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1.  INTRODUCTION

Russia Besieged™ (RB), is L2 Design Group’s™ board game of the 1941-1945 conflict between Germany and Russia. Aide De Camp 2™ (ADC2) is HPS Simulation's copyrighted computer based game utility.  
2.  GENERAL INFORMATION (back to TABLE OF CONTENTS)

In the following paragraphs and figures, I’ll use LC for left click, DC for double left click, and RC for right click on the computer's mouse buttons. If no click is specified, use a left click. For items on a menu, I'll use a "\" between items so that Help \ The Play Game Module \ Play Game Menu Bar means: LC on "Help", go down the Help menu to The Play Game Module and LC, and go down to Play Game Menu Bar and LC. Not everybody has the same computer configuration. I'll do the best that I can, but if things don't go exactly the way I say, you may have to find some files using the "Find" feature on your computer.
Only the basics necessary to play Russian Besieged using ADC2 are covered in this guide.  For a complete description of all the ADC2 features, click Help \ Complete Manual.

3.  QUICK START (back to TABLE OF CONTENTS)
If you are familiar with computers and Aide De Camp, you might wish to review or print the next page to use as a guide and forgo the balance of the document.  If you need refreshing, you can just run through the figures or read the full document that follows.
To Start New RB Game or Scenario: Launch ADC2, left click (LC) Make and play Games, LC File, and LC Open. Double click (DC) RB Game Folder and DC desired scenario (OPS file). LC "Log-In Now" as Russian Player. In order to preserve the original scenario: LC File, LC "Save As...", TYPE a new "File name", LC "OK". Now, set-up Russian units.

To Start New RB Player-Turn: Launch ADC2, LC Make and play Games, LC File, and LC Open. DC RB Game Folder and DC the latest Player-Turn (OPS file). LC "Log-In Now" as your Player (Russian or German). To view Replay: Magnify map, LC Replay, LC Show All, LC "Start Replay". When Replay ends, LC "Yes", set New Turn if applicable, LC "OK". And to preserve the former Player-Turn: LC File, LC "Save As...", TYPE a new "File name" for your Player-Turn, LC "OK". Now, proceed with your Player-Turn. 

To Start a Second RB Impulse: LC Replay, LC Clear Replay, LC (to uncheck) the Clear REPLAY Option Box, LC "OK". Player-Turn can now continue with reset movement and combat flags.

To View Replay During Your Player-Turn: Magnify map, LC Replay, LC Show All, LC Start Replay. When you exit or finish, LC "No" to return to play WITHOUT clearing the replay.

To Magnify Map: LC Plus Sign (+) Icon to Zoom In then LC on map to select an area to zoom to . LC Minus Sign (-) Icon to Zoom Out.

To Move Unit: LC unit's hex, (if not all units are to move, LC specific units), LC "Move Pieces", LC each hex to plot move or just LC destination hex, RC or LC Green "OK" Icon to release unit(s).

To Attack: LC attacking unit's hex, (if not all units in the hex are attacking, LC specific units), LC "Attack with" button. Repeat for each hex of attacking units. LC defending unit's hex, LC "Defend with" button. Repeat for each hex of defending units. Repeat process for all defenders doubled for terrain. LC Green "OK" Icon. Compute odds from Combat Summary and LC "OK".  Check dice setting (should be 10 sides, 1 die to roll). LC "Roll Now!". Observe results, add comment if desired, and LC "Done".

To Remove Unit to Force Pool: LC unit's hex, (if not all units are to removed, LC specific units), LC "Remove Pieces", LC destination Force Pool, LC "Remove Now!"

To Add Unit to Map: LC destination Hex, LC "Add Pieces", LC "Yes" if asked from pool, LC Unit's Force Pool, LC specific unit(s) (or "Select All"), LC "Place Now".

To Reduce (Flip) Unit: LC unit's hex, (if not all units are to be reduced, LC specific units), LC "Flip Pieces". RC "Flip Pieces" to increase unit.
To Mark Railed Units (Editing): LC unit's hex. DC "Class Values" column of railed unit. LC "Yes/No" dot in Edit Class window, LC "Values:" to change "Yes/No" display, LC "OK" button.
To Save Turn: LC File, LC "Save". (All actions since the Replay was last cleared will be in this current Player-Turn OPS file.  Use "Save As..." and a new file name to preserve a former Player-Turn.)

