How to Make Your Own
How to Make Your Own                                                                         Version 1.0, 30 Sep 2000


INTRODUCTION: At some point, your may wish to experiment with new units or changed map features.  This document has been prepared to assist. It is for use with the ADC2 Blitzkrieg2 set.  Organization of this document is by task.  The best method to use this document is to find what you want to do on the task list and then print that area so you can follow the directions closely while you work.  This is version 1.0.

TROUBLES: I am neither a computer nor an ADC2 expert and both change with frequent release of new improvements.  Therefore, some of what I provide may be in error or work differently on your computer system.  If you encounter problems of that nature, the best course of action is to first review the computer and ADC2 "Help" files, and if no assistance can be found there, join and post a note on the ConsimWorld's ADC2 Discussion Board <http://www.consimworld.com/> or contact HPS Systems <74774.771@compuserve.com> directly.  If you find errors or omissions, please let me know.  Charles McLellan, 2000 Roundleaf Green, Huntsville, AL  35803-1832, tel. (256) 883-6779, fax. (256) 885-1626, e-mail: <cgmclellan@mindspring.com> 

NOTATION: To shorten this document, notations and abbreviations will be used.  When you are directed to a certain area thru buttons and menus, they will be shown as Start \Programs \Aide De Camp 2 \Make and Play Games \File \Open... \(DC) Blitzkrieg2.  That means to click the left mouse key (LC) on the "Start" button at the lower left (default position) of the computer's desktop.  Go down the pop up menu to "Programs" and LC.  Then go down the Programs menu to "Aide De Camp 2" and LC.  Then LC the "Make and Play Games" button on the ADC2 logo.  Then LC the "File" menu.  Then LC "Open..." on the drop down menu.  Then double click (DC) the left mouse key on "Blitzkrieg2".

 ABBREVIATIONS: Left click will be abbreviated "LC" and will be understood to be in a sequence if nothing else is printed.  When it is necessary to left click and hold the left mouse key down, "LC-H" will be used.  When it is necessary to right click, the abbreviation "RC" will be used.  When it is necessary to Double Click, "DC" will be used.  When it is necessary to go Up One Level (LC the Up One Level icon), the notation "UOL" will be used. The name used for buttons or icons with be that either printed on button or icon or that displayed when the mouse pointer is hovering over the button or icon.

BEGINNING: Most tasks will be in ADC2 and will begin in one of three modes:

Game Mode: To get to Game Mode go Start \Programs \Aide De Camp 2\Make and play Games \File \Open... \(DC) Blitzkrieg2 and then DC some specified game such as Blitzkrieg Tournament Layout.OPS.

Map Mode: To get to Map Mode go Start \Programs \Aide De Camp 2\Create and Edit Maps/Boards \File \Open Map/Board \(DC) Blitzkrieg2 and then DC the specific map such as Tournament Board.map.

Symbol Mode: To get to Symbol Mode go Start \Programs \Aide De Camp 2 \Create and Edit Symbols \File \Open Symbol Set \(DC) Blitzkrieg2 \(DC) blitzkrieg2 and then LC either Map/Board Symbols or Game Pieces as directed.

DEFINITIONS:

SYMBOLS: Symbols are just pictures.  A Terrain Symbol (Map/Board Symbol) is the picture of terrain used in a map.  As the symbol could also be part of the electronic board but off of the map area, HPS calls it a Map/Board Symbol.  A Unit Symbol (Game Piece) is the picture of a Unit or Marker that will be used in a game.  HPS calls them Game Pieces which can be a little confusing because "Piece" also has a more specific meaning.

MAPS: Maps are made from a collection of Terrain Symbols (Map/Board Symbols).  When playing a game, Terrain Symbols on a map cannot be moved. Caution: Deleting or re-ordering (moving up or down the list of symbols) Terrain Symbols will cause havoc in existing maps or maps under construction that use that symbol set.  It is best to just leave the order and number of existing symbols alone although the symbol's appearance can be changed or corrected without difficulty.

UNITS: Units and Markers (things that can be moved about on a map during a game and stored in off-map electronic Force Pools) are made from Unit Symbols (Game Pieces).  Caution: Deleting or re-ordering (moving up or down the list of symbols) Unit Symbols will cause havoc in existing games or games under construction that use that symbol set.  It is best to just leave the order and number of existing symbols alone although the symbol's appearance can be changed or corrected without difficulty.
CLASS AND PIECE: Once a Unit Symbol is made, that symbol needs to be added to the game.  To do this first you must make a Class for the unit, and then you can make as many Pieces as you want of that Class for the game.  These Pieces are the Units and Markers.  The relationship between Class and Piece in ADC2 is pretty hard to understand.  I am not sure that I do yet either, but this is my attempt.  Each Class has a name and eight possible entries for Class Value.  I normally use the entries for data that are visible on the unit's symbol like combat value and movement allowance.  Let's say for example that you have just made a 4-4 Green Infantry Division Unit Symbol.  In making a new Class for this symbol, the Attack Value would be "4", the Defense Value would be "4", and the Movement Allowance would be "4".  Other stuff could be added, but let's just keep this simple.  You can give it a Class Name of "Green Inf Div".  Just to aid the understanding, let's say that you also make another unit symbol for a 2-4 Green Infantry Brigade.  You are going to also make a Class for that symbol. The Attack Value would be "2", the Defense Value would be "2", and the Movement Allowance would be "4" and the Class Name is "Green Inf Bde".  Now you are going to create say five units.  You want the units to be Green Infantry Divisions and change by flipping to Green Infantry Brigades.  You are going to flip the units to reduce its combat strength unit. A second flip will restore the unit to full strength.  Now you make five Pieces of the Class named Green Inf Div. There is no need to make any Pieces of the Green Inf Bde, because the Green Divisions are going to flip to Brigades and you don't want ten Pieces floating around, only five.  Each Piece also has a name and the Piece Values data also has eight possible entries.  You are going to call the Piece's Guard, 1, 2, 3, and 4.  Those will be the names of your Divisions.  The only Piece Data you will enter will be the Stacking value which is "2".  As each Piece is created, you add the name and data.  When done you have now five units, each with its individual Piece Name (Piece ID) and all with a Class Name (Class Type) of Green Inf Div.  Now you edit the flip definitions.  You find the Parent Green Inf Div and make it a Flip To Green Inf Bde.  You also find the Parent Green Inf Bde and make it Flip To Green Inf Div.  Now you are finished.  In checking you see that the first unit is called Piece ID - Guard, Class Type - Green Inf Div, Piece Values - 2, Class Values 4-4-4.  We flip that unit and the unit now reads Piece ID - Guard, Class Type - Green Inf Bde, Piece Values - 2, Class Values 2-2-4.  So flipping changes the Class information, but the Piece information stays the same.  All members of the Class share class information, but Piece information is unique to each unit but shared with all flips of that unit.


