GUADANCANAL README
                                                             17 December 2005


[image: image1.png]


This module will only work in HPS Simulations' Aide de Camp 2 (ADC2), Version 2.15 or higher.
GUADALCANAL was published in 1966 by The Avalon Hill Company, Baltimore, Maryland.
Game Designer: This game was published before it became common to identify designers. Larry Pinsky and Lindsey Schutz have been identified as probable designers. Tom Shaw, surely had a hand in the design or development of the game also, but he fails to list it with his credentials.
ADC2 Module Creator: Charles McLellan with assistance from Dan Davis
ADC2 produced by HPS Simulations (http://www.hpssims.com/)
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GETTING STARTED:


Place all downloaded Guadalcanal files into a separate folder in ADC2's “Game Sets” (C:\ ADC2 \ Game Sets) folder. 
If you are not familiar with ADC2, consider downloading Gerald Schwartz's Primer on Using ADC2 to PBEM or my How to play Blitzkrieg using ADC2 Both downloads are documents that show how to play games using ADC2 and are available from HPS Simulations.
GAMES:
The game was published with three levels of play: Basic Game, Tournament Game, and Optional Rules. The Basic Game is a little too basic -- all terrain is considered Clear for movement. The Tournament Game level adds terrain features and some unit specialization. The Optional Rules version expands the Tournament Game with hidden units, supply, and other features. Game variants are also provided: Joel Davis' "Guadalcanal: The Island, The Campaign, The Game" (Variant 1), Richard Giberson's "Navy and Air Force in Guadalcanal" (Variant 2), and my own additions (Variant 3). All game levels and variants can be played in each of the three ".OPS" files provided.
The three "OPS" files are: "GuadMaster.OPS", "GuadHidden.OPS", and "Guadalcanal.OPS". The GameMaster player is included in the "GuadMaster.OPS" but not in the others. The GameMaster is provided for those players wishing to use a Hidden Unit method that calls for that position.  Once that position is deleted, it cannot again be added to the player list.
The Japanese player's (JA) units are "Hidden" from the American player (US) in the "GuadHidden.OPS" and the "GuadMaster.OPS" file. The Japanese player Login has a password of "NIPPON" (less quotes, case immaterial). The GameMaster Login password is "MASTER". The hidden range is set to "0" meaning that the American player must be in the same hex to detect a Japanese unit. If players wish to use other hidden unit options or passwords, make changes on the "Edit \ Players \ Edit Selected player's Info" window accessed from the top menu in the "Make and play Games" mode. In addition to these three players, there are also players of Imperial Japanese Navy (IJN) and United States Navy (USN). These two players have been added to allow larger stacking symbols for the oversized naval ship counters. The IJN player is allied with the Japanese player and sees all hidden units and markers, even though IJN ships are not hidden. The USN player is allied with the American player and cannot see the hidden Japanese ground units. The password for the IJN player is "TORA".
No units are hidden in the "Guadalcanal.OPS" file.
RULES:

This game is out of print.  Rules and charts for the game are in the "Guadalcanal1.1.zip" file.
MAP:

The electronic game map is essentially the same as the original map. All hexes in the playable map area have the Avalon Hill grid coordinate added as a Place Name. The grid coordinate is only visible in the terrain box (light blue window on the lower right of the screen), except for villages and features where the hex coordinate is seen on the map screen as part of the hex name.
For reference, a dashed red line has been added seven hexes from Henderson Field. This line may be turned-off by left clicking the "Game \ Map/Board Display Options \ Show Hexsides" line accessed from the top menu in the "Make and Play Games" mode.
Some terrain changes have been made.  See CONCESSIONS AND CONFESSIONS.

OFF-MAP BOXES:

Boxes on the map board provide information and storage space for units and markers:

· Time Record: To indicate the player-turn, the turn marker flips between US and JA. There is an alternate turn marker in the "Markers" Force Pool. Reinforcements are on the turn in which they are designated to arrive. An Ammunition symbol with a number in a US or JA turn box is an automatic Unit of Fire replenishment. An Ammunition symbol with an "X" in a turn box indicates the beginning or a change in the Units of Fire Replenishment Table die roll. A Speaker symbol in a turn box indicates the beginning of Psychological Effects die roll. The turn box with a black "W" indicates the beginning of Japanese withdrawals. The turn box with a red "W" indicates the end of 1st Marine Division withdrawals. ADC2 also has a turn indicator (Game \ Next Turn/Set Turn) that can be used in lieu of or along with the Time Record track on the map board.
· Henderson Reduction Scale: This track is used to record the operational status of Henderson Field when playing Variant 1. It is also used to record the operational status of Fighter 1 and 2 strips when playing Variant 3.
· Rebaul Units Box: Units and arrival schedule for use with Variant 1 reinforcements.
· JA/US Hidden Unit Markers Boxes: Places for Japanese (and American) units that are hidden. A marker from the Hidden Unit Markers section is placed on the map, and the unit is placed in that marker's location. When the marker is detected, it remains on the map until the combat phase. The units from that marker's location are then brought to the map and the marker is placed back in the Hidden Unit Markers section for reuse. Hidden Unit Markers may represent a single unit or a number of units, up to the stacking limit.