To Send Turn: Attach your Player-Turn OPS file to e-mail. Use file compression in your or your opponent's e-mail program interprets OPS files as suspect.
To Receive Turn: Save attached OPS file to Russia Besieged, Game Folder.
4.  STARTING A GAME (back to TABLE OF CONTENTS)

Figure 1 – Opening a Game (next figure)
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LC on "File" menu heading in the upper left. Then LC "Open". A "Select an ADC2 Saved Game to Load" window will open. The small "Look In:" should read "Game Sets". Locate the RUSSIA BESIEGED folder and DC it. You are now in The RUSSIA BESIEGED folder. The file located here is the scenario file. Later, your game turns will appear here and your opponent’s game turns should be placed here. If new scenario files are produced for RUSSIA BESIEGED, they should be placed here also. Each file ends with the label ".OPS".

DC on the file that you wish to play.
Figure 2 – Log-In Screen (next figure)
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A "Player Selection and Initial Log-In" window will open. First, select the player you wish to log-in as.  If you are not the Axis player, LC the small down arrow and LC Russian.

There are no hidden units; so there is no distinction between "players". Any of the listed "players" can see and move any unit. The only function of the player identity is to define who prepared messages left during play. The "New Player" button is to allow for additional player identities to be established. Players who are "new" to the game should normally log-in as one of the established player identities.
LC the "Log-In Now" button.

After a brief wait, Russia Besieged map screen will open.  LC the small "maximize" button (the middle one in the group of three small buttons on the top right of the screen) if necessary to expand the map to its fullest extent.
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There are three zoom levels. If the view of the map detail is not what you like, you can zoom in or out by LC the zoom buttons. 
5. MOVING UNITS (Figure 3): (back to TABLE OF CONTENTS)
Figure 3 – Moving (next figure)
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ADC2 doesn’t monitor your move and has no intelligence – artificially or otherwise. You have to move the units and comply with the movement rules for the game.
Place the "hand and finger" pointer on the map over the hex that contains the unit that you want to move. LC the hex. A window titled "Select Pieces For Action" will open. This window will display a list of all units and markers in the hex. Initially, all will be selected for action as indicated by the little arrow at the far left of each line. If you don’t want to move all the units at one time, just LC the units that you do want to move. ADC2 doesn’t allow you to drop units while moving, so if the units will be moving to different hexes, move them separately. After selecting all the units that you want to move, each should have a little arrow to its left.

Now LC the "Move Pieces" button at the bottom left of the "Select Pieces For Action" window. The window will dissolve and the selected pieces will be highlighted. To assist your opponent in visualizing the move, LC each hex that the unit moves into at its normal movement rate. For rail moves, it might be wise to LC on each city and rail junction through which the unit passes.

When the unit reaches the end of its movement allowance, enters terrain in which it must stop, or has reach its destination, RC. (You can also end the movement by LC the green "OK" on the on the icon bar.)
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If the movement is unclear, leave a comment for your opponent in the replay.  To do this, LC the "Add a comment to replay" icon and type your clarification.
After a unit has moved, a little white square will appear in the lower right corner of the unit. Also, an "M" will show in the "M/C/H" column of the "Select Pieces For Action" window and the faint "M" will now be bold "M" in the yellow unit data box below the map screen. ("M/C/H" stands for movement/combat/hidden.)
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If you make a misstep during movement, LC the red "UNDO" (Undo last move or entry:) button on the icon bar. It will take you back one movement step at a time. If your move is really messed up, just RC to end the move and then LC the red "UNDO" button.  Now LC "NO" on the pop-up window (you really don’t want to see the mess, do you?) to return the unit to its original location before movement. The movement flags will be erased.

All actions are automatically placed in the Replay. Clearing the Replay ("Replay \ Clear Replay") before beginning each new player-turn and "Saving As…" with a new file name is probably the best procedure. That way each player-turn has a separate file. You can accumulate multiple turns in a single file, but you may then have difficulty locating the beginning of a turn in which you have particular interest. At the same time that you clear the replay, you also reset the Movement and Combat Flags.

Caution: DO NOT clear the reply at the end of your turn or you will erase all the actions. If you want to review your turn, just "Replay \ Show All" and LC "No" on the "Further Actions" pop-up window when the replay is finished. That will preserve the Replay.

6. COMBAT:  (back to TABLE OF CONTENTS)
Figure 4 – Attacking (next figure)
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Just as with movement, ADC2 doesn’t monitor your combat. You have to follow the game rules for combat.

