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Class and Piece Value settings:
Class Values

1. 

Combat Rate/Bon - A, B, C, D (French combat units) or T (Russian combat units); for leaders, the Combat Bonus
2. 
 Move Type/MP’s – Either the Movement Allowance (French) or Movement Type (Russian)

Piece Values

1. Steps Lost – Current number of steps lost

2. Treas. Aban? – Has unit abandoned treasure?  (French only)**

(In the actual game, French units are rotated when they lose treasure; in ADC, this piece value tells the player this information, removing the need to rotate counters.)

Scenarios:

There is only one scenario: Napoleoon at the Berezina.OPS
Stack symbols:

Stack symbols have been created to show the presence of more than one unit in a hex
Force Pools:

Force Pools exist for the following categories of units:

1) At-Start units 

2) Reinforcing units (sorted by side and turn of arrival; “*” denotes the earliest possible arrival time of forces with variable arrival.

3) French Rabble counters

3) Markers (Bridge units, Abandoned Treasure)
Flip Sides:

All units flip as they do in the real game.  In addition, bridge counters flip from “1" to “2" to “3" to “Finis” and thence back to “1", and so on.

Piece Dots:

Instead of using the Step Loss counters, piece dots exist for showing how many steps a unit has lost.  When a unit has:

- Lost one step, a yellow square shows up in the top right hand corner

- Lost two steps, a orange square appears

- Lost three steps, a red square appears

When units lose their second step, they will not automatically flip to the back side; players should do this manually (but, since the piece dots record the number of steps lost, there is no real requirement to flip the pieces over at all!... In fact, if the player desires, he/she could play with all the units on the flipped side if you thought they were preferable!

Extra Markers:
I have created 2 extra “Frozen” markers for the Russian At-Start forces to remind the Russian player.  Place them in an extra hex in the vicinity of the relevant units.
Comments on Hidden Movement

Since this is a primarily solitaire game, there is no Hidden Movement.

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

Dave Jones

Raleigh, NC

thelockers@aol.com

September 5, 2003.