· Naval Unit Display: A device to record availability and status of Variant 2 naval units and stores.

· Terrain Effects Chart: A chart showing the various types of terrain and the terrain's effect on movement and combat.
· Stores and Hangar Box: On board locations for storage of extra Ammo, Avgas, and Aircraft for use with Variant 2.
· Markers Box: On board location for storage markers when storage on the board is more convenient than a Force Pool.
· JA/US Eliminate Box: On board location for storage of eliminated units.
· JA/US Withdrawal Box: On board storage location for units withdrawn from Guadalcanal.

· JA/US Units of Fire: Device to record the available Units of Fire. Numbers are in "1's", "10's", and "100's". To change a number place the mouse pointer over the number and click the left mouse button. Then in the "Select Pieces For Action" window, place the mouse pointer over the "Flip Pieces" button and left click to increase or right click to decrease number. The numbers flip from "0" through "9." The device also is used to record Avgas available when playing Variant 2. Avgas numbers flip from blank to "0" through "9." The blank is shown when not playing Variant 2.
· JA/US Victory Points: Device to record the accumulated Victory Points. Numbers are in "1's", "10's", and "100's". To change a number place the mouse pointer over the number and click the left mouse button. Then in the "Select Pieces For Action" window, place the mouse pointer over the "Flip Pieces" button and left click to increase or right click to decrease number. The numbers flip from "0" through "9."
UNITS AND MARKERS:
Units:

· USMC units are olive drab and USA units are brown. IJA units are yellow and JSNLF units are green. Variant 2 IJN ships are yellow and USN ships are gray. 
· At ADC2 Level 1: All units display a type unit symbol. Markers display a letter or number on a background color.
· At ADC2 Level 2 and 3:

Combat Factor (Combat Strength – bottom-left), Movement Factor (Basic Turn Allowance, BTA, or Movement Allowance – bottom-right), Type, and Size are shown on all ground units. The Combat Factor is both the Attack Strength and Defense Strength for all ground units and most naval units.

When a ground unit's Combat Factor is reduced due to combat loss, flip the unit to a lower Combat Factor level. To flip the unit, place the mouse pointer on the unit, click the left mouse button to open the "Select Pieces For Action" window, select the unit by left clicking the line of the unit taking the loss, and left click the "Flip Pieces" button to decrease the factor. When the Combat Factor reaches "0," the unit is eliminated.  Move it to the Eliminated box.

Artillery units have the Optional Rule artillery range displayed between the combat and movement factors.
Ships have Combat Factor (bottom-left), Movement Allowance (bottom-right), Naval Firing Range (bottom-center), Hits to Sink (top-left), and Transport Capacity (top-right, if any).
When a naval unit's Hits to Sink is reduced due to combat, flip the unit to a lower Hits to Sink level. o flip the unit, place the mouse pointer on the unit, click the left mouse button to open the "Select Pieces For Action" window, select the unit by left clicking the line of the naval unit taking the loss, and left click the "Flip Pieces" button to decrease the factor. When the Hits to Sink reaches "0" the unit is eliminated. Move it to the Dead box. When a naval unit enters the "Repair" box of the Naval Unit Display, and on each subsequent weekly turn, right click the "Flip Pieces" button to increase the Hits to Sink.
Air units have only a single number. This number represents the "number of squadrons" available and is also the Combat Factor. The "number of squadrons" available is controlled by Variant 2. Each squadron counter can be flipped from "6" through "1" and then flips back to "6." Additional counters can be added and the numbers adjusted to tailor the Combat Factors to specific missions as long as the total Combat Factors available remains unchanged.
Markers: There is no limit to the number of markers. If you want more markers, left click "New \ Pieces" from the top menu in the "Make and play Games" mode. Then, in the "Select Piece Class" section, locate and click the line of the marker for which an additional quantity is wanted. Set the number of Pieces desired in the "Select Quantity and ADD" section and click the "ADD to List" button. Finally, click the "Place Now" button in the "Select Action" section. A click on the map will deposit the new markers and a click of the "OK" button will close the action.
· A "Landing" marker is provided to mark the arrival location of hidden JA units.

