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Getting Started

Copy the folder and all included files into your ADC2 directory. It is suggested that the GSFG folder be kept in ADC2's 'Game Sets' folder. You must know how to use the ADC2 program, and own a copy of the game GSFG (S&T 220).

Errata

This module incorporates all known errata as of February 2004.

Map

The turn track printed on the map does not work because the hexgrid does not align.  Therefore I have included a new Turn Track.  I have also included a Soviet Occupied City Track to make it easier to determine how close the Federal Republic is to being ‘neutralized’ in accordance with rule 4.5.

Pieces

Only the unit name is included in piece data.

Because of space limitations on the piece symbols, Air Transportable units have the “propeller symbol” inside the unit type box in zoom 3, and a white band in zoom 2.

A Heavy Bomber Strike has been included.

Class Names and Values

All units have their class values defined in their class name as follows in this example:

SU 5-2-6/2 Tank Division

Nationality, Attack, Defense, Movement, Steps, Type, Unit Size

All units also have the following data entered as class data:




1. Attack Factor

2. Defense Factor

3. Movement Allowance

4. Step


Flip Definitions

All multi-step units have flip-definitions defined to match the boardgame. Units flip back and forth between their full strength and reduced strength sides.

Stacking
Stack symbols have been implemented for 2 units per hex and 3+ units per hex.

Units have been created in a specific order to create “natural stacking” without having to use the Sort Command, so that markers are always on top of a stack.  Please examine the Extra Units Pool in each scenario module which will easily clarify the stacking order of all pieces in the game – pieces listed at the top of the list will be at the top of the stack, while those at the end of the pool list will be at the bottom of the stack.  These “extra” units are included in the case of players wishing to create new/additional units without disrupting the natural stacking order.  Of course you can also simply create units from scratch, but these will of course be always at the bottom of any stack.

Players can of course also use the Sort Command and the “Put Class on Top in Hexes Command” (under Game | Mapboard Display Options).

(Note: The Extra Units Pool can be deleted to reduce the size of the scenario .ops file)

Pools

Please review the pools prior to commencing play.  Pools have been created to hold markers, air support, special units and reinforcements, and other units. 

Scenarios
One scenario .ops file is included, the GSFG.OPS.  Units have been deployed in their start locations or have been grouped in their start areas.

Reinforcements

Please check Edit Pools.  Reinforcements have been allocated specific pools 

Infopages

All tables have been included and have also been included as BMP files.  I would suggest that players can simply open them using Paintbrush (or other graphics programs) and multitask this and the ADC2 program.  This gives the player much more flexibility in sizing, positioning, and in determining which window is active.

Hidden Units:

In accordance with rule 7.8 there is no Fog of War, and therefore no hidden units.

Graphics Problems:

If you experience graphics problems like only seeing the units but no map in one or more of the zoom levels, try changing your system color depth to 16 bit (or 24/32 bit if you are at 16 bit).  You can also try turning down or turning off your video hardware acceleration (this will also speed up scrolling in ADC2 if it seems choppy).
Questions

If you have questions about this ADC2 gameset, please contact Nicholas Bell (nbell@icdc.com).