Place the "hand and finger" pointer on the map over the hex that contains any of the units that you want to commit to battle (Figure 4). LC the hex. A window titled "Select Pieces For Action" will open. This window will list all units and markers in the hex. Initially, all will be selected for action as indicated by the little arrows at the far left of each line. If not all the units in the hex will be in this battle, LC just the units that you do want to use. After selecting all units that you wish to commit, each should have a little arrow to its left. Now LC the "Attack with" button at the bottom of the "Select Pieces For Action" window. The window will dissolve and a blue marker will be placed on the stack. This marker will have the letter "A" for attacker and a number representing the number of pieces in that hex that are selected to attack. Repeat the procedure for all other attacking units in this battle.
Now LC on the hex containing the defending units (Figure 5). You won’t need to select individual units, as the rules require that all defending units in a hex are attacked as a group (and markers have no defense value). Then LC the “Defend with” button at the bottom of the “Select Pieces For Action” window. The window will dissolve and a purple marker will be placed on the stack. This marker will have the letter “D” for defender and a number representing the number of pieces in that hex that are defending. If there are any more defending hexes, repeat this procedure. If the units are doubled on defense because of terrain, repeat the procedure to double the defender’s value.

Figure 5 – Defending (next figure)
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Now LC the green "OK" "End this action/selection:" button on the icon bar. A "Combat Information" window will open that shows a Combat Summary of the attacking and defending factors. (Figure 6) (If you want a detailed description of the attackers and defenders, LC the "Show Pieces" button at the bottom of the "Combat Information" window.) You will need to manually determine the combat factors for out of supply Axis units during snow turns.  You will also need to manually determine the odds ratio from those summed factors and then LC the "OK" button at the bottom of the "Combat Information" window.
A "Roll Dice" window will open. Make sure that the "Sides per die…" window reads "10" and the "Number to roll…" window reads "1". If they don’t, LC the small arrows to the right of the numbers to set them correctly. Next, it is best to note the odds and any DRM for the attack, for example "3-1 Odds, No DRM", on the "Results" screen. ADC2 only sums the attacker’s and defender’s values, you have to determine the odds and any modifiers. You can "Cancel" the battle and start over if something is wrong, but if everything is all right, LC the "Roll Now!" button. The die roll result will also be shown on the "Results" screen. LC "Done" to return to the map.

Figure 6 – Combat (next figure)
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When you have returned to the map, each attacking unit will have a little red square in the lower left-hand and each defending unit will have a red square in the lower center of the counter.  The "M/C/H" column of the "Select Pieces For Action" window will have an "A" or "D" and a bold "A" or "D" will also appear to the right of the unit in the yellow unit data box below the map.
If you are playing an opponent in a tournament, you will probably want to use a public internet die-roller rather than ADC2's internal dice. If so, LC the small "x" on the upper right of the "Roll Dice" window to close that window without canceling the attack set-up.  That way your opponent can still see the units designated to attack and defend and the Combat Summary in the Replay, but the internal die-roller will not be used.
After the roll results have been determined, consult the Combat Results Table or Blitzkrieg Attack Table to determine the outcome. Leave a note for your opponent in the replay, if necessary, and implement the results. For first impulse combat when the defender has a choice, reduce or eliminate the opponent’s "worst" unit. If the choice as to which unit is your opponent’s "worst" isn’t obvious, contact your opponent. On second impulse combat, reduce or eliminate what you consider to be your opponent’s "worst" unit and your opponent can correct the situation if he determines otherwise.
7. ADDING UNITS: (back to TABLE OF CONTENTS)
Figure 7 - Adding Units (next figure)
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Some units and markers are stored in Force Pools. To add these to the map, move the "hand and finger" pointer to the hex where you want to place the unit or marker and LC the hex. The "Select Pieces For Action" window will open. LC the "Add Pieces" button at the bottom-center of the window. With "Auto-Place Pieces From Pool" checked in Preferences, a "Select Pieces to Place On Board From Force Pools" window will open. Locate the unit's pool in the left window and LC that pool. All pieces in the pool will be transferred to the middle window. Then LC the specific unit from that pool to be placed on the map.  This will move that unit to the window on the right -- the "Selected List". When all units to be added to the map are on the "Selected List," LC the "Place Now" button. The window will dissolve and the units will appear at the designated hex on the map.
Some units and markers are stored in off-map boxes around the map. To add these units to the map, simply move them from their off-map location onto the map. If these units are moving a long distance, LC the originating as well as the destination hex to mark the unit's move for your opponent. When selecting units from the Replacement Pool, it may helpful to an opponent to assemble the replacement units in an area separate from the pool before movement onto the map.
8. REMOVING UNITS: (back to TABLE OF CONTENTS)
Figure 8 – Removing Units (next figure)
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Eliminated units should be moved to the Replacement Pool. Withdrawn units should be placed on the Turn Record Chart return month or, if they are not scheduled to return, removed from the game.
Surrendered units should be removed from the game or placed in the "Surrendered" Force Pool. To do this LC the hex with the subject unit and then LC the specific unit, if there are other units in the hex. Next, LC the "Remove Pieces" button at the bottom of the "Select Pieces For Action" window. With "Auto-Remove Pieces To Pool" checked in Preferences, a "Remove From Board Options" window will open. If you are removing the unit to a Surrendered Force Pool, LC to place a dot on the "Remove piece to a force pool" line, LC the pool, then LC the "Remove Now!" button. If you accidentally select a unit that is not scheduled to be removed, simply LC the "Cancel" button.
If you are removing the unit from the game, LC to place a dot on the "Remove piece from the game" line and then LC the "Remove Now!" button. Continue to LC "Remove Now!" for each surrendered unit.

