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1.  GENERAL INFORMATION (back to TABLE OF CONTENTS)

In the following paragraphs, I'll use LC for left click, LC-H for left click and hold, DC for double left click, and RC for right click on the computer's mouse buttons.  Also, for items on a drop down menu, I'll use a "\" between items so that Help \ The Play Game Module \ Play Game Menu Bar means: LC on "Help", go down the Help menu to The Play Game Module and LC, and go down to Play Game Menu Bar and LC.  Not everybody has the same computer configuration.  I'll do the best that I can, but if things don't go exactly the way I say, you may have to find some files using the Find feature on your computer.  Just to set the record straight, I am running ADC2, version 2.11 under non-active desktop Windows98 ® operating system.  I use Outlook Express ® version 5.5 for e-mail and WinZip ® (Classic) 8.0 file compression.  The computer is a Packard-Bell Platinum 4400 ® Personal Computer (yah, I know, not the one you would have chosen, but it is the only one that I can use around here) with 266 MHz Intel II processor and 6.5 Gig hard disk.  OK, so it breaks down often, but it’s the only one that my son lets me use.

2.  GETTING SET UP (back to TABLE OF CONTENTS)

· You must have Aide De Camp 2 (ADC2), and it must be "installed" on your computer.  The installation is done in the same manner as with other computer programs.  ADC2 can be obtained from Chips and Bits on-line game store <http://www.cdmag.com/>.  Then find the “Game Store” button and click with the left mouse button.  Now find the “War” genre under browse on the left listing and left click again.  Now scroll down the list to Aide De Camp 2.  It’s available for a reasonable price plus shipping and handling.

· ADC2 should be updated to the latest configuration.  To do this, go to HPS Simulations' web site <http://hpssimulations.com/support/Download >, left click on "Patch File", and download the latest version.  Follow the instructions posted on the web site for installing the patch.

· You also need to download the Blitzkrieg module.  This can be obtained from Nick Bell's web site <http://www.hkl1.com/ADC2.htm>, the same place that you probably got these instructions.

· Use Explorer to navigate to C: \ Adc2 \ Game Sets and make a “New Folder”.  Rename the folder “Blitzkrieg2” (without the quotes).  Extract the downloaded Blitzkrieg2 module into this Blitzkrieg2 folder.  

· All the above are pretty basic computer actions.  Only took me about a year or so to learn how to do all that stuff.  If you need help with any of above, e-mail or call me – address and numbers are at the bottom.

3.  OPENING THE GAME: (back to TABLE OF CONTENTS)
· LC on the Start button at the bottom left of the computer screen.  LC on Programs.  Scroll down the Programs menu to and LC Aide De Camp 2.  An ADC2 screen will shortly appear.  LC on the large Make and Play Games button in the upper right.  (Figure 1.)  Maximize the Play Game screen.
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Figure 1
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· LC on File menu heading in the upper left. (Figure 2.)  LC on Open. A window titled "Select an ADC2 Saved Game to Load" will open.  The small "Look In:" should read "Game Sets".  Locate the Blitzkrieg2 folder and DC it. You are now in the Blitzkrieg2 folder.  There are a number of files located here.  All should end with the file label ".OPS".  Assuming you wish to play the Blitzkrieg Basic game, locate the "Blitzkrieg Basic.OPS" title and DC.
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· A window titled "Player Selection and Initial Log-In" will open.  First, select the player whose side you are going to take by LC the small down arrow and then LC the player name, Great Blue or Big Red.  Then LC the "Log-In Now" button. (Figure 3.)
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Figure 3

· After a brief wait, the Blitzkrieg Level 1 map will open.  LC the small "maximize" button (the middle one in the group of three small buttons on the top right of the screen) if necessary to expand the map to its fullest extent.  There are six areas of the screen that will be used (Figure 4):
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Figure 4

1. Menu Bar -- across the top of the screen  

2. Icon Bar -- directly below the Menu bar 

3. Map Area -- the large central portion of the screen

4. Unit Data Box -- the yellow area on the left below the map

5. Terrain Data Box -- the blue area on the right below the map


6. Bottom Bar – A one line bar across the bottom of the screen

4.  THE GAME SCREEN: (back to TABLE OF CONTENTS)
a. Menu Bar (Figure 5.): (back to TABLE OF CONTENTS)
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Figure 5

· There is a lot of stuff under each menu heading, but I am only going to cover that which is necessary to play the Blitzkrieg Basic game.  I'll skip the stuff needed to edit, change, and make games.  But if you want to know more, LC Help \ The Play Game Module \ Play Game Menu Bar and Nick Bell also has a lot of important stuff on his site.  Some of the ADC2 features that I am skipping are Facing, Cards, Hidden Units, and Line of Sight.

· File:
New Game: Not used

Open: Only really needed when you want to go back and open a different “.OPS” file.