SAVES: All symbols, maps, and games need to be saved.  Only Terrain and Unit Symbols are saved as you go.  With maps and games I have had frequent trouble with the "Save" feature so I use "Save As..." instead.  When I write "Close", do the following to return to the ADC2 Logo screen for each mode:



Symbol Mode: LC File \Exit.



Map Mode: LC File \Save As..., LC the name of map (.map) file that you are saving (or type a new file name if you want to preserve the original map), and LC "Save".  Now LC File \Exit.



Game Mode: LC File \Save As..., LC the name of the game (.OPS) file that you are saving (or type a new file name if you wish to preserve the original game file), and LC "OK".  LC "Yes" if your are replacing an older file of the same name.  Now LC File \Exit \ OK.

DISCLAIMER:  I am not a computer guy, so things may not always go the way I say or think that they should go.  I am not trying to patronize anybody either by making this thing so basic.  If you don't need it, that's fine.  It's just made the way that I would like to have it so that I could print a small section and follow the detailed directions to do task.
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1. How To Change a Unit Symbol:

Start in Symbol Mode and LC Game Pieces.  A "Map/Board Symbols" window will open.  Scroll down the list of Game Pieces (Unit Symbols) by LC-H the down arrow beside the list window until the name of the Unit Symbol that you wish to change is visible, for example "Blue 4-4 Inf Div", and then LC that line to highlight (turn blue) the selection.  A Level 3 picture of the selected Game Piece symbol will be displayed in a window in the upper right of the "Game Pieces" window.  LC Edit.  A window titled "Symbol Editor ADC2:blitzkrieg2" will open showing the Level 1 Unit Symbol.

a.  To change a color: Select the new color you wish use from the 256 color pallet in the upper right of the window, LC on the color.  (Alternatively, you can make a custom color by LC Custom, then setting the Hue: Sat: Lum: values, the Red: Green: Blue: values, or adjusting the target circle and slider by LC-H.  The new color will show in the Color|Solid window.  LC "Add to Custom Colors".  The new color will now show in a small Custom Colors window on the left.  Now LC "OK" and the "Color" window will close and the new color will be transferred to the primary color window below the color pallet in the "Symbol Editor ADC2:blitzkrieg2" window.  If you wish to change all cells of a single color to a new color, LC the "Switch Color" tool icon and then LC any one of the cells that you wish to change.  If you wish to change only a single cell or a small number of cells, LC "Set Draw Mode", "Set Line Draw Mode". "AirBrush", or "Fill Region" tool icon and then LC (or LC-H) the cell(s) you wish to change.  Then LC "Zoom +" and change the Level 2 colors.  Again LC "Zoom +" and change the Level 3 colors.  Now LC "Save", and after the "Save" grays out, LC "Next" to continue with another symbol or Close if you are finished. 

b.  To make a unit partially transparent: If you wish to make a section of a symbol transparent so that the terrain underneath it shows through, LC pallet color "015" in the upper right corner of the color pallet to establish that color as the primary color. If you wish to make all cells of a single color transparent, LC the "Switch Color" tool icon and then LC any one of the cells that you wish to change.  If you wish to change only a single cell or a small number of cells, LC "Set Draw Mode", "Set Line Draw Mode". "AirBrush", or "Fill Region" tool icon and then LC (or LC-H) the cell(s) you wish to change.  Then LC "Zoom +" and change the Level 2 color.  Again LC "Zoom +" and change the Level 3 color.  Now LC the small box immediately to the left "X-Image" to place a checkmark there.  Then LC "Save", and after the "Save" grays out, LC "Next" to continue with another symbol or Close if you are finished.   In a game, the terrain on which this unit sits will now show thru the transparent cells of the unit.  If this unit sits on top of others that are not transparent, those units will show thru the transparent sections.

c.  To change a line, number, or picture: You should first remove the existing line, number or picture by zooming (LC "Zoom +") to the level of the Unit Symbol that you are changing.  LC "Grab Color" tool icon and then LC a cell that is the background color.  Now LC "Set Draw Mode", "Set Line Draw Mode", "AirBrush", or "Fill Region" tool icon and then LC (or LC-H) the cell(s) you wish to convert to background color.  If you have a large area to change, you can use the "Filled Rectangle" or "Filled Ellipse" tool and then LC "Fill Region" and LC on of the gray cells within rectangle or circle that you created.  You can erase the whole symbol by LC "Clear to Secondary Color" (CLR) button.  After erasing the old stuff, select the color you wish use from the 256 color pallet in the upper right of the window and LC on the color.  LC "Set Draw Mode", "Set Line Draw Mode". "AirBrush", or "Fill Region" tool icon and then LC (or LC-H) the cell(s) to make your new line, number or picture.  Don't forget to change the other zoom levels if necessary.  Now LC "Save", and after the "Save" grays out, LC "Next" to continue with another symbol or Close if you are finished.