9. REDUCING (FLIPPING) UNITS: (back to TABLE OF CONTENTS)

Figure 9 – Reducing Units (next figure)
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Units may be reduced as a result of combat. The reduced strength unit is found by flipping the full strength unit. To do this LC the hex with the subject unit and then, if there are other units in the hex, LC the specific unit. Next, LC the "Flip Pieces" button at the bottom of the "Select Pieces For Action" window.
Some units have more that one step. Each LC of "Flip Pieces" reduces the unit one step. After a unit has been reduced to its lowest strength, LC will return the unit to full strength.  

A unit's strength can be increased by using replacement points. A unit that is being rebuilt can be increased one step. LC the hex with the subject unit and then, if there are other units in the hex, LC the specific unit. Next, Right Click (RC) the "Flip Pieces" button at the bottom of the "Select Pieces For Action" window.  The unit strength will be increased by one step.
10. RAILED UNITS (EDITING): (back to TABLE OF CONTENTS)
Figure 10 - Railed Units (Editing) (next figure)
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One method of indicating units that have moved by rail is to change the "Yes/No" Class Value. To do this LC the stack containing the unit. Then in the "Select Pieces For Action" window, DC the "Class Values" or "Player" columns (blue shaded area in the example figure) of the unit that you wish to change. This will open an "Edit Existing Class Values and Information" window. Next, LC the "Yes/No" dot in the "Moved by Rail?" section (Class Value 7). The small "Value:" window will turn gray and LC in that window will change an existing "No" to "Yes" (or "Yes" to "No"). Finally, LC the "OK" button to return.  The text in the Class Values will now display "Yes."

At the end of your turn (or beginning of your next turn), locate and return to "No" all the units formerly moved by rail. To do this use the same procedure, LC the "Yes" in the gray field to change it to "No."
11. REPLAYING: (back to TABLE OF CONTENTS)

Figure 11 – Replaying (next figure)
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When you receive an opponent's player-turn or at some point during your player-turn, you may want to review what actions have been made. The Replay feature allows you to see what has happen since the Replay was last cleared. All actions – movements, attacks, die rolls, comments, flips, and units added to and removed from the map – are shown in the order made. "Undo" actions are not shown. The Replay pauses to allow die rolls and comments to be read. Before you begin a Replay, you should adjust the Zoom Level to one that better shows unit detail than Zoom Level 1. Either Zoom Level 2 or 3 is good.

To Replay, LC "Replay \ Show All" on the top menu bar. A new window titled "Replay Settings" opens. The upper portion of this window allows you to set the amount of delay between actions. If you just want to hurry through the actions, LC the dot in front of the "NO DELAY" line. If you want to take your time, LC the dot in front of the "SET Pause duration:" line and adjust the arrow to the pause time desire. If you are new or are reviewing an opponent's player-turn, it may be best to click the dot in front of "STOP after each move" line.
The lower portion of "Replay Settings" window allows you to set the start point of the Replay. This can be helpful if you wish to review a particular segment a move without viewing all the actions in the turn. At the bottom of the window are a "Blink" check mark (leave it), a "Cancel" button, and a "Start Replay" button.