Save: This is supposed to save your current position, but I’ve had rather bad luck with this feature and advise using the “Saved As…” instead.  They both do (or should do) about the same thing.

Saved As…: When you first start a game – either with an opponent or solitaire – you really need to “Save As…” the game with a new file label before you do anything else.  This allows the original file “Blitzkrieg Basic.OPS” (or what ever game you open) to be preserved from possible loss.  For example, you could re-label to “Game1Blue00”.  The number at the end of the label will be the turn with “00” being the setup and “01” thru “15” the turns.  Using a two-digit number allows the turns to line up in sequence in the Blitzkrieg2 game folder.  When you “Save As…”, the “.OPS” file type will be added automatically, so do not put on that tag. 

Exit: This is used to leave the program.

Recently used files: This is just another way to open recently used files.

· Edit: Not used

· New: 

Player: Not used
Class: Not used
Pieces: Not used

Force Pool (Figure 6.): The only items in the Force Pool are control markers in the alternate colors for Blue and Red.  As a Blue control marker flips to Red, extra markers are need for the alternate colors of gray and tan.  
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Figure 6

The names for these alternate markers come from the Simulations Publications, Inc., names for Great Blue and Big Red – Azurnerreich or Azur (The Blue Empire) and Krasnynorad or Kras (The Red State).  The Azur markers are gray and the Kras markers are Tan.  To retrieve an item from the Force Pool, LC New \ Force Pool.  A new window titled “Create or Edit Force Pools” will open.  Then from the list in the left window, LC the specific pool from which you want to draw units.  This selects (highlights and turns blue) the pool (in this case as there is only one pool, it will already be selected).  The items in the selected pool will now be shown in blue type in the center, “Selected Pieces For Action”, window.  Now LC the specific unit or units from that center window list that you want to put into the game.  They will now show in the right, “List Selected For Action”, window in red type.  LC on a unit in the right window will return it back to the pool.  Now LC “Place Now” and the “Create or Edit Force Pools” window will disappear and you will be returned to the map.  LC on a map hex will deposit all the selected for action pieces into that hex.

· Facing: Not used
· Replay:

Show All: Runs the Replay feature that allows you to see what you or your opponent did this turn.  Before you begin a Replay, you should adjust the Zoom Level to one that better shows unit detail than Zoom Level 1.  Zoom Level 2 is good.  (See Adjusting Zoom Level on the Icon Bar)  To run the Replay, LC Replay \ Show All.  A new window titled “Replay Settings” opens. The upper portion of this window allows you to set the amount of delay between actions.  Initially, leave the default setting (SET Pause duration – 2 seconds) and then adjust later to something that you find more comfortable. The lower portion tells how many actions are in the Replay and allows you to adjust the start point.  Initially, leave the default (Full).  This lower portion can be helpful if you wish to review a particular segment an opponent’s move without having to view all the actions in the turn. At the bottom of the window are a “Blink” check mark (leave it), a “Cancel” button, and a “Start Replay” button.  To run the Replay, LC the “Start Replay” button.  A small window titled “Action:” will open in the lower right of the screen.  It will have a “Click Stop to exit replay” button or, if the replay is paused, “OK” and “Quit” buttons.  You can use these buttons to control the Replay.  After the Replay is finished, a window titled, “Further Actions” will open with “Yes” and “No” buttons. If you are just reviewing what you did or wish to see what opponent did again, LC “No” so that the Replay feature will not be reset.  If you have finished reviewing your opponent’s turn and are ready to start your player-turn, LC “Yes”.  This opens another window called “Advance Turn / Clear Replay Options”.  If the turn needs to be changed, LC the up (or down) arrow to set the correct turn that you are about to begin.  If you are beginning a new turn, you will probably want to clear the old replay and reset the movement and combat flags (covered later) so leave the three boxes checked.  If you are playing a game that requires an exchange of files before the player-turn is complete because of opponent interception movement or retreats, then you will want to un-check the “Clear REPLAY” box to allow the collection of replay actions to continue.  In games where there is a mechanized movement or extra combat, you may want to un-check the “Clear MOVE Flags” or “Clear COMBAT Flags” boxes also. After the turn is set and the appropriate boxes checked, LC the “OK” button on the bottom of the window.  This returns you to the map.  Note: Be aware that you have now cleared the Replay and if you “Save” or “Save As…” the game without changing the name of the file, you will overwrite and lose the former Replay actions.

Clear Replay: This brings up the “Advance Turn / Clear Replay Options” window (see Replay: Show All: above) without going thru the Replay.

· Game: This menu contains many preference settings.  Don’t attempt to make any changes just now.  Wait until you’ve played the game a few times.

· Info-Pages: These pages contain information, Attrition Table, Attrition Results, Terrain Effects, and credits.

