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“Imperial Sunset”
This module will only work in HPS Simulations Aide de Camp 2.  Ownership of the game is required to use this module.

Published Against the Odds, 2006
Designed by Mark Stille
ADC2 published by HPS Simulations

Module creators: Dave Jones - thelockers@nc.rr.com
Getting Started

Copy the folder and all included files into your ADC2 directory. It is suggested that the folder be kept in ADC2's 'Game Sets' folder. You must know how to use the ADC2 program, and own a copy of Imperial Sunset.  The module takes up about 92 Mb’s of storage space.

Make sure that you are your ADC2 program is the most current version available. Updates may be obtained from  www.hpssims.com   or by calling HPS directly.  This module was created with Version 2.15.

The Map

The map is identical to the map provided in the game.  However, the “ADC” hexes are quite a bit smaller than the actual hexes, enabling several task forces to be displayed separately with same map hex, like so:  
[image: image1.jpg]



This also greatly facilitates play on the Surface Battle Display and the Air Battle Display.\
There are two shortcomings to this approach:

a) on slower, less capable systems, the map may have to be manually “redrawn” with a click from time to time.

b) hex numbers do not exist electronically in ADC2

To help with this problem, there are many “jump points” defined on the map to help players “fast forward” to critical points on the map.  Click on the binoculars to see the list of jump points.
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Counter Clarifications

The counters are generally reproduced as they exist in the game.   But to reduce the number of symbols, the lowest level of distinction between counters has been handled with piece names.  In other words, for:

Ships:  
the ship’s name, and
Air:

the squadron name and aircraft type,

are contained in the piece name.
Pieces

There are no piece values.

Class Names and Values

Units have the following class values set as class data.

1.
AA Fire CF




5.
Movement Factor
2.
Surface Gunnery CF 


6.
Air CF
3.
Surface Gunnery Range)


7.
Air Type  *
4.
Protection Factor



8.
Air Range
All markers begin with  “Mkr” in their class name.  This helps players find the class names should new pieces be needed.
Flip Definitions

There is one “off-beat” flip definition:

“-1 MP” flips to “-2 MP” which flips to “Detected”, which flips to “-1 MP” and so on.

Facing

There is no facing in this module.
Stacking
Due to the ability to overlap several units within a hex, there are no stack symbols in the module. 
Pools

Defined pools include chit pools, eliminated units, optional units, and reinforcements.  All of these are very intuitive and should need no explanation.  
Scenarios

Three OPS files are included:

1)  Historical Game

2)  Full Campaign Game
3)  Sample Game

Info pages

No info pages or status dots are defined.  
Reinforcements

Reinforcements have been placed in pools labeled by Turn #.  
Fog of War
Imperial Sunset will be challenging to play via PBEM as designed.  Here are the module design features which pertain to limited intelligence:

- No pieces are hidden on the board.

- Task force composition is handled in the Pools.  The contents of a player’s pools are hidden to the other player.   For solitaire play, use the TF displays or the pools.

- TF markers that are undetected do not reveal their TF name to the opponent until they are flipped to Detected side.

- Submarine ops are handled with two pools.

The first pool “All Sub Markers” contains all five sub markers.  Use “random select” to pick the number in play for a turn and move them to “Sub Markers Avail”.  Then each player uses random select to alternately deploy the markers.

· A GAMEMASTER player is defined who can “see” all the pools.  The password is “sunset”
Several game functions will have to be handled outside ADC2 and on the “honor system”, like ship damage and the reporting of TF composition.

One area that needs a compromise is on the Surface Battle Display.  US units are supposed to be placed “face-down”.  I am not sure what this is supposed to accomplish, as the Japanese player can identify the ship from the values on the back as well as the front!  But, this may satisfy the intent of the rule, try this:  instead of placing his ships, the US player creates a new piece (use any ship class or marker).  He gives it a piece name describing the force’s generic composition, like “1 BB, 2 CA, 1 DD”.  Then when it is time to flip his units over, he replaces these temporary markers with the real ship units.
The most challenging aspect as it relates to ADC2 is handling air units on the TF Display.  These units should be hidden on the display yet fully visible when moved to the main map.  I cannot think of a way to handle this with true faithfulness to the game.  For now my intent is that these operations are handled in full view on the TF display.  However, this will reveal to the other player what air units belong to what TF’s.   Here are a few ideas how to get around this shortcoming :
1.  Move the “Ready”, “CAP” and “Flown” function to pools.  This will necessitate separate pools for each function for each TF.  This means creating A LOT of new pools!  

(3 x 24) +  (3  x 2) = 78.

2.  Each player secretly assigns a “hidden identity” to each TF display; for instance, Taffy 3 may actually by TG 38.2.
3.  Gentleman’s agreement between players not to examine the other’s TF displays in ADC as they pertain to air ops.

4.  Handle all TF air ops outside ADC2 using honor system.
For solitaire play, turn off hidden functions in the Edit Player screens.

Questions

If you have questions about this ADC2 gameset, please contact Dave Jones (thelockers@nc.rr.com).

Enjoy the game.  Feel free to contact me for comments or errata.

Dave Jones,   
February 4, 2007
