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This set, when unzipped, will take up 40Mb, mainly due to the scan map.  Given the wonderful quality of the maps and counters, I could not bear to reduce their resolution further!!!!!!




Setting Up to Play:
Unzip all zip files into a new directory called “Fortress Berlin”, or “FB”.  Start the “Fortress Berlin.OPS” or “Operation Eclipse.OPS”  file and login as either the Soviet, German or Western Allied player.  Some units in the “Fortress Berlin” scenario begin on the map, feel free to adjust their placement as per the scenario rules.  The remaining units, including the variant forces, are all located in logically organized Force Pools, sorted by owner and arrival time.
Class and Piece Value settings:
Class Values

1. 
Firepower
2. 
Protection

3.  Movement

4.  Morale – Note: this is useful because you can view this value even if the unit is on its Maneuver side.
5.  Weapons Range

6.  Weapons Type – “SA”, “Art”, “Hvy”, “Def”, “AT”

7.  Unit Size

8.  Side - “Comb” or “Man”

Piece Values

1. Disrupted?  (Yes/No) – See discussion below regarding Disruption.

2. Fired?  (Yes/No) – Note:  Most units have not been set to “No”.  If they use this function, players will need to set the units to “No”.  This is useful because it’s important for a player to know whether a unit has fired yet in the course of a player turn.

Flip Sides:

All units flip as they do in the real game.  

Disrupted:

In the game, disrupted units are tracked with the green and white Disrupted markers.  You are welcome to use the Disrupted markers in the force pool to do this.  You will need to check the “Draw This Piece on Top” box in the “Edit Piece Values” interface to get the Disrupt marker to appear on top of the stack.  

Another way to track this is the “Disrupted?” piece value.  When a unit becomes Disrupted, enter “Wh” or “Gr” in this value, depending on whether the unit needs a White or Green Disrupt marker.  Then clear the value at the proper time.  (You will need to change the “Yes/No” value to “Text” for each unit to use this method.)

Stack Symbols:
The stack symbols I have created for this game are a little unconventional; they are aligned across only the top of the units.  I did this after inadvertently making the unit symbols a bit too big.  Hopefully that’s a good thing!

Facing:

Units will have to be Faced when they enter Maneuver mode.  Facing is set by the standard use of the “Piece Facing” setting.  No units have been placed in Maneuver mode in the scenario setup.

Scenarios:

There are two scenarios:

1.  Fortress Berlin.OPS

2.  Operation Eclipse.OPS 
Since I have not seen the actual Operation Eclipse scenario, certain issues unique to it may not be represented in the module.  For instance, the German setup and order of arrival is the same as in the regular game.  Turn names have not been appended because I do not know them.  All Western Allied units begin the game in force pools sorted by Division, since arrival times are unknown.  I will update the module when these details are known.
Status Dots:

None have been defined, but players are encouraged to experiment with these to assist play.  If nothing else, use the “Moved” dot to highlight units that have moved.

Force Pools:

Force Pools exist for the following categories of units:

1)   Reinforcements

2)   Units with discretionary setup  (have “Deploy” in the Force Pool name)

3)   Optional Forces (have “Opt” in the Force Pool name)

Fog of War:
If using this rule, players may only view the top unit in the other player’s stacks.  If you wish to crudely effect this, go into “Edit Player” and check “Use Hidden Pieces” and “Advance/Hide All But Top Pieces”.  Due to the nature of the rule, this will not exactly match the intent of the rule.

Enhancements:
The “Steiner” optional reinforcements have a RED tab in the lower left hand corner.  The “Wenck” optional reinforcements have a LIGHT BLUE tab in the lower left hand corner. 

The “Zhukov” army group HQ’s have a DARK BLUE tab in the lower lefthand corner.  The “Koniev” army group HQ’s have a AQUA tab in the lower lefthand corner.  

Errata:

What errata?  FB is the most errata-free game I have ever worked on!  No errata I am aware of affects the ADC module.  Yes I could have drawn the missing bridge, but if it’s ever used, I’ll eat my hat!

Feel free to contact me with errata, questions, and suggestions.

Dave Jones

Raleigh, NC

thelockers@aol.com

August 9, 2004.
