Krieg! set for Aide de Camp 2 Read Me Notes





	This ADC2 Krieg! set was made by me, Alan Emrich [alanemrich@aol.com], the developer of the original Krieg! boardgame. For more information about getting a copy of the boardgame Krieg!, send your email to the publisher, Decision Games, at [decisiongi@aol.com]. For more cool stuff about Aide de Camp 2, send your email to the publisher, HPS Simulations, at [hpssims@compuserve.com]. If you have questions for the designer of Krieg!, Steve "Kos" Kosakowski, you can send him email, too, at [sjakos@aol.com].





	If you paid anything for this ADC2 Krieg! module you were robbed. I made it as a labor of love and the publisher, Christopher R. Cummins, PhD., has graciously allowed its free duplication and access on the internet. This one is a gift from us, lads, so enjoy!





	Now, you may like what you see in this module. Well, let the record show that I am no artist, nor the world's greatest pixel pusher. However, I do work with some of the world's finest computer artists and was not above soliciting a few pointers from them. Frankly, I have minimal talent but a lot of perseverance. In the process of making this set I probably started over every facet of it at least two or three times, learning the tools and techniques every step of the way and improving the look, quality, and completeness with each revision. This baby took over a month of long evenings and weekends to get this point, so don't be discouraged if yours takes a while or doesn't look as pretty the first time out. I'm a fanatic about such things, whereas you're probably normal.





	The following are special notes to keep in mind when playing Krieg! using this Aide de Camp 2 set:





1. I changed the step values on the units from Arabic numerals (i.e., 1-4) to dots. Thus, a unit with two dots in its upper-right corner has two steps. This works better given the number of pixels I had to work with, and doesn't look too shabby, either.





2. Some units have a different color featured in their symbol box for ease of identification when glancing at the map at sixty miles-per-hour (which is what I often do). Here's what they mean:





"Ex" units are designated by the lower-right half of their unit symbol being a darker color.


"Colonial" units have a different symbol color.


Each partisan faction (Nationalist and Communist) has a different symbol color.


German multi-national units have different color schemes.


Soviet Shock, Guards, and Front units have different portions of their symbols shaded.





	3. When you look around, you'll see that I start everyone with all their Option cards in their respective hands. No cheating now! The Axis still can play a Total War card until after German Mobilization, and the Allies cannot select them until after the Axis reveal one. Also, the US cards still require US Entry (for which there is now a separate US Entry Marker!)





	4. I've arranged all of the Force Pools such that new units are coded to events and card numbers. It should take you about two seconds to figure it all out.





	5. I tweaked the Swedish order of battle. Their big boy is slightly toned down and one of their armies is gone. Trust me, it's right now.





	6. I put some new terrain features on the map. The first is to add big bright yellow hexes so that I can remember where those darned Lend-Lease sites are. I used to always forget about those (and we tend to teach what we most needed to learn, so there). I've also shaded the Germand and Soviet Border Regions. (I hope they don't look too gaudy.) Finally, I did the Soviet Rails in "road" brown and did the Soviet Border Region rails in dashed black-and-brown as a mnemonic device for players using rail movement duirng their Reserve Movement Phase.





	7. Oh, the stacking symbols are a special feature I cooked up. Basically, what you'll see in a stacking symbol is an icon for every piece in the hex (except for the Appeasement and Nazi-Soviet Pact Markers, which I suggest leaving out in the ocean so that their presence is more startlingly recognizable). Now, the most important unit type in that hex will be represented by its icon. I've prioritized these as follows:





	HQ


	SS Panzer


	Armor/Tank/Panzer


	Airborne


	Fortress


	Front Infantry


	Guards Infantry


	Shock Infantry


	and regular Infantry





	So, if a stack contains some of this stuff, the highest one on this list will be shown nice and big and clear. If a stack has both tanks and an HQ, it will give you the HQ symbol. (There's no way to set more than one condition when defining a stack symbol, so I made an executive decision on what the stacking symbol priorities should be. It works for me, and I hope it works for you, too.)





	8. When you're done with your turn, flip the Turn Marker over. It's got a special three-way flip for the truly anal-retentive (like myself). It flips from Axis Turn, to Western Allied Turn, to Soviet Turn, then back to Axis Turn.





7. Presumably, the Soviet Player will roll for everyone in the Delay Box at the end of his turn. When doing so, the easiest way to indicate who is being rolled for is to put that unit in the "Now Rolling" hex. The Soviet player should also advance the Turn Marker and clear the units off the Turn Record Track.





8. The Air Support Markers must be placed in the top-right corner of the map. This is because everyone needs to know their whereabouts at all times, so I've decided that they should be displayed prominently. Similarly, players' Current and Pending Option Cards go along the right-hand map edge.





9. I made the generic broken terrain from the old Krieg! board into three exciting flavors: forest, swamp, and rough/mountain. It's got no effect on game play, I just thought it might look nicer.





	10. I really don't have any brilliant suggestions for helping you with the interactive parts of the sequence of play--where the non-phasing player(s) can opt to intercept or toss in a defensive HQ. However, Warren Sogard [Sogard@aol.com], does:





"A very useful tool for play-by-email gaming using Aide De Camp 2 is the use of one of the "netfinder" programs available for quick and simple chat on the internet. There are two such programs available (and more may appear over time). These software applications will search the net for known users (your opponent) and locate that person if he/she is on-line. One such program is "ICQ" and can be found on the internet at: [http://www.mirabilis.com/]. Another system is the America On Line (AOL) netfinder system which is included in NetScape browser software version 4.0 and beyond. Contact AOL or NetScape for further information.





"These netfinder systems are perfect for rapid integration of interactive portions of games that would take a lot of time in the traditional play-by-email format. One can do his/her turn to the point where interactive decisions need to be made (air allocations, artillery support, etc.); then get on-line and resolve these interactive decisions; and finally finish your turn and send the finished game file off to your opponent. This is an ideal solution to faster and more enjoyable PBEM game play."





	Let me know what you think! -Alan Emrich