d.  To import a picture: You can change the picture on a symbol by importing another picture from some other file on your computer.  Say you want to put a picture of the President on a symbol.  First to have to have a picture of the President on another file, second the picture must be small enough (or made small enough) to fit on the Game Piece, and third the picture must be in bitmap (".bmp") format.  If you have a large picture of President, there are print or paint computer programs that can reduce the pixel size, touch-up the picture, and change the file format to ".bmp".  A scanned picture can also be used.  Just don't forget that the pixel size of the Unit Symbol is pretty small.  LC "Zoom +" to the level on which you want to put your new picture.  You should probably use the level (Zoom 3), normally the level with the largest Game Piece.  LC Image Regions\Import Image Region and navigate to the file where the new picture is located and DC the picture.  A small sheet will then appear attached to the mouse pointer.  Place the mouse pointer over the cell where you want the upper-left corner of the new picture to be and LC.  Then LC "Save", and after the "Save" grays out, LC "Next" to continue with another symbol or Close if you are finished.

e.  To make a smaller zoom level from a larger one: Say that you've made a Level 3 picture of the President on a Unit Symbol and you also want to use the same picture for the Level 1 and Level 2 Unit Symbols.  LC "Zoom +" to Zoom Level 3.  LC Edit\Scale Copy Level 3 to Level 2 and the Level 3 picture scaled to Level 2 will appear.  Most times a little touching up will be necessary and then LC Edit\Scale Copy Level 2 to Level 1.  Again touch up will probably be needed and often this picture may be too small to be useable at all.  Then LC "Save", and after the "Save" grays out, LC "Next" to continue with another symbol or Close if you are finished.

2.  How To Change a Terrain Symbol:

Start in Symbol Mode and LC Map/Board Symbols.  A "Map/Board Symbols" window will open.  Scroll down the list of Terrain Symbols (Map/Board Symbols) by LC-H the down arrow beside the list window until the name of the Terrain Symbol that you wish to change is visible, for example "Clear", and then LC that line to highlight (turn blue) the selection.  A Level 3 picture of the selected terrain symbol will be displayed in a window on the upper right of the "Map/Board Symbols" window.  LC Edit.  A window titled "Symbol Editor ADC2:blitzkrieg2" will open showing the Level 1 Terrain Symbol.

a. To change a color: Follow the same procedure as in 1a.

b. To make terrain partially transparent: Follow the same procedure as in 1b. On a map, the Primary Terrain on which this symbol is placed as Secondary Terrain will show thru the transparent cells.  If this terrain sits on top of other Secondary Terrain, the Primary Terrain will only show through those cells that are transparent on all of the other Secondary Terrain Symbols.  The latest Secondary Terrain Symbol will overlay the previous one(s), so put down rivers before roads if you want the roads to bridge the river. 

c. To change a line, number, or picture: Follow the same procedure as in 1c, substituting the words Terrain Symbol for Unit Symbol.

d. To import a picture: Follow the same procedure as in 1d, substituting the words Terrain Symbol for Game Piece and Unit Symbol.

e. To make a smaller zoom level from a larger one: Follow the same procedure as in 1e, substituting the words Terrain Symbol for Unit Symbol.

3.  How To Make a New Unit Symbol: 

Start in Symbol Mode and LC Game Pieces.  If the new symbol you want to make is the same size in all three levels as an existing one, it is probably best to "Copy" the old symbol and change the picture or information. If the new symbol you want does not have all three levels the same size as an old symbol then you must "Create" a new symbol.  New Unit Symbols that are added to a set can be reorder amongst themselves before you add them to the game.  But DON'T move them into the area of Unit Symbols that were already existing and DON'T reorder them once you have brought them into the game.  This means that you can only reorder the new, unused symbols, not the old symbols.

a. To copy an old Unit Symbol: Scroll down the list of Game Pieces (Unit Symbols) by LC-H the down arrow beside the list window until the name a Unit Symbol that is a little bit like the symbol you want to make.  If there is no symbol close to what you want, it is probably best to use one of the blanks, for example: "Blue Blank" and then LC that line to highlight (turn blue) the selection.  A Level 3 picture of the selected Game Piece symbol will be displayed in a window in the upper right of the "Game Pieces" window.  LC Copy.  A new window titled "Enter Symbol Name" will open.  Make up a new name, say  "Green Blank" for the Unit Symbol and LC "OK". An exact duplicate of the Blue Blank will now open at Level 1 in a window titled "Symbol Editor ADC2:blitzkrieg2". Now follow paragraph 1,"How To Change a Unit Symbol," instructions to change the Unit Symbol to what you want.

b. To create a new Unit Symbol: LC Create New.   A new window titled "Create New Unit Symbol" will open.  Set the height and width of the new piece for all three zoom levels by LC-H the up or down arrows and type in a name for the piece, for example "Blue Flag".  The piece can be rectangular or square and larger or smaller than the hexes.  The green background behind each adjustable piece is the size of the terrain hexes.  Then LC "OK".  A window titled "Symbol Editor ADC2:blitzkrieg2" will open at Level 1 with a blank Unit Symbol. Now follow paragraph 1,  "How To Change a Unit Symbol," instructions to change the Unit Symbol to what you want.  Of course, now you will have to make a whole symbol rather than just a small segment of one.

4. How To Make a New Terrain Symbol 

Start in Symbol Mode and LC Map/Board Symbols.  All Terrain Symbols must be the same size, so whether you "Copy" or "Create" a new symbol doesn't matter very much.  If you "Copy" a symbol, the new symbol will be the same as the one you copied until you change it, and if you "Create New" a symbol, it will be the same as the Blank symbol at the top of the Terrain Symbol list until you change it.  New Terrain Symbols that are added to a set can be reorder amongst themselves before you add them to a map.  But DON'T move them into the area of Terrain Symbols that were already existing and DON'T reorder them once you have brought them onto a map.  This means that you can only reorder the new, unused symbols, not the old symbols.

a. To copy an old Terrain Symbol: Scroll down the list of Terrain Symbols (Map/Board Symbols) by LC-H the down arrow beside the list window until you find a Terrain Symbol that is like the symbol you want to make.  If there is no symbol close to what you want, it is probably best to follow the next paragraph and "Create New".  LC Copy.  A new window titled "Enter Symbol Name" will open.  Make up a new name, say  "Mud" for the Terrain Symbol and LC "OK".  An exact duplicate of the original symbol selected will now open at Level 1 in a window titled "Symbol Editor ADC2:blitzkrieg2".  Now follow "How To Change a Terrain Symbol" instructions in paragraph 2 to change the Terrain Symbol to look like what you want.

b. To create a new Terrain Symbol: LC Create New.  A window titles "Enter Symbol Name" will open.  Make up a name, say  "Water" for the new Terrain Symbol and LC "OK".  A duplicate of the Blank terrain at the beginning of the terrain list will open at Level 1 in a window titled "Symbol Editor ADC2:blitzkrieg2".  Now follow "How To Change a Terrain Symbol" instructions in 2 above to change the Terrain Symbol to look like what you want.