· Printouts: Not used

· Advanced: Not used

· Cards: Not used
· Preferences: Not used
· Help: Just check to make sure that “Version number” is “2.11” or higher.
b. ICON BAR (Figure 7.): (back to TABLE OF CONTENTS)
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Figure 7

· The Icon Bar is below the Menu Bar and contains some of the same functions.  The name of the Icon is that seen when the mouse pointer is “hovering” over the icon.

· Load a saved game: Same as “Open” on “File” menu
· Save this game: Same as “Save” on “File” menu
· Zoom in: Allows a more detailed view of the map.  There are three levels.  Zoom Level 1 shows the most area but the least detail.  This view is used for a strategic look at the map.  Zoom Level 2 is a mid-level view that shows some detail and is good for most movement and combat.  Zoom Level 3 shows the most detail.  When you LC the “Zoom in” Icon and move the mouse pointer to the map area, a box replaces the pointer. Place the box in the center of the area you wish to view and LC.  If the icon is grayed-out, you are at Zoom Level 3.
· Zoom out: LC this icon to move to a less detailed view of the map.
· Redraw the map: Often when shifting the view of the map, the hexes get slightly out of kilter.  LC this icon button to redraw the map.
· Roll the dice: The roll dice feature will open when combat is identified, so this icon isn’t used.
· Add a comment to replay: LC this icon button to add comments.  An “Add a Comment to Replay” window will open. You don’t need to use the “Picture”, “Sound”, or “Video” buttons.  Use the “Done” button if you change your mind and don’t want to make a comment.  LC “Text”.  A new window titled “Text Comment:” will open.  Type a comment in the window and LC the “OK” and then “Done” buttons to record your comment into the replay.
· Cycle sequentially through units: LC this button brings up a “Cycle through On-Map Pieces” window.  This can be useful when trying to insure that all your units have been move.  To do this, LC the box in front of “Limit to pieces which have not moved.” to place a checkmark in the box. Then select the proper side by LC the down arrow beside the player window and LC your side (Great Blue or Big Red). Your side will highlight (turn blue).  Then LC the box in front of “Limit to player:” to place a checkmark in the box.  Leave the other boxes unchecked.  Then LC “OK” and the first unit that has not moved will be centered on the map and begin flashing.  Three new icon buttons will open:  “Last”, “Next”, and “Stop”.  Use these icon buttons to cycle through you units that have not moved.  Note: Because reinforcement units are on the map, these units will be cycled through also.  If you wish to use this cycling feature, you might want to consider making Force Pools for the reinforcement units and removing them from the map.

· Build Class, Piece, or Pool: Not used
· Find a location: This is similar to the cycle feature but it allows you to find a specific unit, place name, or location on the map.  Because ADC2 maps are geared to use of horizontal and vertical coordinates rather than the Avalon Hill (AH) style of diagonal coordinates, the location finder is of little use unless you know the ADC2 hex number of the location that you are looking for.  The AH coordinate is recorded as the Place Name, so a location can be found by locating the hex coordinated on the “Find a Placename:” list.  To do this, LC the icon.  A window titled “Find /Goto Board Location” will open.  LC the down arrow to the left of the “Find a Placename:” window and scroll thru the list to find the hex coordinate.  LC the hex coordinate line and it will highlight (turn blue).  The LC “Go!”.  The window will disappear and the “finger” will point to the designated hex.  Units can be found in the similar manner.  Just use the “Find a Piece:” line instead of the “Find a Placename:” line.  As units are not distinguished by player, you may find a Red unit instead of that Blue unit you were looking for.
· Save Screen as Bitmap: Not used

· Undo last move or entry: This icon button is grayed-out until you make an action such as move a unit.  When “lit”, it is red with a curving arrow above the word “UNDO”.  LC this button to “undo” the last action.  A new window titled “Last Action Information” will open offering the options of viewing the action (“Yes”), withdrawing the last action without viewing (“No”), or canceling and returning to the make without undoing any action (“Cancel”).  If you select “Yes”, the last action will be replayed and a new “Undo Last Action” window opens asking whether you still want to undo that action “Yes” or not “No”.  Note: If you have made an error in movement, several actions back, you will have to undo all the actions that followed that error in order to correct the wrong move.

· End this action/selection: This icon button is grayed-out unless you are in the process of doing an action.  When “lit” it is green with a check mark above the word “OK”.  LC this button to end the action.  For example if you are moving a unit, LC this button when the unit’s movement is finished.
c.  MAP AREA: (back to TABLE OF CONTENTS)
· The map area duplicates the actual game board and has three Zoom Levels which are accessed thru the “Zoom In” and “Zoom Out” icon buttons.  In order to shift the map to view all areas at the higher Zoom Levels, LC or LC-H the small arrows at the ends of the slider bars on the right and bottom of the map.  Or, LC-H a slider bar and shift it in the direction that you want the map to move.  Or, LC in the area on either side of a slider bar to move it a fixed distance (20 hexes at Level 1, 10 hexes at level 2, and 6 hexes at level 3) in that direction.  

