A Wargamer’s Primer for Aide De Camp 2© (ADC2)

By Gerald Schwartz

ADC2 is application software from HPS that is used to construct digital equivalents of turn based card and board games.  These can then be played by opponents remotely using e-mail.  For this reason ADC2 is often referred to as a play by e-mail (PBeM) aid.  

This primer is oriented to a reader who has minimal PC skills, but assumes they understand the basics of using application menus, the mouse, and e-mail.  The majority of the features of ADC2 are used in the construction process, so the user manual tends to concentrate on this.  For some, this makes it appear to be a complex product.  Nothing could be further from the truth.  Using it to play a gameset is simplicity itself.  In what follows, only wargames, are considered.

Gamesets

A gameset is what is constructed in ADC2 to enable PBeM play of a board game on the PC.  The gameset is a collection of files.  Gamesets have been designed by other wargamers for the majority of the most popular wargames.  Most are available free of charge and can be downloaded using the Internet. They are usually distributed in compressed format.  

The site providing the most comprehensive collection of gamesets is www.hkl1.com.  

When ADC2 is installed, it creates a folder called “Gameset” in its directory.  After downloading a compressed gameset, you create a new folder in that directory and then use a utility like WinZip© to extract the files into that folder.  In order to make a gameset easy to find, you should assign something like the name of the associated board game to each new gameset folder created in the ADC2 directory.

Wargames

Most board games referred to as wargames, consist of a map or playing board, a set of cardboard counters, dice, a rule book specifying the rules of the game, and some charts and tables.  

A counter occupies a location on the playing board and may be moved from one location to another during the play of the game in accordance with the rules of the game.  Some counters are simply provided as markers conveying unit or hex status or some other type of information while located on the map.

The specification of the initial setup of the counters on the map at the beginning of play is contained in the scenario instructions.  Usually more than one scenario is provided, and before playing a game, the counters must be set up on the playing board according to one of these.

Game turns usually consist of one player, then the other, taking on the role of the attacker, while his opponent is the defender.  While a player is the attacker he executes a sequence of play as specified in the rules of the game.  Usually this involves actions such as bringing counters on to the map, moving them on the map, having combat with the opponent’s units, and rolling dice to determine the combat results according to a Combat Result Table or CRT.  In this way each player alternates execution during a game turn in what is referred to as a player turn.

Wargamers have used Play By Mail (PBM) methods to play with remote opponents almost since the inception of this genre of gaming.  In this case one player sets up his copy of the game, records the moves and combat in his player turn, and mails it to his opponent.  Devices like stock prices on a future date are used to generate random numbers to resolve combat.  When received, the opponent then sets up his copy of the game, records his player turn and mails it back.  This continues even today, often using e-mail rather than the post.

Advantages of ADC2

With ADC2, no playing board setup is required, no moves or combat need be written down, and location transcription errors are avoided during move exchanges.  Furthermore, dice rolls are provided using computer generated random numbers.  This means that when multiple phases in the sequence of play require dice rolls, multiple exchanges are not required to complete a player turn.

Using ADC2

It is important to understand that ADC2 simply replaces the game’s playing board, counters, and dice.  The rules of play and any charts and tables used in the game are those supplied with the board game.  You must own the board game in order to use ADC2 to play it.  

ADC2 does not regulate the play of the game.  When playing a board game, the only thing that regulates the play of the game are the players themselves.  They do this by adhering to the rules of the game.  So it is with ADC2.

What ADC2 provides is a computer based graphic system for moving counter and marker images between locations on an image of a playing board and a random number generator for performing die rolls.  It also provides the support functions required to annotate your play, transmit your move using e-mail, and replay your opponent’s move after you receive it.

