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Introduction:


This set was created using version 2.12. You must have the most current version of ADC2 to use this module. You can download the newest version of ADC2 from WWW.hpssims.com or contact HPS direct. 


Working knowledge of Aide de Camp 2 is a pre-requisite for using this module.


As with all computer programs, it is strongly suggested that you save often.

Getting Started:


Create a folder called “Moscowa” for your module in the “Game Sets” sub-folder of the ADC2 folder. Extract the contents of the module into this folder.  The entire set takes about 9 megabytes of space. 


There are 10 operations files provided for this ADC2 module:

Scenarios:





ADC2 file:

Shevardino





Scenario 1.OPS

Morning Attack on the Raevski Redoubt

Scenario 2.OPS

Uvarov’s Diversion




Scenario 3.OPS

Afternoon Attack on the Raevski Redoubt
Scenario 4.OPS

The Bagration Fletches



Scenario 5.OPS

Utitsa






Scenario 6.OPS

La Bataille de la Moscowa



Scenario 7.OPS

Order of Battle




OOB.OPS

La Bataille de la Moscowa



MoscowaPools.OPS

La Bataille de la Moscowa



MoscowaOptional.OPS

The “Order of Battle” OPS is merely included for player’s interest, as it lays out all the forces for the players to view.

The two “Moscowa” OPS’s have all forces still in force pools, allowing players to place their own units for any scenario.  The second one, the “Optional” file, has numerous changes to the OOB; they are listed in the last section of this document.

Setting Up To Play:

Pick the scenario you wish to play from the list above and log in as either the French or Russian player.

In all scenarios, units are setup to generally conform to the scenario instructions.  Players should alter the placement of their units as they see fit.

Most units set up on map have not been assigned facing or formation.  Some artillery units have been placed unlimbered.  

All regiments have been placed in the force pools title “Ru (or Fr) Regt Counters”.

Force Pools & Reinforcements:

Force pools exist for several different groups of units

1. Reinforcements – Each group of units due to enter at the same time and place are separated into their own force pool

2. Regiments – Each corps has a force pool for either their regimental counters or their battalion break-down counters, whichever are not in play.  To start the scenarios, each side has their regimental counters in the pool and their battalion counters on the board or in reinforcement force pools.  (I decided to use a pool rather than a map box because moving a unit from a map box to a hex on the other side of the map can be a pain!)

3. Regroup Boxes – Force pools exist for each player to place units for regrouping.  Since the piece value for stacking points tracks the unit strength, there is no need for multiple boxes for each section based on strength.  

Class and Piece Values:

Here are the Class and Piece values for the symbol set:

Class Values
1. Fire/Sk/InfBon

2. Morale/CavBon

3. Melee/ArtyBon

4. Rng/Lanc/MorBon

5. FF at 1-2

6. FF at 3-5

7. FF at 6+

Piece Values
1. Stacking Points

2. Movement Points

3. Morale State

4. Formation

In matrix form:



Leaders 
Infantry
Cavalry 
Artillery




Class #1:
Inf Bonus
Fire Value
<n/u>

<n/u>

Class #2:
Cav Bonus
Morale
Morale 
Morale


Class #3:
Fire Bonus
Melee

Melee

Melee



Class #4:
Morale Bonus
Range

Lance Bonus
Range



Class #5:
<n/u>

<n/u>

<n/u>

FF (short)


Class #6:
<n/u>

<n/u>

<n/u>

FF (med)


Class #7:
<n/u>

<n/u>

<n/u>

FF (long)


Leaders 
Infantry

Cavalry 

Artillery

Piece #1:
<n/u>

Stack Points

Stack Points

Stack Points


Piece #2:
<n/u>

Move Points

Move Points

Move Points


Piece #3:
<n/u>

Morale State

Morale State

Morale State

Piece #4:
<n/u>

Formation

<n/u>


<n/u>

For all units

Stack Points:



Current strength of unit

Move Points:  


Movement factor of units 

Morale State:


“-“ (for OK), “Dis” (for Dispersed), “Rout”

Formation:



“-“ (for None), “Sq” (for Square), “FU” (for Formed

Unit), “Mar” (for March)

Formation and Morale State can either be tracked with the marker pieces or with text in the above piece values.

Flip Sides:

Flip sides are defined for the following units:

1. Infantry units that can skirmish can flip to that mode and back.

2. Artillery units can flip to unlimbered mode and back to limbered mode.

3. Some cavalry (dragoons) can flip from mounted to unmounted and vice versa.

4. Some markers have flips:  “Rout” flips to “Dispersed” and vice versa; etc.

Counter Notes:

I have taken the liberty to update the counters. Some of the changes:

1. All units now have a unique corps stripe for ease of identification.

2. Cavalry units now have color schemes unique to their actual uniforms.

Terrain Notes:

To my knowledge, all terrain types are present and recognizable in their proper sense.  

Map Notes:

None

Errata, Questions and Optional Units:

I am not aware of any official errata for this game.  One major mistake is in “Afternoon Attack on the Raevski Redoubt” scenario, where there is a setup instruction for the Russian I Corps.  Well, there is no “I Corps”, so I assumed it was “IV Corps”, because Tutchkov is listed, but no other IV Corps units are.

The French VIII-LC-GL has assumed values of 0-21-8

The French IG-3OG Cmdr (Curial) has assumed values of 6-4-3-14.

An updated OOB for the battle exists in George Nafziger’s “Napoleon’s Invasion of Russia”.  Other details were gleaned from F.G. Hourtoulle’s “Borodino:  The Moscowa”.  They are incorporated into the “Moscowa Optional” OPS file, as well as the “OOB” OPS. They are NOT present in the individual scenarios.

Russian:

1.  The Militia Corps now has a commander, GL Markov

2.  The 2nd Comb Gren Div has a ninth battalion, the Marine Equipage Battalion

3. Delete the artillery for the 27th Div (1xPB, 2xLB)

4. The IVC corps has an ADC.

French:

1. The I Corps: 

Delete the following units:  I-3-Str, I-3-127, I-4-33L





Add the following units:  I-LC-2Ch, I-LC-9Uhl

2. The III Corps: 
Delete the following unit:  III-11-I (Illyrian)
3. The IV Corps:
Add the following units:  IV-LC-9Ch, IV-LC-19Ch

4. The VIII Corps:
Delete the following units:  VIII-23-5W, VIII-23-2W-3

5. The IVC Corps:
Delete the following units:  IVC-4L-2Uhl, 7Uhl, 15Uhl

6. The HQ:

Add the following units:  HQ-2Bad-1, HQ-HL-2

The following units were in the vicinity (indeed the 15th Division arrived at the field the night of the battle) and are available for use as the player’s wish:

1.  The V Corps:

17th Div:  1st, 6th, 14th and 17th Polish Line

2.  The IV Corps:
15th Div:  2nd and 3rd Ital Line, 3rd Ital Light, 1 / 4 Ital




Light, and the Dalmatian Regt.



I encourage you to contact me with comments and suggestions, as well as with inevitable errata.  My e-mail address is TheLockers@aol.com.   I hope you find it will enhance your gaming experience.
Enjoy!

David L. Jones

7016 Edgeview Ct.

Raleigh, NC 27613

March 11, 2002