· The mouse “arrow” pointer changes to a “hand and finger” pointer when over the map area.

· Units move and engage in combat on the map.

· All the units for the Blitzkrieg Basic game are on the map area.  The starting units are on the map in suggested starting locations.  These locations can be altered prior to beginning play.  The reinforcement units are off the map on the Time Track on the right. This Time Track has a marker the flips between Blue and Red – depending on whose player turn it is.  Control markers are placed in the area called “Storage” on the right.  There is also a space for Eliminated Units on the right although the best procedure is to remove them from the game entirely. 

d. UNIT DATA BOX: (back to TABLE OF CONTENTS)
· Below the map on the left is a yellow area.  This area is adjustable in size by LC-H the horizontal line dividing the map and the data boxes and shifting that line up or down.  

· When the “hand and finger” pointer is over a hex that contains units or markers, each unit or marker in the hex will be listed in the Unit Data Box.  The box will report the total number of units and markers in the hex and for each unit and marker a “flag” to indicate whether it has moved or not, “flags” to indicate whether it has attacked or defender this player-turn, Piece ID, Class Type, Piece Values, and Class Values.

· A faint “M” flag indicates that the unit has not yet moved this player-turn. A bold “M” indicates that the unit has moved.

· A bold “A” indicates that the unit has attacked this turn and a bold “D” notes that a unit has defended.

e.  TERRAIN DATA BOX: (back to TABLE OF CONTENTS)

· Below the map on the right is a blue area. This area is adjustable in size by LC-H the vertical line dividing the two data boxes and shifting that line left or right.

· Near the top of the box is the ADC2 hex number.  This isn’t used in the game.  Below that is the Avalon Hill grid coordinate for each hex.  Below that is the name of the Primary Terrain in hex followed by the first Secondary Terrain name followed by all the additional Secondary Terrain names used in the hex.

f.  BOTTOM BAR: (back to TABLE OF CONTENTS)
· Across the bottom of the screen is displayed the Mode (only Normal Mode as opposed to Hidden Mode is being used) and Player, the “Game:” (actually the name of the “.OPS” file being displayed), and the “Turn:” from the ADC2 “Advance Turn / Clear Replay Options” setting.

5. SELECT PIECES FOR ACTION WINDOW (Figure 8.): (back to TABLE OF CONTENTS)
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Figure 8

· When you LC on a hex in the map area to which the “hand and finger” is pointing, the units and markers in that hex will be displayed in a “Select Pieces For Action” window.  Initially, all units and markers in the hex will be selected as indicated by the small arrows to the left of each unit.  If you do not want all units and markers selected, LC just those units that you do want to select.  The arrows will then be erased on the other lines.  After selecting units, you can:

· Move the selected units by LC the “Move Pieces” button.  See the MOVING UNITS section.

· Attack with the selected units by LC the “Attack with” button.  See the ATTACKING AND DEFENDING section.

· Defend with the selected units by LC the “Defend with” button.  See the ATTACKING AND DEFENDING section.

· Add new units or markers to the game or add units or markers from a Force Pool to the game by LC the “Add Pieces” button.  Not used.

· Remove the selected units or markers from the map to a Force Pool or from the game by LC the “Remove Pieces” button.  See the ATTACKING AND DEFENDING section.

· Flip the selected units by LC the “Flip Pieces” button.  Most blue units flip to a gray colored side and most pink units flip to a tan colored side.  Great Blue control markers flip to Big Red control markers.  Victory in the Pacific and War at Sea units flip from “patrol” to “raider” sides.  

· If you want to select all units and markers again, LC the “All” button.

· Leave the checkmark in the “Automatically Close Window After Add, Remove, or Flip Action (without clicking the OK button)” box.

· LC the “Sort” button if you want to change the stacking order of the units and markers in the hex from that shown in the “Select Pieces For Action” window.  A new window titled “Sorting Pieces: Location…” will open.  DC the units in the left side window in the order that you want the pieces stacked – top unit first.  The units will then show on the right side window in the new order that you establish.  When your new stacking is set, LC the “Save New Order” button.

· LC the “OK” button to escape the “Select Pieces For Action” window without performing any actions.

MOVING UNITS (Figure 9.): (back to TABLE OF CONTENTS)
· ADC2 doesn’t monitor your move for you and has no intelligence – artificially or otherwise.  You have to move the units and comply with the movement rules for the game.  Terrain movement costs are noted on the Info-Pages.
· All actions are keyed to the Replay.  So clear the replay before beginning each new player-turn.  At the same time you are clearing the Replay; you are also resetting the Movement and Combat Flags.