5.  How To Change a Map


There are two types of Terrain Symbols on a map: Primary and Secondary.  Primary Terrain Symbols form the base of the map while Secondary Terrain Symbols generally provide additional features.  For example "Clear" is used as a Primary Terrain Symbol.  There are no transparent cells in "Clear" terrain.  "Swamp" is a Secondary Terrain Symbol with many transparent cells that must be placed on top of "Clear" - together they signify swamp terrain.  If a Terrain Symbol with transparent cells were placed as Primary Terrain, the "table" on which the map sat would show through.  Some Terrain Symbols, "Fortified" for example, have both a Primary and a Secondary Terrain Symbol.  There can be only one Primary Symbol in a hex.  If you place another symbol in a hex as Primary Terrain, it will replace the Primary Terrain Symbol formerly there.  I do not know the limit for Secondary Terrain Symbols if there is one.  The first one placed is established as Secondary Terrain and all others are established as "Additional Attributes".  They overlay one another in the order placed.  If you remove a symbol from the Secondary Terrain slot and have other Secondary Terrain Symbols already laid as Additional Attributes, the next Secondary Terrain Symbol placed will go into the vacant Secondary Terrain slot.  So, if you want a new Secondary Terrain Symbol to appear over one already listed in the Additional Attributes, you will have to move or place another piece of Secondary Terrain in the vacant Secondary Terrain slot first.  

a.  To Change the Primary Terrain: Start in Map Mode and DC Sample Board.map.  The sample board shows available Primary and Secondary Terrain in the original Blitzkrieg2 symbol set.  LC "Zoom In" to Level 2 or 3 for a better view.  Note the name of the Primary Terrain Symbol that you wish to use.  Now go back to Map Mode and DC the map that you wish to change, for example: "Tournament Board.map".  Locate the general area of the terrain piece you wish to change and LC "Zoom In".  Then LC Map Board Symbols on the top menu and LC "Place Primary Map/Board Symbol".  LC-H the down arrow on the "Place Terrain..." list until you locate the name of the Terrain Symbol that you wish to use.  LC the desired Terrain Symbol's line.  It will highlight (turn blue).  Now LC the specific hex you wish to change and the new Primary Terrain selection will replace the old terrain.  When finished, save and Close the map.

b.  To remove unwanted Secondary Terrain: Because Secondary Terrain is just laid on top of what is already there, you may often want to get rid of one piece of Secondary Terrain when adding another.  Or, you may wish to remove one piece of Secondary Terrain so that it can be laid down again on top another Secondary Terrain feature to make it appear that the first one goes over, rather than under, the other.  Start in Map Mode and DC the specific map that has the Secondary Terrain Symbol that you wish to remove.  LC "Zoom In" to Level 2 or 3 for a better view.  RC the hex you wish to alter.  A HexInfo window will open.  LC the specific line of Secondary Terrain or Additional Attributes that you want to delete.  The line will highlight (turn blue).  Now LC the "Clear Element" button and the highlighted line will disappear.  Then LC "Exit" and the window along with Secondary Terrain you are trying to dispose of will disappear.  Additional Secondary Terrain pieces added to a map are listed as Additional Attributes in the HexInfo window.  The order is important.  For example if you want a bridge to go over a river the river must be placed on the map before the road.  When finished, save and Close the program.

c. To remove unwanted Hex Lines and Hex Sides: Hex Lines go from the center of one hex to the center of another.  Hex Sides follow the grid lines between hexes.  As a hex line spans two hexes, there may be times that you want to remove just half the line leaving the other half alone.  To remove half of a hex line, start in Map Mode and DC the map from which you wish to remove the partial Hex Line.  LC "Zoom In" to Level 2 or 3 for a better view.  RC the hex you wish to alter.  A HexInfo window will open.  LC the specific line that you want to delete in the Hex Lines box.  (Sometimes you may wish to get rid of just one line and there are lots of lines with the same name.  They are listed in the order you made them, so if you can remember the order, it will help.)  The line will highlight (turn blue).  Now LC the "Clear Element" button and the highlighted line will disappear.  (Or, LC "Clear Section" and all elements in the Hex Lines box will disappear.)  Then LC "Exit" and the window along with the lines that you are trying to dispose of will disappear.  To remove the other half of a Hex Line, you must move to the hex that the remaining section of Hex Line is in and repeat the process.  Hex Sides can be removed in the same manner from the Hex Sides box.  An alternate method of removing a Hex Side can be done by a second click on an existing Hex Side.  To do this start in Map Mode and DC the specific map that has the Hex Side that you wish to remove.  LC "Zoom In" to Level 2 or 3 for a better view.  LC HexSides \Add/Modify HexSides.  LC the specific type of side that you want to remove in the Definitions window.  That line will highlight (turn blue).  Now LC "Done" and then LC over an existing Hex Side of the same type on the map to remove it. When finished, save and Close the program.