To start, LC the "Start Replay" button. A small window titled "Replay Action:" will open in the lower right of the screen when the Replay is set for no delay or to pause after each action. It will have a "Click Stop to exit replay" button or, if the replay is paused, "OK" and "Quit" buttons. You can use these buttons to control the Replay

If the Replay is set to stop after each move, you LC "OK" in the small "Action:" window to proceed from action to action.
After the Replay is finished, a window titled, "Further Actions" will open with "Yes" and "No" buttons. CAUTION: If you are just reviewing what you did or wish to see you’re your opponent did again, LC "No" so that the Replay WILL NOT be erased.

If you have finished reviewing your opponent’s turn and are ready to start your player-turn, LC "Yes". This opens another window called "Advance Turn / Clear Replay Options". If the turn needs to be changed, LC the up (or down) arrow to set the correct turn that you are about to begin. If you are beginning a new turn, you will probably want to clear the old replay and reset the movement and combat flags (covered later) so leave the three boxes checked. If you are exchanging the files with your opponent before the player-turn is complete or you are reviewing your own turn, you will want to UNCHECK the "Clear REPLAY" box to allow the collection of replay actions to continue.  After the turn is set and the appropriate boxes checked, LC the "OK" button on the bottom of the window. This returns you to the map. CAUTION: Be aware that if you "Clear Replay" and if you "Save" or "Save As…" the game WITHOUT changing the name of the file, you will overwrite and lose the former Replay actions.
When you "Save" or "Save As…", you automatically store any accumulated actions from the point of the last "Clear Replay" to your game’s current ".OPS" file.
12.  SENDING YOUR PLAYER-TURN: (back to TABLE OF CONTENTS)

When you complete your turn, you need to "Save" or "Save As…" the actions. LC "File \ Save" if you established a new file name for the beginning your turn after clearing your opponent's Replay.  If you did not make a new file name at the beginning of your turn after clearing your opponent's Replay, use "Save As…" now to preserve your opponent's turn as a separate file; otherwise, your actions will be added to his Replay.
Your Player-Turn now needs to be provided to your opponent. To do this prepare an e-mail, add your Player-Turn file as an attachment, and send the e-mail to your opponent. All e-mail programs seem to be a little different, so things may not work exactly as I describe, but most programs provide the same functions in one form or another. If you have any difficulty accomplishing a process, seek assistance from the e-mail’s Help file or your supporting Internet Service Provider. Most ADC2 ".OPS" files are small enough to send without file compression, but some e-mail programs may consider ".OPS" files suspect. In those cases use (and request that your opponent use) a recognized file compression device such as WinZip for communications. An evaluation version of WinZip is available for download from their home page <http://www.winzip.com/>. 
Figure 12 – Sending Turn (next figure)
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Open your e-mail program. This can usually be done in several ways. After the program opens, LC the "Create Mail" icon. A "New Message" window will open (Figure 12). Type the e-mail address of your opponent on the "To:" line. In the "Subject:" line it is best to identify the name of the game, the player, and the turn number such as, "Russia Besieged, German May/Jun 41 Turn". The body of message can be used to type any additional instructions such as, "Units in 1223 retreated to 1322." When the message is complete LC the paperclip attachment icon. An "Insert Attachment" window will open. You want the file you just saved and it will be in "Russia Besieged" folder. If you are unsure of how to navigate to the folder, use the "find" feature on your computer by typing the file that you are seeking, such as "Ger4105.OPS", and letting the computer provide you with the file's location. Then LC the name of the ".OPS" file that you are sending your opponent and LC "Attach". The file should then appear on your e-mail as an attachment. 

When the e-mail is finished, LC "Send".
13. RECEIVING YOUR OPPONENT’S PLAYER-TURN: (back to TABLE OF CONTENTS)
Figure 13 – Receiving Turn (back to TABLE OF CONTENTS)
Your opponent’s Player-Turn will be received as an attachment to e-mail. (Figure 13)  E-mail programs handle attachments in different ways.  [image: image17.png]The oty pauses afer
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With Outlook Express, attachments are signaled by a "paperclip" symbol preceding the From and Subject entries of e-mail in the Inbox. To withdraw the attachment, open the e-mail by DC on the e-mail. A window in the title block named "Attach:" shows each attachment. RC on the attachment with the ".OPS" file label. A pop-up menu will appear. Go down the menu and LC "Save As…". A "Save Attachment As" window will open. The small "Save in:" window will show where the attachment is to be downloaded. You may have to change this to "Russia Besieged" folder.