· Place the “hand and finger” pointer on the map over the hex that contains the unit that you want to move.  LC the hex.  A window titled “Select Pieces For Action” will open.  This window will display a list of all units and markers in the hex.  Initially, all will be selected for action as indicated by the little arrow at the far left of each line.  If you don’t want to move all the units at one time, then just LC the units that you do want to move.  ADC2 doesn’t allow you to drop units while moving, so if the units have different movement allowances, move them separately.  After selecting all the units that you want to move, each should have a little arrow to its left.

· Now LC the “Move Pieces” button at the bottom left of the “Select Pieces for Action” window.  The window will dissolve and the selected pieces will be highlighted.  To assist your opponent in visualizing the move, LC each hex that the unit moves into at its normal movement rate.  By that I mean skip two hexes along a road because each road hex only cost one-third movement point and skip one hex for armor moving in the desert.
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Figure 9

· After the unit reaches the end of its movement allowance or you just want to stop moving or the unit enters forest or mountains, RC.  (You can also end the movement by LC the green “OK” “End this action /selection:” button on the Icon Bar.)
· If the unit is an Airborne or Air-Assault unit or a unit that is being air transported, you might want to move the unit twice - once for the movement in the air and second for the ground movement.

· If the movement is unclear, leave a note for your opponent in the replay (see Icon Bar, “Add a comment to replay:”).

· After a unit has moved, a little white square will appear in the lower right corner of the unit.  Also, an “M” will show in the “M/C/H” column of the “Select Pieces For Action” window and the faint “M” will now be bold “M” in the Unit Data Box.

· If you make a misstep during movement, LC the red “UNDO” “Undo last move or entry:” button on the Icon Bar.  It will take you back one movement step at a time.  If your move is really messed up, just RC to end the move and then LC the red “UNDO” “Undo last move or entry:” button on the Icon Bar.  Now LC “NO” (you really don’t want to see the mess, do you?) to return the unit to its original location before movement.  The movement flags will be erased.

ATTACKING AND DEFENDING (back to TABLE OF CONTENTS)

· Just as with movement, ADC2 doesn’t monitor your combat.  You have to follow the game rules for combat.

· Place the “hand and finger” pointer on the map over the hex that contains any of the units that you want to commit to battle.  LC the hex.  A window titled “Select Pieces For Action” will open.  This window will list all units and markers in the hex.  Initially, all will be selected for action as indicated by the little arrows at the far left of each line.  If not all the units in the hex will be in this battle, LC just the units that you do want to use.  After selecting all units that you wish to commit, each should have a little arrow to its left. Now LC the “Attack with” button at the bottom of the “Select Pieces For Action” window.  The window will dissolve and a blue marker will be placed on the stack.  This marker will have the letter “A” for attacker and a number representing the number of pieces in that hex that are selected to attack.  Repeat the procedure for all other attacking units in this battle.  (Figure 10.)
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Figure 10

· Now LC on the adjacent hex containing the defending units.  You won’t need to select individual units, as the rules require that all defending units in a hex are attacked as a group (and markers have no defense value).  Then LC the “Defend with” button at the bottom of the “Select Pieces For Action” window.  The window will dissolve and a purple marker will be placed on the stack.  This marker will have the letter “D” for defender and a number representing the number of pieces in that hex that defending.  If there are any more defending hexes, repeat this procedure.  If the units are doubled on defense because of terrain (see Info-Pages for Terrain Effects on Combat), repeat the procedure to double the defender’s value.  (Figure 11.)
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Figure 11

· Now LC the green “OK” “End this action/selection:” button on the Icon Bar.  A “Combat Information” window will open that shows a Combat Summary of the attacking and defending factors.  (If you want a detailed description of the attackers and defenders, LC the “Show Pieces” button at the bottom of the “Combat Information” window.)  You’ll manually need to determine the odds ratio from those summed factors and then LC the “OK” button at the bottom of the “Combat Information” window.  (Figure 12.)
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Figure 12

· A “Roll Dice” window will open.  Make sure that the “Sides per die…” window reads “6” and the “Number to roll…” window reads “1”.  If they don’t, LC the small arrows to the left of the numbers to set them correctly.  Next it is probably best to type the odds that you have determined, for example “2-1”, on the “Result” screen.  You can “Cancel” the battle is something is wrong, but if everything is all right, then LC the “Roll Now!” button.  The die roll result will also be shown on the “Result” screen.  Unfortunately, you can’t access the Info-Pages which have the Attrition Table and Attrition Results at this time, so LC “Done” to return to the map.

· Now you can determine the results of the battle from the Info-Pages table. Leave a note for your opponent in the replay (see Icon Bar, “Add a comment to replay:”) as to the results.  Implement the result to the extent possible.  If the defender has a choice of retreat hexes or units to lose, your opponent can implement those actions before beginning movement on the next player-turn.  ADC2 won’t prevent your units from occupying the same hex as the defender, so the attackers can advance after combat into a hex that is still occupied by defenders that have yet to make their retreat.

