 SEQ CHAPTER \h \r 1ADC2 module for 

“War in the Aegean”
This module will only work in HPS Simulations Aide de Camp 2.  Ownership of both games is required to use this module.

Published by Against the Odd Magazine, 2005
Designed by Perry Moore
Graphics by Craig Grando
ADC2 published by HPS Simulations

Module creators: Dave Jones - thelockers@nc.rr.com
Getting Started

Copy the folder and all included files into your ADC2 directory. It is suggested that the folder be kept in ADC2's 'Game Sets' folder. You must know how to use the ADC2 program, and own a copy of War in the Aegean.  The module takes up about XXMb’s of storage space.

Make sure that you are your ADC2 program is the most current version available. Updates may be obtained from  www.hpssims.com   or by calling HPS directly.  This module was created with Version 2.15.

Units are setup in general adherence to the set up instructions.  Players should alter this setup according to their wishes.

The Map

The map is identical to the map provided in the game.  However the charts at the top of the map have been modified so that they better conform to the hex grid.  This enabled me to add two additional sets of boxes for Egypt and North Africa.
[image: image1.bmp]
Counters/Symbols
The counters are reproduced as they exist in the game.  Certain similar types of units are represented by composite symbols.
Additional hit markers have been created for 3 thru 5 Hits.  The Hit Markers flip from 1 to 2, 2 to 3 and so on.  They flip from 5 back to 1.
Additional pieces have been created to represent the Italian naval units if they switch sides.  They have a red stripe across them and are located in the “Italian Switch Sides” pool.

Pieces

There are two piece values:
1. # of Hits (Yes/No)  - For all units; alternately, players may use the hit markers provided.
2. Carried by? – Players may use this field to denote what ship or plane is carrying a particular unit.
Class Names and Values

1.
Combat Strength




2.
Cargo/Air Defense/Morale 



3.
Bombardment/AA Strength
4.  
Movement Allowance/Speed

All markers begin with (or contain)  “Mkr” in their class name.  This helps players find the class names should new pieces be needed.
Flip Definitions

All units flip as they do in the actual game.  Also see above how Hit markers work.
Facing

There is no facing in the actual game nor in ADC.
Stacking
Stack symbols have been created for 2 or more units in a hex. 

Pools

Defined pools include eliminated units, markers and reinforcements.  All of these are very intuitive and should need no explanation.  Pools also exist for Off-Map Holding Boxes.
Scenarios

Two OPS files are included:

1)  WITA Game
2)  Sample Game

Info Pages & Status Dots
No info pages or status dots are defined.
Hidden Units:

Both players have been assigned hidden unit status.  Only the top unit should be visible.  As these units are revealed, players can manually set the affected units to “non-hidden”.  If playing solitaire, log in as the Gamemaster (password “WITA”)
Questions

If you have questions about this ADC2 gameset, please contact Dave Jones (thelockers@nc.rr.com).

Enjoy the game.  Feel free to contact me for comments or errata.

Dave Jones,   
thelockers@aol.com, soon to be thelockers@nc.rr.com
February 1, 2006