d.  To add Secondary Terrain: Start in Map Mode and DC Sample Board.map.  The sample board shows available Primary and Secondary Terrain in the original Blitzkrieg2 symbol set.  LC "Zoom In" to Level 2 or 3 for a better view.  Note the name of the Secondary Terrain Symbol you wish to use.  Now go back Map Mode and DC the map you wish to change, for example: "Tournament Board.map".  Locate the general area where you wish add the Secondary Terrain and LC "Zoom In" again.  Then LC Map Board Symbols on the top menu and LC "Place Secondary Map/Board Symbol".  LC-H the down arrow on "Place Terrain..." list until you locate the name of the Terrain Symbol you wish to use.  LC the desired Terrain Symbol's line, and it will highlight (turn blue).  Now LC the specific hex or hexes where you want to add the new Secondary Terrain and it will be added to the map.  When finished, save and Close the program.

e.  To add a Hex Line: Start in Map Mode and DC the map, for example: "Tournament Board.map, to which you want to add the Hex Line.  LC "Zoom In" to Level 2 or 3 for a better view.  LC HexLines \Add HexLines and a window titled "HexLines" will open.  If you are continuing with a line that already exists, LC that line type in the "Definitions" box, and it will highlight (turn blue).  Now LC "Done" and return to the map.  LC on a hex places a red box in that hex.  LC on an adjacent hex will move the red box to the new hex and a line of the type selected will be drawn between the centers of the two hexes.  If you are making a new line that is not defined, LC "New" while in the "HexLines" window.  Erase the "New Line" entry in the "Line Definition Name" window and type in a new name, for example "Canal".  Now LC "Set Color", LC one of the 256 colors on the pallet, and LC "OK".  The selected color will now show in the window in the "Line Color" box.  Adjust the priority of the Line by LC-H the small arrows in the "Draw Priority" box and LC an alternate dot in the "Line Style" box if a Solid line is not what is wanted.  Now LC-H the arrows in the "Line Size" box to set the width of the line in pixels for each of the three zoom levels. Now LC "Save" and "Done" to return to the map.  Apply hex lines as formerly described.   When finished, save and Close the program.

f.  To add a Hex Side: Start in Map Mode and DC the map, for example: "Tournament Board.map, to which you want to add the Hex Side.  LC "Zoom In" to Level 2 or 3 for a better view.  LC "Preferences" and if one sub-heading reads "Add HexSide Mode is Map" return to the map.  If the "Preferences" sub-heading reads "Add HexSide Mode is Form", LC the line to change it to read "Add HexSide Mode is Map" and then return to the map.  This allows you to LC on a highlighted hex side to place a Hex Side line there.  (Using the other mode provides a hex picture when you LC a map hex.  You can then select an existing Hex Side type and what Hex Sides on which you want that line.)  LC HexSides \Add/Modify HexSides and a window titled "HexSides" will open.  If you are continuing with a Hex Side type that already exists, LC that type in the "Definitions" box and it will highlight (turn blue).  Now LC "Done" and return to the map.  Moving the mouse pointer over the map will highlight Hex Sides.  When the Hex Side that you wish to place the line is highlighted LC and that Hex Side will now have the defined type line on it.  If you are making a new Hex Side that is not defined, LC "New".  Erase the "New Line" entry in the "Line Definition Name" window and type in a new name, for example "Canal".  Now LC "Set Color", LC one of the 256 colors on the pallet, and LC "OK".  The selected color will now show in the window in the "Line Color" box.  Adjust the priority of the Line by LC the small arrows in the "Draw Priority" box and LC an alternate dot in the "Line Style" box if a Solid line is not what is wanted.  Now LC-H the arrows in the "Line Size" box to set the width of the line in pixels for each of the three zoom levels.  Finally, LC "Save" and "Done" to return to the map. Moving the mouse pointer over the map will highlight Hex Sides.  When the Hex Side that you wish to place the line is highlighted, LC and that Hex Side will now have the defined type line on it. When finished, save and Close the program.

6.  How To Make a New Map: 

Perhaps you want to make an entirely new map using the blitzkrieg2 symbol set.  You can make a map for any game, the only catch is that the hexes must have the same orientation as those on the Blitzkrieg maps and all zoom levels for both Terrain and Unit Symbols will be the same size as those in the blitzkrieg2 symbol set.

a.  To make the map: Start \Programs \Aide De Camp 2 \Create and Edit Maps/Boards \File \Create New Map/Board.  This will open a window titled "Create a New Map/Board".  LC "Select Symbol Set" and a window of that same title will open displaying all the Game Sets in the ADC2 folder.  While you are here, LC the "Create New Folder" icon and make a folder entering the name of the game to which this new map will belong, say for example, "Nuts!".  Now DC "Blitzkrieg2" game folder and DC "blitzkrieg2" symbol set.  The Select Symbol Set widow will disappear and you are back at the "Create a New Map/Board" window only that now the path to the "blitzkrieg2" symbol set will be indicated and the Vertical Hex Orientation dot will be checked.  Set the number of rows and columns you want for your new map by LC-H the increase or decrease arrows for "Rows:" and "Cols:" entries in the "Map/Board Size" box.  When that is done LC "OK" and a new map will be started.  If you are not going to do anything more at this time, LC File\Save Map/Board As..., UOL to the Game Sets, DC the new "Nuts!" folder that you created for this map, type the name of the new map in the "File name:" window.  It can be named the same as the game or be different.  Then save and Close the program.
b.  To fill the map: Fill in the blank map with Terrain Symbols as explained in "5. How to Change a Map".
c.  To fill big spaces: Sometimes you will have large spaces to fill with the same terrain.  Rather than placing a hex at a time, you can fill a whole area at one time.  There is a rub, you can only fill an area within a space bounded by the same hex Terrain Symbol.  Let us say that you want to fill a large area on a map with "Clear" terrain.  Start in Map Mode and DC the map, for example "Nuts!.map, in which you want to fill that large area.  Then LC Map Board Symbols on the top menu and LC "Place Primary Map/Board Symbol".  LC-H the down arrow on the "Place Terrain as Primary" window's Terrain Symbol list until you locate the name of the Terrain Symbol that you wish to use.  LC that line, and it will highlight (turn blue).  Now outline the area that you want to fill by LC Primary Terrain Symbols into those hexes.  When finished with the outline, LC the small "x" in the upper right corner of the "Place Terrain as Primary" window to close that window.  Now, LC Map Board Symbols \Fill Primary Map/Board Symbol.  If you have just placed the outline hexes, the Terrain Symbol that you used should already be highlighted in the new window.  (If not, LC-H the down arrow beside the list until you find the Terrain Symbol with which you have completed your outline.  LC that line to highlight (turn blue) it.  Now LC "OK" to return to the map.  Then LC any hex within the outlined area and all hexes within that area should be filled with the new Primary Terrain Symbol - regardless of how many different Primary Terrain Symbols were within that are before.  A "Keep Changes?" window will now open.  If the fill is not what you wanted, there was probably a "leak" in your outline somewhere so LC "No" and fix the leak.  If the fill is what you wanted, LC "Yes".  If you are finished, save and Close the program.

