CORT(S: CONQUEST OF THE AZTECS

Aide de Camp 2 Module

Game: XTR, 1993 

(game supplement in Command Magazine #20, Jan-Feb, 1993) 

Design: L. Dean Webb

Development: Ty Bomba & Chris Perello

Counter Art: Larry Hoffman

Map Art: Mark Simonitch

Aide de Camp 2: HPS Simulations

ADC2 version: Joseph D. Oliver, 2000-2002 (Jaydeeo@aol.com)

INTRODUCTION

GETTING STARTED

This module was started with ADC2 version 2.09 and finished with 2.12, and attempts to use it with an earlier version that 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 website (http://www.hpssims.com), or by writing directly to it.

Create 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

If needed, a summary of known problems with Cortes 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

Also, four matching “ . . . SAMPLE.ops” files have been created, but these are intended primarily as map and unit artwork display aids, and they are not necessarily examples of genuinely “legal” deployments.  However, they do include AT LEAST all initially deployed units.

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.  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.

Class Data is set as follows:

Value
Name                              
Type 

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

1       
Combat Factor                 
Numeric

2       
Movement Allowance

Numeric

3       
Step Level


Numeric   

Piece Data is NOT pre-set, although the same data field names are used.  By so doing, units individually edited during the course of play (disrupted, out-of-command, etc.) will stand out more clearly when “clicked on” during a future turn .

Force pools, with self-explanatory names, contain all units at the beginning of each game.  Due both to individual game special rules and to use of the optional “Friction Events Table,” neither the precise timing nor the exact quantity of reinforcements can be known in advance.  Hence, there are no separate pools for reinforcements.  Please refer to the Scenarios section of the original game rules for handling such.  Also, each player has two special eliminated units pool, initially empty of course, to which he may remove such units, and from which he may attempt to reorganize them (excluding commander and baggage pieces).

MAPS

The map has been done in a deliberately close rendering of the original, with only a few small exceptions, and with one major one, which is the translation of the original lake areas into groups of hexes.  

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 XTR.  

Have fun. 
