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INTRODUCTION

Cort(s: Conquest of the Aztecs is a very interesting game concerning the final almost three month long Spanish assault on the Aztec capital, Tenochtitlan, the fabulous city-in-the-lake.  The game incorporates several features that while not unique are unusual.  First, both hex and area movement systems are integrated completely in a single large and exceptionally attractive map.  That is, there are no separate “transition” paths linking actually different maps together.  Second, the game dispenses with the usual fixed turn record track; i. e., there is no final turn.  Third, by modern standards, the game system is remarkably simple in that it lacks both zones of control and supply rules, and is of particularly low counter density, in that at most there can be only 105 units on a “full-size” map.

POLITICAL CORRECTNESS WARNING: Anyone with particularly acute historical or political sensitivities should steer well clear of Cort(s.  Aside from its decidedly un-PC basic subject matter, the general depredations of villainous Europeans upon innocent native peoples, the proper employment of both human sacrifice of prisoners (the Aztecs weren’t so innocent) and desecration of temples can be of importance in “winning” the game.

GETTING STARTED

This module was started with ADC2 version 2.09 and finished with 2.12, and attempts to use it with a version earlier than 2.12 may result in problems.  Verify your current version number by clicking on "Help" and then "About" on the ADC2 opening "Control Panel" screen.  Updates may be obtained from HPS Simulations, via download from its internet site (link above), or by writing directly to it.

Create and name a folder for this module where you prefer (usually within the "ADC2\Game Sets" existing folder).  Total hard drive space required for the uncompressed files will be about 2.5 MB.

IMPORTANT: It is assumed that you have an original copy of the game.  You will have to use the original rules and assorted charts for such game routines as resolving combat and determining terrain effects on movement and combat.

A summary of known problems with and clarifications of certain rules in Cort(s can be found in the accompanying files, “Cortes_errata.txt” and “Cortes_QA.txt” courtesy of the Web Grognards wargaming internet site: (http://grognard.com/). 

Finally, it is assumed that you have a basic working knowledge of how to use ADC2.  Of course, feel free to refer to the online "Help" for specific details.

PLAYING THE GAME

From the ADC2 "Play Game" screen, click "Open," locate the new folder, and choose from the available scenarios.  In addition to the individual player sides, a “Gamemaster” player is provided for solitaire use.  

SCENARIO LIST
Cortes.ops – the actual game, with separately named force pools for initial setup.

Master.ops – a basic file with the entire full-strength/step counter-mix separated in pools.

Sample.ops – a special file intended only for artwork display/

IMPORTANT: As with all computer games, it is recommended that you save often, but remember to save any game-in-progress as a different name from the original, e. g. "Cortes01.ops," rather "Cortes.ops."  Otherwise, you will overwrite and lose the initial set-up file, and you will have to reinstall the original in order to begin a new game.  The safest method is that of saving the game under a different name at the very beginning.

ADC2 VERSION SPECIAL NOTES

UNITS/COUNTERS

With a few exceptions, the counters are close duplicates of the originals.  The individual counter “ID numbers” in the upper left corners have been omitted, and are incorporated into the class names instead (see more below).  The counters for the Indian allies of the Spanish have a slightly different background color, and their two-character tribal identification letters have been moved to the upper left.  The original different type fonts have been standardized to Times New Roman on all counters.  Finally, the original color background “halos” around the Aztec and Spanish unit icons have been eliminated in the interest of greater clarity. 

Each individual original counter is represented by one to two different classes, depending upon its number of strength steps.  So, any four-step unit, represented by two different original counters, will have four separate classes defined for it.  

Flips have been defined completely, including cycling back to full strength, i.e., one can flip a step four unit to step three, then step two, then step one, and then back to step four.  This eliminates the need to replace units from force pools as a result of combat, replenishment, or deadpile retrieval.  Also, it eliminates the need for creating significantly more pieces in advance.

Class names are of the following format:

p# - name/description-s; where

p = player (a = Aztec & s = Spanish)

# = original game unit ID number in upper corner

s = current strength step if applicable

Class Data is set as follows:

Value
Name                              
Type 

--------------------------------------------------------

1       
Combat Factor                 
Numeric

2       
Movement Allowance

Numeric

3       
Step Level


Numeric   

Force pools, with self-explanatory names, contain all full-strength units at the beginning of each game.  Also, each player has two special pools, initially empty of course, the Deadpile and Eliminated pools.  Per the Redeployment and Recovery Interphase game procedure, the Deadpile pool should be used to store units eligible for possible future recovery, while the Eliminated pool should be reserved for those units “permanently dead” (sic!)

MAPS

The map has been done in a deliberately close rendering of the original, excepting a few small minor changes and one major one, which is the translation of the original lake areas into groups of hexes.  Obviously, these numbered groups of hexes are to be treated as if they were single areas.  

Finally, I note that excepting the use of reduced unit icon scans, all other counter and all map artwork is my own hand bit-mapping, so any perceived artistic deficiency in this translation is mine, and is not the fault of the original artists, Larry Hoffman and Mark Simonitch, both of whose work I’ve always admired.
Have fun. 