d.  To make the grid lines: To place a grid on than map, you will first need a symbol for the grid.  There is a grid symbol in the "blitzkrieg2" set.  It is called "Grid", is colored green, and is on the list of Terrain Symbols.  It looks a little weird because to make the grid lines narrow, only half of the hex outline is used.  If you wish to change the color of the symbol, follow the procedure in paragraph 2a.  (The grid symbol is handled in the same manner as a Secondary Terrain Symbol, so it must be transparent except for the opaque edge.)  To add (or change) that symbol on a map, start in Map Mode and LC the name of the map on which you wish to make the grid.  Then LC Preferences \Select Map/Board Overlay Symbol.  A new window titled "Map/Board Symbols" will open.  Scroll down the symbol listing by LC-H until you locate the line of grid symbol that you wish to use.  LC that line to highlight it, and then click "OK".   Next, check Preferences \Map Overlay Symbol is:".  If it reads, "Off", LC the line so that it will read "On".  Your grid is now established.  If you are finished, save and Close the program.

7.  How to Resize an Existing Map: 

If you want to keep the old map, but make a new one based on the old one, you should first preserve the old one so it doesn't get changed.  

a.  To preserving a Map: RC "Start\LC Explore".  In the left window of the "Exploring Start Menu" locate "Adc2" under (C:) drive and DC.  DC "Game Sets" and then DC "Blitzkrieg2".  Locate the map that you wish to save in the right window, for example: "Tournament Board.map", and LC.  It will highlight (turn blue).  Now RC and a pop-up menu will open, go down the menu and LC "Copy".  Now minimize the "Exploring..." window by LC the small "-" in the upper right, DC Briefcase of Recycle Bin and shift the mouse the pointer to a blank area of the opened Briefcase or Recycle Bin and RC.  The LC "Paste".  A copy of the old map has now been temporarily preserved.  Don't forget to retrieve it before you dump the trash.

b.  To resize a Map: Start in the Game Mode and DC the game that uses the map that you wish to resize.  For example, if you want to change the "Tournament Board.map", open the "Blitzkrieg Tournament.OPS" game.  LC "Log-In Now" as any player.  LC "Advanced" on the top menu and then LC "Resize Board/Playing Area" on the drop down menu.  A warning notice will open.  LC "OK".  A window titled "Adjust Board/Playing Area Size" will open.  LC-H the little arrows to increase or decrease any side of the board.  Changes are made in multiples of 2 up to 50 hex rows or columns at a time.  (If you want to add or subtract more than 50, you will have to repeat this whole process.)  If you have playing pieces on the map in the area that you are trimming off, they will be sliced off too.  It seems to me that if you trim off a part of say the right side and there are units on the bottom left or center of the map, they may go too.  This is probably because the map reorders the numbers of all hexes and those higher numbered hexes that formerly had units on them were deleted.  The hexes seem to be numbered from the upper left to the lower right, so if you wish to preserve some units on the map shift them to an upper left area.  Now LC "OK".  You now have a new map, but you still need to do some adjustment and fill in the new hexes with terrain if you added hexes.  Now save and Close the game with the newly resized map.

c.  To correct the resized Map: Now open the map you just resized.  Start with Map Mode and DC "Tournament Board.map".  Note that there is also now a Tournament Board (BACKUP).map.  This backup is the old map before the resize job.  Go to "Map Sheets" on the top menu and LC.  Note that the "Pre-v2.08 Hex Layout" is checked on the drop down menu.  I don't know why this happens, but it messes up the hexes a bit so go down the list and LC that entry.  The check mark should now go away.  The map is still out of phase at this point so: Go to: "File\Save As..." on the top menu.  If you are replacing the previous map, you will probably want to keep the old map name so LC the old map name (Tournament Board.map), it will highlight, and then LC "Save".  If you want to preserve the old map under its original name, first rename the new map from Tournament Board.map to something else, for example: "Tournament Board 2.map".  Now LC "Save".  Go to: "File\Save As..." on the top menu again.  RC the Tournament Board (BACKUP).map, it will highlight and a menu will open.  Go down the menu to "Rename" and LC.  Rename the map "Tournament Board.map" by erasing the "(BACKUP)" notation. The game will now continue to use the old map and you still have the new map, but the new map is not associated, at the moment, with any game.  (If a game cannot find its correct map - or symbol set for that matter - use Explorer to remove the map that you don't want from the game folder, hide it from ADC2 temporarily, and open the game again.  ADC2 will let you find the correct map and reset the game links to that map.)  Now Close the program.

d.  To Finish the Resized Map: If you try to finish a resized map after adjusting the "Pre-v2.08 Hex Layout", but before saving and reopening the map, you may find that you cannot reach all the hexes.  So, close the program, reopen in Map Mode, and DC the new, re-sized board for example "Tournament Board 2.map".  You can now add terrain symbols as in paragraph 5 above.  When you are finished, save and Close the program.