The key files in each gameset have a file type suffix of “.ops” (see Fig. 1).  This is the file that is opened when you want to play a game.  Every time this file is saved, it contains the current state of the game.  Gameset designers will often include more than one OPS file in a gameset, providing separate files to start each different scenario.  After an OPS file has been opened and used to play a game, it needs to be replaced with a fresh copy from the originally distributed gameset before a new game is started.
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Figure 1 Gameset Files

Using ADC2 to Play a Wargame

In what follows references will be made to buttons that appear on the toolbar of the ADC2 window.  These buttons have icons rather than labels, so they are referred to by using the tool tip text that appears whenever the mouse cursor rests on the button (see Fig. 2).
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Figure 2  Tooltips

After starting the ADC2 application:

1. Select the “Make and Play Games” button on the ADC Control Panel that appears first.

2. A new window will appear.  Now open the current OPS file for the gameset desired using the “File Open” dialog that appears upon clicking the toolbar button for  “Load a saved game”.

3. Select the player you represent in the “Player Selection and Initial Log-In” dialog that appears and click on the “Log-In Now!” button (see Fig. 3).  

4. A digital graphic of the map will now appear in the ADC2 window where the game operations are to be executed (see Fig. 4).

[image: image3.png]



Figure 3 Initial Log-in Dialog
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Figure 4 ADC2 Main Window

ADC2 initially shows the map in the lowest of 3 zoom levels.  Playing a game usually requires using one of the higher zoom levels.  To zoom in, click the toolbar button for “zoom in”.  Return the mouse cursor to the map and click the area you want to zoom in on.  This can be done again to go to the highest zoom level.  Zooming out is even simpler, since it only requires clicking the toolbar button for “zoom out”.

Once you are at the zoom level where you can see everything you need to play a game, the map can be scrolled using the scroll bar controls on the frame of the ADC2 window.

The digital equivalent of the game’s counters and markers in ADC2 are called pieces.  They appear on the map in the ADC2 window in the same way that the counters would appear on the board of the game. Below the map display are two boxes: the Piece Data Box on the left and the Terrain Data Box on the right.  As the mouse cursor moves over the locations on the map, a description of the terrain and any pieces that occupy it are displayed in these boxes(see Fig. 5). 
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Figure 5 The Data Boxes

Pieces may also be stored off-board.  Like board games this may be done simply by parking them in locations in the border of the map.  However, ADC2 provides a more effective mechanism for organizing off-board pieces.  This is the ADC2 Force Pool.  A game can have many such pools, so the gameset designer usually names them for easy recognition, e.g. “Turn6 Russian Reinforcements".  Game pieces may be transferred between a location on the map and some force pool.

Operations

In a board game each player performs operations on the map during his player turn using the game’s counters.  These involve moving them from one location to another, sometimes on and off the map, selecting the units to attack and defend , and rolling the dice to determine combat results.  The same set of operations is available in ADC2.  

To perform any operation on a game piece, place the mouse cursor over its’ location, and click.  This will result in a dialog box appearing that is used for selecting the piece and the operation to be performed on it (see Fig. 6).
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Figure 6 Action Dialog

When a stack of pieces occupies a location and you want to perform an operation using only one or two of them, they must first be selected.  This is done by clicking on the lines describing them in the dialog box.  The gameset designer usually provides sufficient information on that line to uniquely identify each piece in the game.  If the operation is to apply to all the pieces in a stack, click the button labeled “All” instead.  However, if only one piece is described, you can click immediately on an operation button.

These consist of the following:

1. Move Pieces

This is used to relocate a piece or stack of pieces on the map.  After selecting units and clicking on this button, the movement can be performed in one of two ways:  

First, a path may be created by clicking in sequence on a contiguous set of locations to be traversed during movement (see Fig. 7).  This labels a specific path of movement that is meant to show your remote opponent how you got there.  The operation is terminated only when you click on the “OK” button in the toolbar.  Do this after the final location has been clicked.  The numbered labels in the locations moved through then disappear from the map and the piece or stack now appears in the final location rather than the starting location.
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Figure 7 Move Pieces

The second way this operation can be performed, is to simply right-click in the final location on the map.  The “OK” button is not used.  This is simpler but leaves no trail.