· To remove an eliminated unit from play, place the “hand and finger” pointer on the map over the hex that contains the unit that you want to remove.  LC the hex.  The window titled “Select Pieces For Action” will again open.  LC the units that you do want to remove.  After selecting the unit that you wish to eliminate, it should have a little arrow to its left.  If you and your opponent are using the “Eliminated Units” box on the side of the map, LC the “Move Pieces” button on the bottom left of the “Select Pieces For Action” window.  The selected unit will highlight.  Now LC a hex in the “Eliminated Units” box and then RC.  The eliminated unit will now be off the map.  

· Alternately, instead of LC the “Move Pieces” button, you can LC the “Remove Pieces” button on the bottom of the “Select Pieces for Action” window.  (Figure 13.)  

Figure 13

· A new window titled “Remove from Board Options” will open.  The name of the unit selected will be near the top of the window (the first unit if more than one unit is selected).  As you are removing the unit from the game, make sure that there is a dot in the circle to the left of “Remove piece from the game.” option.  If not, LC the circle to put a dot there.  (The other option allows access to the Force Pools if the units are to be sent there.)  Now LC “Remove Now!” button to sent the unit into the bit bucket or “Cancel” if you made an error.

· After a battle is completed, attacking units will have a small red square at the bottom left of their counters and defending units will have a small red square at the bottom center of their counters.  Also, attacking units will have an “A” on their left when viewed in the Unit Data Box and in the “M/C/H” column in the  “Select Pieces For Action” window.  Defending units will show a “D” on their left in the Unit Data Box and in the “M/C/H” column of the  “Select Pieces For Action” window.

8. PLAYING A GAME: (back to TABLE OF CONTENTS)

· Games and scenarios are composed of a series of Game-Turns.  Each Game-Turn consists of two Player-Turns: one Player-Turn for each side.  During a friendly Payer-Turn, the moving player (occasionally termed the Phasing Player) moves some, all, or none of the friendly playing pieces (units) and then engages in combat with those units when required or permitted by the game rules.  In some games or scenarios, the opposing player may be required or allowed to move units and also engage in combat during a friendly Player-Turn.  The length of a game or scenario is determined by the rules.  A match consists of two games or scenarios with the players changing sides at the end of the first.  The moving Player is the attacker and the non-moving player is the defender - regardless of the overall strategic position of the respective players. 

· A Replay is provided to show how the Blitzkrieg Basic Game is played.  “Open” the “Blitzkrieg Basic REPLAY.OPS”, “Log-In Now” as either player then LC Replay \Show All \Start Replay.  Other Blitzkrieg games follow similar patterns.  

· Some games require sending a file to an opponent before the end of a complete Player-Turn.  In that case, “Save As…” the file with a name and suffix letter such as, “BlitzTourGame1BlueTurn03a”, to designate an incomplete Player-Turn.  The opponent should then perform the actions required, “Save As…” “BlitzTourGame1BlueTurn03b”, and return the file.

· Information regarding games and scenarios available in the Blitzkreig2 set is contained in the Blitzkrieg2 ReadMe and in the game rules.

9. RECORDING YOUR PLAYER-TURN: (back to TABLE OF CONTENTS)
· Once your movement and combat are completed, you need to save the file.  LC “File \Save As…”.  A “Save Game File As…” window will open.  The file name of the game that you are currently playing will be shown in the small “File Name:” window.  It is best to give each Player-Turn its own file name, so type a name such as “Game1Blue01”.  Using numbers such as “01” allows all Player-Turns of the 15 turn game to line up sequentially in the game folder (01 – 15).  If you are playing more than one game at a time, you might want to use your and your opponent’s initials to help distinguish between games.  The “.OPS” file label will be added by the system, so don’t type that.  When you’ve given the file a name, LC “OK”.

· If you need to send the file to your opponent before the Player-Turn is complete, use a suffix of something similar added to the file name to note that the Player-Turn file is not yet complete. “File \Save As…” the file with a name and suffix letter such as, “BlitzTourGame1BlueTurn03a”, to designate an incomplete Player-Turn.  The opponent should then perform the actions required, “Save As…” “BlitzTourGame1BlueTurn03b”, and return the file.

· If you want to check the file, LC File \Open \ DC Blitzkreig2 and then DC the name of the file that you just saved.  You might then want to LC Replay \Show All \Start Replay to see what you are going to be sending your opponent.

· SENDING YOUR PLAYER-TURN (Figure 14.): (back to TABLE OF CONTENTS)
· Your Player-Turn needs to be provided to your opponent.  To do this prepare an e-mail, add your Player-Turn file as an attachment, and send the e-mail to you opponent.  All e-mail programs seem to be a little different, so things may not work exactly as I describe, but most programs provide the same functions in one form or another.  If you have any difficulty accomplishing a process, seek assistance from the e-mail’s Help file or your supporting Internet Service Provider.   Most ADC2 “.OPS” files are small enough to send without file compression, so I’ll cover that method first.