8.  How to Make a New Unit:


Once you have a Unit Symbol you still need to get it into a game.  To do this you have to establish a class for the symbol, and then you can make as many pieces of that class as you need for your game.  

a.  To make a new Class: Start in Game Mode and DC the game, for example "Blitzkrieg Tournament.OPS", in which you want to use the new unit.  LC "Log-In Now" as any player.   LC New\Class from the top menu.  A window titled "Enter Information and Values For the New Class" will open.  On the left are windows for eight Class Values and on the upper right is a box with four buttons: "Save", "Cancel", "Edit Another", and "Delete".  Below that is another box with windows labeled "1." thru "5.".  LC the down arrow beside the small window below "2. Pick Symbol".  A list of Unit Symbols in the "blitzkrieg2" symbol set will open.  Use LC-H on the up and down arrows to scroll thru the list until you find the unit symbol name that you wish to use to make this new class.  LC the line for that symbol.  It will highlight (turn blue), a Level 3 picture of the unit will appear below the window, and the symbol's name may be copied to the "1. Enter Name" window above.  Now change the name to that you want the unit in the game to have by erasing, if necessary, the entry in "1. Enter Name" window and typing another.  For example with the Unit Symbol named "Blue 4-4 Infantry Division" you may wish to have a Class Name of just "Inf Div" because the other information is recorded in Class Values.  LC the down arrow beside "4. Owning Player" and LC the player whose unit this will be.  Numbers 3 and 5 won't be used unless you want to experiment with Unit Facing or Hidden Units.  Also set the Class Values.  (Caution: If you change the name of a Class Value, that name change will also effect all other units in the game.)  If a Class Value is unused, you can use that for any information you want to and label it appropriately.  Set numbers in the "Value:" box and LC the applicable button (Numeric, etc).  LC the "Not Used" button if that type of Class Value information is not needed for your new unit.  Now LC "Save".  Then LC "Edit Another" to continue or "Quit" (the "Cancel" button changes to read "Quit").  When finished, "Quit" and Close the game program.  Note: You get many caution notices while making Classes.  One occurs with your first class, and others occur if you use the same Class Name (no problem, you may want to) or have a Class Value out of sync (for example, a numeric with the "not used" button checked which you should correct).

b.  To Make New Units: Start in Game Mode and DC game to which you want to add units.  LC "Log-In Now" as any player.  LC New\Pieces and an "Add New Pieces to the Game" window opens.  Select the Class from which you want to make the new Pieces (Units) by LC-H the arrows beside the Class list window and LC the line of the specific Class that you want to use to select the line.  It will highlight (turn blue).  You can also type the first few letters of the Class and the computer will try to find the Class that you are looking for.  (If Preferences\Sort Classes Alphabetically is checked, the Class will be in alphabetically sequence.)  Now set the quantity of units that you want by LC-H the increase or decrease arrows in the "2. Select Quantity and ADD" box.  When the number of units that you wish to make is reached, LC "ADD to List".  The quantity and number of units should now be shown in the "List to Be Placed..." box.  (Caution: The note about no more than 100 units at a time should be carefully heeded.)  It is probably best to place a check in both boxes at the bottom of the "Add New Pieces to the Game" window.  When the top box is checked, a "Enter Values and Properties for a New Piece" window for each unit occurs when you begin placing the units on the map.  This allows you to add Piece Values and a Piece Name for each unit.  When the bottom box is checked, you return automatically to this window after all the units are placed on the map.  (Otherwise, you must check "OK" when you put the units down before you click anywhere else on the map.  If you accidentally click somewhere else on the map before you click "OK", you will duplicate the units that you have already placed.)  Now LC "Place Now" in the "Add New Pieces to the Game" window.  The "Add New Pieces to the Game" window disappears and the map is again active.  When you LC any hex on the map, the "Enter Values and Properties for a New Piece" window will open with the first unit on your add list.  Set the Piece Values and Piece Name for the Unit.  (Caution: If you change the name of a Piece Value, that name change will also effect all other units in the game.)  Place a check mark in the box "3. Draw this piece 'on top' of others" if you want this unit to always be placed on top of others in a hex.  When all units on the list have been placed, the "Add New Pieces to the Game" window will appear again.  If you wish to add no other units, LC "Cancel" to return to the map.  When you are finish, save and Close the game program.

9.  How to Change Unit Data


Often data initially placed with a unit may be in error or absent altogether.  To correct that you need to change the unit data.


a.  To change Class Data: Start in Game Mode and DC the game that has the unit you want to correct.  LC "Log-In Now" as any player.  LC "Zoom In" on the map for a better view.  Locate a hex that has the unit that you wish to change and LC the hex.  A window titled "Selected Pieces For Action" will open listing all the units in the hex.  DC the "Class Values" data line for the unit that you wish to change.  A new window titled "Edit Existing Class Values and Information" will open.  This window has the same data fields (without the numbers) as in 8a above.  Make the changes necessary and when finished, LC "OK" or the small "x" in upper right.  Then LC "OK" or the small "x" in upper right again to return to the map.  Don't forget, when you change the Class data for one unit, you change the Class data for all units of the same Class.  When finished, Close the game program.


b.  To change Class Data - alternate: A second method exists to change Class data. Start in Game Mode and DC the game that has the unit you want to correct.  LC "Log-In Now" as any player.  LC Edit \Classes on the top menu.  Locate the Class that you want to correct from the list in the "Select Class to Edit" window.  LC the class to highlight it and then LC "Select". A new window titled "Edit Existing Class Values and Information" will open.  Correct the data and click "OK" or the small "x" in the upper right to return to the map. When finished, Close the game program.


c.  To change Piece Data: Start in Game Mode and DC the game that has the unit you want to correct.  LC "Log-In Now" as any player.  LC "Zoom In" on the map for a better view.  Locate a hex that has the unit that you wish to change and LC the hex.  A window titled "Selected Pieces of Action" will open listing all the units in the hex.  DC any data line for the unit you wish to change except the "Class Values" or "Player" lines.  A new window titled "Edit Existing Piece Values and Information" will open.  This window has the same data fields (without the numbers) as in 8b above.  Make the changes necessary and when finished, LC "OK" or the small "x" in upper right.  Then LC "OK" or the small "x" in upper right again to return to the map.  Don't forget when you change the Piece data for one unit, you change the Piece data for all flips of that unit. When finished, Close the game program.