2. Defend With

This can be used to begin a combat sequence and requires clicking on a location on the map occupied by an opponent’s piece when you want to attack it.  Again, a single piece or a stack may be selected and after clicking on the button, a “D#” label is displayed at that location, specifying the number of defending pieces there (see Fig. 8).  This operation is only part of a combat sequence and must be followed with other operations to identify the attackers.
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Figure 8 Combat labels

3. Attack With

This is used to either start or continue a combat sequence. It similarly designates the attacking pieces or stacks, whose locations will then display an “A#” label, specifying the number of attacking pieces at each (see Fig. 8). A combat sequence is completed by clicking on the “OK” button on the toolbar.  If  “Combat Roll Dice Automatically” has been selected by the gameset designer as a default in the “Preferences” menu, completing the combat sequence will result in a “Roll Dice” dialog box appearing (see Fig. 9).  The gameset designer will have selected the number of sides of the dice and the number of dice to roll as required by the rules of play to determine combat results.  The player usually need not change these, but can if the rules require.  The results of the digital equivalent of rolling the dice will be displayed once the “Roll Now” button has been clicked (see Fig. 10).  The player uses these dice rolls and the CRT provided by the board game to determine the combat results.  They are usually recorded for replay by your opponent as comments in the dialog box.  When you have provided enough information for your opponent to understand what happened, click on the "Done” button.  This will make the dialog box disappear from the screen and allow further operations on the map.
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Figure 9  Roll Dice Dialog
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Figure 10 Roll Dice Results

The “Roll Dice” dialog can be brought up at any time to obtain other die rolls required by the rules of play.  Simply click on the toolbar button for “roll the dice”.

If the gameset designer has set up the necessary values for the game pieces and he has also set the “Combat Set Summary Values” in the “Game” menu, additional information is made available prior to the “Roll Dice” dialog.  This consists of the “Combat Summary” dialog (see Fig. 11) and, if the “Show Pieces” button on that dialog is clicked, the “Show Pieces” dialog (see Fig. 12). 
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Figure 11 Combat Summary Dialog
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Figure 12 Show Pieces Dialog

4. Add Pieces

If the gameset designer simply parks off-board pieces in locations on the borders of the map, the “Move Pieces” operation can be used to bring those pieces into play or remove them from the map.  On the other hand, since finding the correct pieces may be tedious for the player, the designer will probably employ Force Pools. 
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Figure 13 Add Pieces 

This operation is used for placing off-board pieces in Force Pools onto the map. In this case, the location initially clicked on need not be occupied by any other pieces.  Regardless, clicking on this operation button should result in the “Select Pieces to Place On Board From Force Pools” dialog box appearing (see Fig. 13).  But it only appears if the gameset designer has set the “Auto-Place Pieces From Pool” option in the “Preferences” menu.  It identifies all the Force Pools provided by the gameset designer in the 1st column list box. To select a particular Force Pool, click on its name in that list box, and the names of each of the pieces in that Force Pool will be displayed in the 2nd column list box.  To select a piece from the Force Pool, click on its name and it will then be displayed in the 3rd column list box.  Pieces may be selected one at a time or the “Select All” button may be clicked.  This list may also be modified using the buttons to the right of the list box under the label “List Options”.  When the “Place Now” button is clicked, the dialog box will disappear and the pieces in the final list will appear at the location originally clicked on the map.

5. Remove Pieces

This does the reverse of “Add Pieces”, removing the selected pieces from the map and adding them to the selected Force Pool.  A “Remove From Board” dialog box (see Fig. 14) appears provided the gameset designer has set the “Auto-Remove Pieces To Pool” option.  This allows the player to select the Force Pool for storage.  Clicking on the “Remove Now!” button returns the player to the map.  The removed pieces are no longer displayed on the map and are inaccessible unless they are returned to the map using the “Add Pieces” operation.  If the other option in the dialog is set, pieces can be removed from the game in this way as well.
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Figure 14 Remove Pieces

6. Flip Pieces

This operation is only used in wargames where step level reductions can occur as a result of combat or other events in the game.  In these cases the gameset designer will make a flip definition which links the pieces used to represent a unit at its’ various step levels.  