· Figure 14

· Open you e-mail program.  This can usually be done in several ways.  One way is to LC on the e-mail icon on the Quick Launch Tool Bar.  After the program opens, LC the “New Mail” icon.  A “New Message” window will open.  Type the e-mail address of your opponent on the “To:” line or LC the “To:” to open the Address Book and select the address from there.  In the “Subject:” line it is best to identify the name of the game, the player, and the turn number such as, “Blitzkrieg, Blue Turn 1”.  The body of message can be used to type and additional instructions such as, “Units in HH30 need to retreat before beginning turn.”  When the message is complete, LC the paperclip attachment icon.  An “Insert Attachment” window will open.  You want the file you just saved and it will be in the Blitzkrieg2 folder.  To get to that folder, you will probably have to “navigate” to the file by LC the “Up One Level” icon several times until it grays out meaning that you are at the highest level.  Then DC “My Computer”, DC “(C:)”, DC “Adc2”, DC “Game Sets”, DC “Blitzkreig2”, and finally DC the name of the “.OPS” file that you are sending your opponent.  The file should then appear on your e-mail as an attachment.  If you have more than one file to send, instead of DC the files that you are sending, LC each while holding down the “Control” key on the computer and then LC “Attach” when all files are selected. 

· If you have a large number of files to send, it is probably best to use file compression such as WinZip to group the files before sending them.  A WinZip evaluation version is available for download from their home page <http://www.winzip.com/>.  To zip the files, open the WinZip program and LC “New” in the “WinZip” window.  Now type a name for sip file the such as “Blitz Blue 2” in the “File name:” space.  Note where the file will be placed by looking at the “Create” window.  If that’s not a good place, navigate (by LC “Up One Level” icon and DC folders) to some place where you want to store the file.  When you are at the place where you want to store the zip file, LC “OK”.  Now an “Add” window will open.  Find the files you wish to place into the zip file by navigating to that location.  Hold the “Control” key down on the computer keyboard and LC the files you wish to add to the zip file.  When you got all the files you need from that location, LC “Add” and the zip file will now contain copies of those files.  You can add more files from other locations by LC “Add” on the “WinZip” window.  This will open a new “Add” window that allows you to select more files.  The WinZip file is added as an attachment to e-mail in the same manner as the ADC2 files.  LC the “Attachment” icon button on the e-mail and navigate to and DC the WinZip file.

· When the e-mail is finished, LC “Send”.

10. RECEIVING YOUR OPPONENTS PLAYER-TURN: (back to TABLE OF CONTENTS)
· Your opponent’s Player-Turn will be received as an attachment to e-mail.  Different e-mail programs handle attachments in diverse ways.  

· With Outlook Express, attachments are signaled by a “paperclip” symbol preceding the From and Subject entries of e-mail in the Inbox.  To withdraw the attachment, open the e-mail by DC on the e-mail.  A window in the title block named “Attach:” shows each attachment.  RC on the attachment with the “.OPS” file label.  A pop-up menu will appear.  Go down the menu and LC “Save As…”.  A “Save Attachment As” window will open.  The small “Save in:” window will show where the attachment is to be downloaded.  You will probably have to change this to the Blitzkreig2 folder.  Do that by LC the “Up One Level” icon (on the right of the “Save in:” window) until it grays out and then DC “My Computer”, DC “(C:)”, DC “Adc2”, DC “Game Sets”, DC “Blitzkrieg2”, and LC the “Save” button.  The file will now be in the Blitzkrieg2 folder when you open the game.

· With some e-mail programs, the attachments are automatically downloaded to a specified file.  If you do not know what or where that file is, use your computer’s “Find” tool to locate the downloaded file and make a note of that file’s location.  Then use Windows Explorer to navigate to the file, RC the file and go down the pop-up menu and LC “Cut”.  Now navigate to the Blitzkrieg2 folder while still in Windows Explorer, RC on an open spot in the folder, and go down the pop-up menu and LC “Paste” to put the file into the folder.