10.  How to Change a Flip: Sometime you may want to change a flip definition.  Start in Game Mode and DC the game that has the unit you want to change.  LC "Log-In Now" as any player.  LC Edit \Flip Definitions on the top menu.  A window titled "Edit Auto-Flip Definitions" will open.  Locate the unit for which you wish to establish the flip (or new flip) by LC the arrow beside the "Parent" window and LC-H the up or down arrows to scroll thru the Class List.  (Note: You can only flip a Class and when you establish a flip for a Class, all units of that Class will have the same flip even though the Piece Data for each unit will remain unique.)  When you find the Class name, LC and the line will highlight and a picture of the unit will be displayed in the bottom of the "Parent" box.  Sometimes if you have a number of units with the same class name, the one you wish to change may be difficult to locate.  (Note: If it is too hard to find a unit because lots of unit share the same Class Name, use the procedure in 9a or 9b to change the Class name to something uncommon so that you can find the unit more easily.  Use the same procedure to change the Class Name back later.)  Then locate the Class that you want the Parent Class to flip to in the "Flip To" window and LC it.  The Class name will highlight and a picture of that Class will be displayed at the bottom of the "Flip To" box.  If you wish the flipped to unit to flip back to the parent, place a check in the box to the left of "Automatically create reciprocal definition..." by LC.  Now LC "Save and Exit" if you are finish or "Save and Continue" if you want to define more flips.  If a flip has already been established for the either the parent and/or flip to unit, a warning window(s) will open asking if you wish to change the former flip definition.  LC "Yes". When finished, Close the game program.

11.  How to Change Force Pools: 

Start in Game Mode and DC the game that has the unit you want to correct.  LC "Log-In Now" as any player.  LC New \Force Pool on the top menu. A window titled "Create or Edit Force Pools" will open.  

a. To add a Force Pool: On the right hand side of the "Create or Edit Force Pools" window, LC "Make New Pool".  A small "Edit Name/Text" window will open.  Type the name of the new Force Pool in the window and LC "OK".  Then LC "Done/Cancel" to return to the map. When finished, save and Close the game program.

b.  To change a Force Pool name: On the left hand side of the "Create or Edit Force Pools" window, DC the name of the Force Pool that you want to change.  A small "Edit Name/Text" window will open.  Type the new name of the Force Pool in the window and LC "OK".  Then LC "Done/Cancel" to return to the map.  When finished, save and Close the game program.

c.  To change the order of Force Pools: On the bottom left hand side of the "Create or Edit Force Pools" window, LC "Set Display Order" button.  A window titled "Adjust Force Pool Display Order" will open.  LC the specific pool that you wish to move.  It will highlight (turn blue). Now LC-H the up or down arrows on the right to move the pool up or down in the display order.  Continue until all pools are in the order desired and then LC "Done". Then LC "Done/Cancel" to return to the map.  When finished, save and Close the game program.

d.  To add new units of a Force Pool: New units can be directly added to a Force Pool rather than to the map.  On the left side of the "Create or Edit Force Pools" window LC the Force Pool to which you want to add the new units.  It will highlight (turn blue).  Then on the right side of the "Create or Edit Force Pools" window LC "Add New Pieces".  An "Add New Pieces to the Game " window will open.  Follow the procedure in paragraph 8b.  When finished, the new units will be added to the selected Force Pool.  Then LC "Done/Cancel" to return to the map.  When finished, save and Close the game program.

e.  To Delete a Force Pool: On the left side of the "Create or Edit Force Pools" window LC the Force Pool that you want to delete.  It will highlight (turn blue).  Then on the right side of the "Create or Edit Force Pools" window LC "Delete Pool".  The selected Force Pool and all the units in that pool will disappear.  Then LC "Done/Cancel" to return to the map.  When finished, save and Close the game program.

12.  How to Remove a Unit from a Game:


a.  To delete a unit in a Force Pool: Start in Game Mode and DC the game that has the unit that you want to delete.  LC "Log-In Now" as any player.  LC New \Force Pool on the top menu.  A window titled "Create or Edit Force Pools" will open.  On the left side of the "Create or Edit Force Pools" window, LC the Force Pool that contains the unit that you want to remove from the game. The selected Force Pool will highlight (turn blue).  In the center "Selected Pieces For Action" column of the "Create or Edit Force Pools" window LC the unit you wish to delete.  The unit will now appear in red in the next "List Selected For Action" column.  (If you wish to select all or most pieces in a Force Pool, LC "Select All" from the "Selected Actions" box on the right.  All units will now appear in the "List Selected For Action" column.  LC any units you wish to de-select in the "List Selected For Action" column to return them to the "Selected Pieces For Action" column.)  Now LC "Delete Pieces" on the right to remove the selected units from the game.  Then LC "Done/Cancel" to return to the map.  When finished, save and Close the game program.


b. To delete a Unit on the Map: Start in Game Mode and DC the game that has the unit that you want to delete.  LC "Log-In Now" as any player.  LC "Zoom In" to see the units better.  Locate the hex where the unit you wish to delete from the game is located and LC.  A "Selected Pieces For Action" window will open displaying all the units in the hex.  If not all the units in the hex are to be deleted, LC those units that are to be deleted.  Now LC "Remove Pieces" button at the bottom of the window.  A "Remove From Board Options" window will open with the first Unit's Piece ID and Class Type displayed.  Options are offered to remove the unit from the game or to a Force Pool.  LC the desired option.  If Force Pool option is checked, then LC the specific Force Pool to which the unit should be sent.  The selected Force Pool will highlight (turn blue).  Then LC "Remove Now!".  The unit will be deleted and the view returned to the map.  When finished, save and Close the game program.
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