This button only appears when the location that is clicked is occupied by at least one piece.  Like other operations, the pieces to be flipped are first selected and then this operation button is clicked.  All those pieces selected will now appear on the map with changed capability values corresponding to a lower level.  Continually flipping pieces changes their levels according to the flip definitions provided by the gameset designer.  The capability level changes required by the rules of play at any time may require flipping a piece more than once to achieve the correct step level.

When no flip definition was provided by the gameset designer, this operation allows a one time substitution of units to occur.  You must be careful not to create a permanent flip definition.  This is accomplished by clicking the “No” button on the intervening dialog box.  Another dialog box will then appear allowing you to select the unit to be substituted.

7. Sort Pieces

This operation is only used in wargames where the position of a game piece in a stack has some significance.   The “Sorting Pieces at Location” dialog appears (see Fig. 15) and a new order for the pieces at that location can be selected by following the instructions in the dialog.  When done, click on the “Save New Order” button and the stack will be sorted in the order chosen.
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Figure 15 Sorting Pieces

Unit Facing

The orientation of the game pieces is static.  The play of some games depends upon unit facing.  Rather than rotating the game pieces, a highlight which faces one of the hexsides is used.  Game piece facing can be rotated toward any of the six hexsides in the location it occupies.  This is achieved by double clicking the piece’s description line in the operations dialog under the “FACING” column (see Fig. 16).  Note that the current facing is specified there.  “None” is displayed if a piece has no facing capability.  A “Set Piece Facing” dialog (see Fig. 17) will then appear where the facing of the selected piece can be changed simply by clicking on the desired hexside direction and then the “OK” button. 
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Figure 16 Facing
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Figure 17 Set Piece Facing Dialog

The Undo Button

This button appears on the toolbar beside the “OK” button and may be clicked to undo the last action performed.  When clicked again it will undo the previous action as well backing out one action at a time.  After some actions, a dialog box may appear offering the choice of reviewing the action before undoing it or undoing the action immediately.

Replay

In order for your remote opponent to monitor your operations, ADC2 provides the “Replay” menu.  Clicking on the “Show All” menu item immediately after log-in and zooming the map display appropriately, brings up the “Replay Settings” dialog box(See Fig. 18) in which you may select your preferences.  Once you click on the “Start Replay” button, your opponent’s actions will appear on the screen up to the point where he saved the game.  Then the “Advance Turn” dialog box will appear allowing you to reset the turn counter, if necessary, and clear the replay mechanism.  This can be done directly by selecting the “Clear Replay” menu item.
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Figure 18  Replay Setting dialog

PBeM

These are all the operations that are required to play most of the gamesets available for wargames.  ADC2 provides other features and operations, such as hidden movement, elevations, and line of sight, but these are beyond the scope of what is needed to play the classic wargames..

The medium of PBeM play using ADC2 is the OPS file.  Whenever a gameset is opened to execute a player turn, it is the current OPS file that should be selected from the gameset folder.  When a turn has been completed and the toolbar button for “save this game” is clicked, all the operations performed by a player during his player turn are recorded in the OPS file.  This is the only file that need be attached to an e-mail message for transmission to your opponent.  Upon receiving an OPS file, it should be detached to the associated gameset folder within the ADC2 directory.  It can then be opened, your opponent’s operations replayed, the turn advanced, your player turn executed, and then saved once more.

If you keep the same name for the OPS file every time it is saved, the current game status will replace that with which the player turn was begun.  It is a good practice to rename the OPS file every time it is saved using the File/Save As item in the ADC2 menu.  This will retain the old file for replay of a previous player turn.  This may be necessary in cases where a review of the replay uncovers a deviation from the rules of play.  Use concatenations of abbreviations for the game name (AK, Anzio,TRC, etc.), a match name, player name (Axis, Allied, etc.), and game turn (MayJun, 15, Week21, etc.) to name the current OPS file when saved.  The match name can be anything you want that will uniquely identify the current match, such as your opponents name.

The OPS file is generally not big and may be attached to an e-mail as-is, but to avoid transmission delays when sending and receiving e-mail, it is usually wise to  compress the OPS file using WinZip© or some other mutually acceptable utility.  On receipt detach it to a temporary folder and then extract the OPS file directly into the gameset folder.

