Bittereinder
An Aide de Camp 2 Gameset

Game by: Against the Odds magazone, copyright 2005; Hjalmar Gerber, Designer

Aide de Camp 2 Version 2.15 by Scott Hamilton/HPS Simulations, Copyright 1997-2004
ADC2 Gameset designed by:  Dave Jones
thelockers@nc.rr.com
Introduction:

You should have the most current version of ADC2 to use this gameset.  This set was created using version 2.15. You can download the newest version of ADC2 from www.hpssims.com.  You should be familiar with ADC2 in order to use this module.  

To get started, create a folder called “Bittereinder” for your set in the “Gamesets” sub-folder of your ADC2 folder. Extract the contents of the set into this folder.  The entire unzipped set takes about 9 megabytes of space. 

Scenarios

There are three scenarios provided:

1. Standard Game

2. Marching to Pretoria 

3. Sample Game

To begin playing, just select one of the scenarios and log in as either the Boer Republic (BR) or British Empire (BE) player.  Save the game immediately under another name so that you don’t overwrite the scenario.  

Set Up Instructions

The scenario is already set up according to the scenario rules.  However, some groups of units require the players to make additional decisions before starting play.  These units can be found in force pools with the words “Variable Setup”. 

Force Pools


Force pools exist for the following purposes:

1. Reinforcements (sorted by turn)

2. Variable Setup Units (delete after placement)

3. Holding Pool for extra Siege marker

4. Control Markers (one for each side)

5. Variable Reinforcements

6. Blockhouses

7. BR Army Holding Boxes

8. BE Force Holding Boxes

9. BR Available Siege markers

10. Permanently Eliminated (one for each side)

each country’s forces that do not start the game on the map.  They also exist for all the markers needed.

Eliminated Units:

Place eliminated units that can return to play on the Game Turn Track.

Scenario Notes:

In the Marching to Pretoria scenario, the “At Sea” units have been placed in the ocean east of Durban

“Razed” markers have been used to delineate the area of play.

The Map

This gameset uses a scanned image of the Bittereinder map.  Instead of a hexgrid that corresponds with the size of the counters, the map uses a grid of very small hexes.  The small hexes allow you to place the pieces much like you would on a real game board.  The units may not be stacked directly on top of each other as in most ADC2 modules. It is easy to offset the counters in a stack so you can see and select the individual units. You can also leave all the units in a stack, which will be denoted by a “stack symbol”.  In smaller areas you will have to do this.
The BE Morale Track and the BR WC Chart are included at the bottom of the map.  The other boxes on the player aid chart exist as Force Pool.

The use of very small hexes or squares with much larger counters will cause some minor graphic distortion of adjacent units/cards as you move your counters/cards.  This is a cosmetic problem and does not affect play.  When you notice it and wish to correct it, click on the “screen redraw” button in the tool bar of ADC2. (Fifth button from left, with a paintbrush in it.)  You can tell ADC2 to redraw the screen after each move (in the Games, Map/Display options menu), but this is likely to slow things down considerably.

Class Values

#1:  Combat Rating
#2:  Movement Allowance
The Piece Values are not used.  However unique Piece Name are used to differentiate from units with identical values.  Also the Piece name contains the turn of entry or setup coordinate.
Flip Definitions

All units flip as they do in the real game.  

Fog of War

It is assumed player wish to play with the Limited Intelligence rules.  If you don’t, or are playing solitaire, go into “Edit Player” and remove all the check marks under “Hidden Piece Options”

Players will need to manually change the Hidden Unit status of their units when the conditions for their revealing are met.  And, ditto for concealing them once those conditions are met too.

Errata

I discovered one discrepancy making the game.  The BE player has 29 “Razed” markers but the rules limit him to 20.  All twenty-nine are included in the module.  

Please feel free to contact me if you have questions regarding this set.  Enjoy!


Dave Jones

Raleigh, NC

TheLockers@nc.rr.com