With some e-mail programs, the attachments are automatically downloaded to a specified folder. If you do not know where that folder is, use your computer’s "Find" feature to locate the downloaded file and make a note of that file’s location. Then use "Windows Explorer" to navigate to the file, RC the file and go down the pop-up menu and LC "Cut". Now navigate to Russia Besieged folder while still in Windows Explorer, RC on an open spot in the folder, and go down the pop-up menu and LC "Paste" to put the file into that folder.

If your opponent sends the file zipped in a file compression format, you will need the same format to open your opponent’s file. Some computers come with file compression programs pre-loaded, so you may be unaware that you already have the ability to extract the file. If you can't extract the ".OPS" file or figure out what compression program is being used, ask your opponent. Extract the ".OPS" file to your Russia Besieged folder.
Now open the ADC2 program as shown in the "Starting the Game" paragraph. View the Replay, then clear the Replay, "Save As…" with a new file name, and begin your Player-Turn.

14.  ALTERNATE DIE-ROLLERS: (back to TABLE OF CONTENTS)
Opponents who desire an impartial, public die-roller or who are engaged in a tournament should use an Internet die roller rather than the ADC2’s internal die roller. Here are three public die-rollers that you may want to use:

ShadowDice <http://www.gamerz.net/shadowdice/> provides an excellent, simple to use, one-roll-at-time die roller. You are provided with an Internet die-roll response while your opponent (and others including yourself) is sent an e-mail response. A formatted comment is used to provide results of the former die roll request, record actions resulting from that roll, and request the next die roll. To roll a die, simply type [1D10] in brackets on the format page: <http://www.gamerz.net/shadowdice/shadowdice.cgi>.

Irony Games <http://www.irony.com/> hosts a die-roller that works very well for single, one-at-a-time or multiple rolls. You are provided with an Internet die-roll response while your opponent is sent an e-mail response. The format page:

 <http://www.irony.com/mailroll.html>.

Shadow Island Games <http://www.pbm.com/> hosts a die-roller that works well if your opponent doesn’t mind all rolls being made at one time. Both you and your opponent are sent e-mail responses. Instructions for use of the die-roller are at:

<http://www.pbm.com/dice/>.
Web-Grognards <http://www.grognard.com/> provides a list of other public Internet die-rollers on its site <http://www.grognard.com/pbem.html#board> under the "Board wargames" heading.

15.  FINDING OPPONENTS: (back to TABLE OF CONTENTS)
ConsimWorld Discussion Board <http://talk.consimworld.com/>maintains a PBEM <http://talk.consimworld.com/WebX?14@114.suNBa6QXbqe.11@.ee6ca39/0> page to advertise for opponents and a board dedicated to L2DG’s Russia Besieged. <http://talk.consimworld.com/WebX?14@144.g9YMb2vebbR.4@.1dcee283/0>
HPS Simulations <http://209.216.35.195./adc2_opponents_wanted.htm > maintains an opponent’s wanted page.

Web-Grognards <http://www.grognard.com/> provides a list of opponent finders on its home page in the "CONTENTS" section under the "Wargaming Hobby \ opponent finders". Be sure to specify what PBEM system you are using when seeking potential opponents.

The Avalon Hill International Kriegspiel Society (AHIKS) <http://ourworld-top.cs.com/Domerider2> maintains an opponent finding service for its members.

The Boardgame Players Association (BPA) <http://www.boardgamers.org/> hosts an annual World Boardgaming Championship convention during summer and frequent on-line game tournaments all year.

16. REFERENCES: (back to TABLE OF CONTENTS)

L2 Design Group <http://www.l2designgroup.com/> publishes Russia Besieged and can help with missing or damaged game parts.  L2DG has a fine line of strategy games in addition to Russia Besieged that you may want to consider purchasing.
HPS <http://www.hpssims.com/> produces ADC2 and can assist with program difficulties.  You also might wish to check the other games available in ADC2 format <http://209.216.35.195./>. 

17. WHO MADE THIS MESS? (back to TABLE OF CONTENTS)
If you find any errors or omissions or have any comments or suggestions, please let me know. I am Charles McLellan and can be contacted at 2000 Roundleaf Green, Huntsville, AL  35803-1832, tel: (256) 883-6779 or e-mail:<cgmclellan@knology.net>. I have checked all the links above, but they could, of course, change tomorrow. 

This is Version 1.2, 20 Jun 2005.
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