· If your opponent sends the file zipped in a file compression format such as WinZip <http://www.winzip.com/> you will have to have WinZip (or the same compression format as your opponent) to open your opponent’s file.  (If you need WinZip, go to their web site and download the evaluation version.) Some computers come with a file compression program pre-loaded, so you may be unaware that you already have the ability to open the file.  If the compression device is WinZip, it will show in the Outlook Express “Attach:” window as a WinZip icon (a small file with a clamp around it).  RC on the attachment with the “.ZIP” file label.  A pop-up menu will appear.  Go down the menu and LC “Save As…”.  A “Save Attachment As” window will open.  The small “Save in:” window will show where the attachment is to be downloaded.  Rather than putting the WinZip file in your Blitzkreig2 folder, just leave it on your “Desktop”.  Do that by LC the “Up One Level” icon (on the right of the “Save in:” window) until it grays out.  Go to your “Desktop” and DC the WinZip icon.  A “WinZip…” window will open showing all the files contained in the compressed file.  LC on your opponent’s “.OPS” file.  It should highlight (turn blue).  Now LC the “Extract” button in the top row above the listing of files.  A new “Extract” window will open.  Navigate to the Blitzkrieg2 folder by LC the little boxes with plus (+) and minus (-) signs in the “Folder/drives:” window.  You want to make a string of minus signs from “Desktop” to “My Computer” to “(C:)” to “Adc2” to “Game Sets”.  Then LC the “Blitzkrieg2” folder so that it shows as an “open folder”.  Now LC the “Extract” button in the “Extract” window.

· Now open the ADC2 program as shown in the “Opening the Game” section and DC your opponent’s file.  View the Replay.  Note any movements that you need to perform before beginning your Player-Turn.  Then clear the Replay, make the pre-turn moves, and then begin your Player-Turn.

11. ALTERNATE DIE-ROLLERS: (back to TABLE OF CONTENTS)
· There have been occasional allegations that the ADC2 die-roller runs in streaks.  This may be good for you, but I always seem to get those streaks with the wrong numbers.  Also, some opponents may desire an impartial die-roller or want the rolls to be done one-by-one.  Here are two public die-rollers that you may want to use:

· Irony Games <http://www.irony.com/> hosts a die-roller <http://www.irony.com/mailroll.html> that works very well for single, one-at-a-time rolls.  Leave your game in progress opened, but “minimized” while rolling.  (LC the left button in the group of three small buttons at the top right of your screen.)  Set the die roller for a single roll, put the battle location such as “BB22” in the subject line, and “Copy” your opponent’s e-mail address from some other location and “Paste” it into the space for your e-mail address.  Now LC the “Roll them bones…” button.  You will get an immediate Internet response to your die roll while your opponent will get e-mail response.  Now “maximize” your game by LC “Play Game AIDE DE CAM…”on your bottom tool bar, without closing the Internet connection, and implement the result.  Proceed with the next battle in the same manner.  LC “Irony Games’ Dive Server…”, press the “Back” button on your Internet browser, and “Reset” the roller.  This time indicate the previous battle’s result (such as “Blue 32, 35 ID R to BB20, 2 ID E: GG33”) as well as the new battle hex in the subject line.  This way your opponent is assured that one result is implement prior to the second battle being conducted.  Your opponent may get a lot of e-mails, but they’re cheap.  Irony Games also has a number of other die roll options that you may wish to explore.

· Shadow Island Games <http://www.pbm.com/> hosts a die-roller that works well if your opponent doesn’t mind all rolls being made at one time.  Instructions for use of the die-roller are at <http://www.pbm.com/dice/>.  For this die-roller, you send a request by formatted e-mail describing the rolls you want and adding any comment you deem appropriate.  An automated response then sends the results to both you and your opponent.  The format can be copied from previous e-mail, so once you set up the process, it can go rather quickly.

· Web-Grognards <http://www.grognard.com/> provides a list of other public Internet die-rollers on its site on the “Play By E-mail” (PBEM) page <http://www.grognard.com/pbem.html> near the bottom of the “Board wargames” heading.

12. FINDING OPPONENTS: (back to TABLE OF CONTENTS)
· If you consider yourself a novice, you probably best stick with the 1975 Blitzkrieg Basic game.  It is really a good game and is pretty simple.  Then experiment with the more advanced versions if you wish after you gain some experience.

· Nick Bell’s site <http://www.hkl1.com/ADC2.htm> has an “Opponents Wanted List” at <http://www.hkl1.com/ADC2OWL.htm>.  All of these opponents have ADC2.

· Web-Grognards <http://www.grognard.com/> provides a list of opponent finders on its home page in the “CONTENTS” section under the “Wargaming Hobby/People”.  Be sure to specify what system (ADC2) you are using when seeking potential opponents.

· The Avalon Hill International Kriegspiel Society (AHIKS) <http://ourworld-top.cs.com/Domerider2> maintains an opponent finding service for its members. 

13. WHO MADE THIS MESS? (back to TABLE OF CONTENTS)
· If you find any errors or omissions or have any comments or suggestions, please let me know.  I am Charles McLellan and can be contacted at 2000 Roundleaf Green, Huntsville, AL  35803-1832, tel: (256) 883-6779 or fax: (256) 885-1626 or e-mail: <cgmclellan@mindspring.com>.  I have checked all the links, but they could, of course, change tomorrow. 

· This is Version 2.0, 19 Nov 00.
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