marsh areas. Many hexes in the original maps have very minor areas cover with marsh symbols, and it seems to me to be somewhat farfetched to say that the whole hex is a marsh. Some examples are A3311, A1910, E3719 and E 6616. So I have removed the marsh symbols from these hexe. But I have tried to amend this change somewhat by introducing a new feature: the Marsh - hexside. 


Whenever a unit crosses a marsh hexside the MP to enter the next hex is 3 MPs + the cost of the next hex. 


When a unit crosses a Marsh - hexside it disrupts on a die roll of 1-2, even if the move is into a clear hex. But no extra disruption check if the move is into a marsh hex.

Roads and tracks negate both the extra MP cost and the disruption check.


Some grognards will probably disagree with this change. It should not be a big job to change all the hexes that I have changed from marsh to clear, back again. Be free to make any changes you want.


Others might disagree with which hexes I changed and which I did not. Again be free to do as you like. If you have just a little experience with the map editor its no big deal to change things to your own liking. I just hope that you like the basic apperance of the whole set, it was quite a job. Any comments will be welcome.

Terrain effects:

In some hexes on the original maps there are two paralell roads in the same hex (examples: A6726,E2425 and E3320,. It is possible to do this in ADC as well by making a separate terrain symbol for each of these hexes. I have not done this as it is quite a lot of extra work with little gain. It deviates a bit from the original game, but it affects both players in the same way, so I have let it stay as it is.

Unit info.

I have used 7 fields. The first two gives the start strength and morale. The next two is for recording any reduction of strength and morale that occur. You can of cause use the roster sheet as well (see below9. The next two are for leaders and they do not change during the game. The last is for marking any disruption (I did not make a double set to have a flip-side for disruption, but there is a marker that can be placed on each disrupted unit if you like). This field can be filled is as you like Yes/no, D or any other designation.

The Excel sheets contains the roster sheets, so if you have forgotten to copy enough shhets from the original, just take a printout. Or if you like: make a copy of the file and record losses directly on the excel-file. Whenever a loss is incured, change the last black number for the unit to for example red to indicate the loss.

