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Introduction:

This set was created using version 2.10. 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 prerequisite for using this module.

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

This ADC module is rather large in comparison to other ADC modules I have created due to the large pixel size of zoom level 3.  As a result, this module works best for those users who have an oversize monitor that best takes advantage of this fact.

The third scenario of the game involves an operational map.  I have not included this part of the game in the set.  Future releases may have this feature.

Also, there are not provisions in the set as delivered for hidden movement.  However, experienced ADC2 users should have no problem setting this up.

The “expansion kit” for the game has been included.  The units for Hill’s and D’Erlon’s forces are placed in force pools with the notation “Opt”.

Getting Started:

Create a folder called “Arapiles” 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 13 megabytes of space. 

There are 3 operations files provided for this ADC2 module:

Scenarios:



ADC2 file:

Ferey’s Stand on El Sierro

Ferey’s Stand.OPS

Battle of Salamanca

Battle of Salamanca.OPS

The Pitched Battle
          

The Pitched Battle.OPS

Setting Up To Play:

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

All units set up on map have not been assigned facing or formation.  All artillery units have been placed unlimbered (with a few exceptions).

All units have been placed as battalions.  The regimental counters as well as the organic light companies reside in the force pools.  Independent light companies have been placed on the map.

For the Pitched Battle scenario, all units are in force pools due to the “free” nature of the setup.

For The Battle of Salamanca, an effort has been made to place the units according to the spirit of the rules.  Each player should take care to modify this setup and make sure it conforms to the rules.

Force Pools & Reinforcements:

Force pools exist for several different groups of units

1.
Organization Display – Each player has a force pool for each division or brigade that is intended to replace the Order of Battle display.  In it should reside either their regimental counters and/or their battalion/squadron break-down counters, whichever are not in play.  Undeployed light companies also reside here.  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!)

2.
Reinforcements – Each group of units due to enter as reinforcements are grouped by their owner and time of entry.

3.
Markers – There are 5 pools for markers: two for each player and one for generic markers.  Each player has pool for his Extended Line markers and a pool for all other markers.  Each marker has 3 to 5 piece copies made to get the player’s started.

4.
Reserve Boxes – Each side has a pool for headquarters that are “in reserve”.


Also, each side has a pool for headquarters/units designated as the “Army Reserve”.

Formations:

Several infantry and cavalry formations require units to “straddle” hexes or “extend” into an adjacent hex.  Players may accomplish this in several fashions.  

First, they may use the extended markers.  There are two different sets of extension marker classes, one for the French and one for the British.  Each of the 2 counter-types has six copies, each one having an arrow facing one of the six hex directions.  The French marker classes begin with “Fr”, and the British with “Br”.  The arrow on the symbol indicates the parent unit, not the unit facing 

Alternately, each time a player extends line, he can create a duplicate piece, naming it after the “parent”.  Example:  “23rd Line” extends into an adjacent hex.  Create a duplicate piece called “23rd Line – Ext Line” and place it in the appropriate hex.  [Credit should be acknowledged to Martin Dallago for this elegant solution.]

Players may mark “Column” and “Square” with their respective markers.

Each piece has a value for formation, which is described below.

Class and Piece Values:

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

Class Values
1.
Combat/Bayonet Attack Bonus

2.
Fire Multiple/Artillery Bonus

3.
Range/Charge Bonus

4.
Morale/Morale Bonus

5.
Spec/Command Value

Piece Values
1.
#Companies/TRes

2.
Formation/Mode

3.
Morale State/ExhPts

4.
Ammo/Strag

In matrix form:


Leaders 
Infantry
Cavalry 
Artillery
HQ’s

Class #1:
Bayonet Bonus
Combat
Combat
Combat
<n/u>

Class #2:
Artillery Bonus
Fire Multiple
Fire Multiple 
Fire Multiple
<n/u>



Class #3:
Charge Bonus
<n/u>
<n/u>
Range
<n/u>

Class #4:
Morale Bonus
Morale
Morale
Morale
<n/u>



Class #5:
Command Value
Rifle
<n/u>
<n/u>
<n/u>


Leaders 
Infantry
Cavalry 
Artillery
HQ’s

Piece #1:
<n/u>

# Coy’s

# Coy’s

# Coy’s

TRes


Piece #2:
<n/u>

Formation
Formation
<n/u>

Mode



Piece #3:
<n/u>

Morale State
Morale State
Morale State
ExhPts


Piece #4:
<n/u>

<n/u>

<n/u>

Ammo

Strag



Abbreviations:

Formations:  


Line, Col, MCol, Skir, Sq (infantry only)

Morale State:

Ok, Rd, Fg,

Headquarters Mode:
Comb = Combat mode





Mnvr = Manuever mode





Res = Reserve mode





ARes = Army Reserve mode





(Units that are ‘Battle Exhausted’ should be denoted






 with the Battle Exhaustion marker)

Other HQ piece values:
TRes = # Turns in Reserve





ExhPts = Exhaustion Points (in # turns)





Strag = # Stragglers recovered

Class names:  A typical class name is “Fr-12-Pr-45-2-LC”, where “Fr” means French unit, “12” is the division I.D., “Pr” is an abbreviation for the brigade assignment, “45” is the regiment I.D., “2” the battalion number, and “LC” means 

the organic light company.

All classes belonging to the British player are prefaced with “Br”, even if they are Portugese or Spanish.  This considerably simplifies the class organization by divisional assignment.

Flip Sides:

Flip sides are defined for the following units:

1.
Infantry units that can skirmish in all terrain can flip to that formation and back.

2.
Cavalry units that can skirmish in all terrain can flip to that formation and back.

3.
Artillery units can flip to march column formation to line of battle and back.

4.
Some markers: “Disorder” flips to “Rout” and vice-versa; “Charge” flips to “Recall”, etc.

Counter Notes:

Markers have been made for the various morale states and formations.  Players may choose to track a unit’s condition with the use of these markers, or by entering/changing piece values, or a combination of the two.  French marker classes are prefaced with “Fr Mkr”.  British marker classes are prefaced by “Br Mkr”.  Generic marker classes have the “Mkr” prefix.

One marker you will not find is the Ammunition marker.  Players can now track ammo with the “ammo” piece value.

In an effort to kept the huge symbol set size down, I have made certain practical concession to the incredible detail of the counter mix, including:

· Artillery units have been given a generic unlimbered side

· Divisional headquarters have been standardized for each nationality

· Light companies of the same regiment  are not differentiated by battalion

Terrain Notes:

Fords are assumed to exist whenever roads cross streams.

Roads are assumed to be contiguous through towns

Map Notes:

I could not get the hex numbering scheme to conform to the method used in the game.  The hex rows do conform, but the diagonal cross-reference does not.

I decided not to provide the Turn Track on the board as I assume the players will use the morale sheet to mark off the turns.  

The red entry hex letters conform to the British Communication hexes.  The blue entry hex letters conform to the French Communication hexes. The rest are in brown.

Game Errata & Clarifications:

The following items seem to be “out of whack”:

1.
The French Reserve Div does not have a starting location for the Salamanca Scenario.  It has been set up according to errata obtained from the designer.

I hope you enjoy playing Los Arapiles as much as I enjoyed making the set.  I encourage you to contact me with comments and suggestions, as well as with errata.  If you like the set, perhaps more Simtac games may be done in the future.  My e-mail address is TheLockers@aol.com
Enjoy!

David L. Jones

Alexandria, VA

April 14, 2000