· A "Battle" marker is available to assist the Japanese player in revealing hidden units. If Variant 1 or 3 hidden American units are being used, a Japanese "Battle" marker is provided in the Variant 1 "JA Battle Marker" Force Pool. 
· The turn indicator flips between US (gold star) and JA (red circle). An alternate marker flips (on Level 2 and 3) between a United States Marine Corps Officer insignia and an Imperial Japanese Navy Able Seaman (as worn by the Japanese Special Naval Landing Forces) insignia.
· Hidden Unit Markers are black alpha/numeric code on yellow for the Japanese and on olive drab for the US.
· The Henderson Field Reduction indicator (Variant 1) is a top-view of an F4F-3 Wildcat. Reduction indicators are also in the Force Pool for Fighter 1 and Fighter 2 airstrips (Variant 3).
· The "ZOC," "Dug-in," "Firing" and "Bridge" markers are for use with Variant 1.
· Variant 2 Ammo and Avgas markers become available automatically by turn or by die roll. When available they are placed in the "Stores" section of the Naval Unit Display and may be transported to Guadalcanal. Upon arrival at destination, the quantity represented by the marker is added to the Units of Fire or Aviation Gasoline record and the marker is recycled. Markers flip between 1 and 6.
· Counter covers and Dummy counters are for use with Variant 3. They are the same colors as hidden unit markers.
· The Victory Point and Units of Fire (Ammo) record markers flip from "0" through "9." A column is provided for "1's," "10's," and "100's." To change the number, place the mouse pointer on the number, click the left mouse button to open the "Select Pieces For Action" window, and then left click to increase (or right click to decrease) the "Flip Pieces" button. Aviation Gasoline (Avgas) record markers flip from blank to "0" through "9." The blank shows when Variant 2 is not being played.
PIECE VALUES:

· Piece Value 1 – Range: The firing range for artillery and naval units. (Numerical)
· Piece Value 2 – Trans Cap: The transportation capacity of units having that capability. (Numerical)

CLASS VALUES: 

· Class Value 1 – Attack: The attack strength of a unit. Naval transports (TR) have no attack strength. (Numerical)

· Class Value 2 – Defense: The defense strength of a unit. (Numerical)

· Class Value 3 – Movement: The movement allowance of a unit. Naval transports (TR) have two factors – 2 when loaded, 3 when empty. (Numerical)

· Class Value 4 – Hits to Sink: The number of hits needed to sink a ship. (Numerical)
NEW PIECES:
"Landing" markers are provided to indicate the landing position of hidden units. The marker flips between 1 and 3. Flip the marker to indicate the number of units entering or invading at that hex. If more than three units arrive on a single hex, use additional markers.
A "Battle" marker is provided as a device for the Japanese player to use to make hidden Japanese units, not otherwise detected, visible to the American player. A "JA Battle" marker is available to perform the same function for the US player if hidden US units are being used.  
New units and markers are provided to support Joel Davis' "Guadalcanal: The Island, The Campaign, The Game" and Richard Giberson's "Navy and Air Force in Guadalcanal" variants. These pieces are identified in the Variants section and in the supplementary material.
Several optional US Army units have been added as Variant 3 units.
Two additional terrain pieces are provided -- "Fighter 1" and "Fighter 2" airfields. These can be added to the map while in the Map Mode (Create and Edit Maps/Boards) as secondary symbols (Map Board Symbols \ Place Secondary Map/Board Symbol) on the turns indicated in the Variant 3 section. These pieces are also available in the Force Pool as markers for those who do not wish to edit the map.
Additional unassigned markers of various colors are available in the "Markers \ Other" Force Pool. Markers 1 through 4 are squares. Markers A through H are circles.
STACKING:

Transparent stacking symbols are used in this game. These stacking symbols are provided to give a hint that other units are stacked below the one visible.

COMBAT SUMMARY VALUES:

Combat Summary Values have been set to reflect the Combat Strength of units.  Click the "Defend with" button a second time for units that have doubled defensive strength due to terrain.
PIECE STATUS DOTS:

At levels 2 and 3, a white dot will be displayed in the lower right corner of units that have moved.  A red dot will be displayed in the lower left corner of units that have attacked.  A red dot will be displayed in the lower center of units that have defended.  

FORCE POOLS:

Force Pools ("New \ Force Pool" from top game menu) have been created for units and markers. When using the PRINT TO FILE option while playing another party not equipped with ADC2, recommend that all units and markers, except those in play, be placed in Force Pools. This is because all units on the map and in the off-map boxes are considered by ADC2 to be "on map"; consequently, all the markers and out of play units will make for a lengthy list of units.

INFO-PAGES:

The Info-Pages contain the Guadalcanal Casualty Table – Basic Game, Casualty Table – Tournament Game, Explanation of Casualty Results, Artillery Firing Table, Units of Fire Replenishment Table, Psychological Effect Table, Naval Order of Appearance, Sequence and Combat Results Table.
FACING AND LINE OF SIGHT:
Facing and Line of Sight are not used.

HIDDEN UNITS:
The Optional Rules for this game call for use of hidden units. This feature made the game unique for its time, but also made the game burdensome to play even in a face-to-face environment. ADC2 can go a long way towards making the game playable with hidden units, but a player must understand the advantages and limitations available to each of several hidden unit methods.
ADC2 Method: ADC2 can closely duplicate the Avalon Hill's hidden movement rules. However, as units can be revealed -- accidentally or intentionally -- and the turn restarted, tournament level of security is not provided. For a friendly game with a trusted opponent, this method works fine. Hidden movement procedures are covered in PLAYING A GAME section.
On-line Method: Both players agree to use an instant messaging system and to an on-line playing time. The US player details movement a hex at a time. The JA player follows the US movement and notifies the US player when he attempts to enter a JA occupied hex. The JA player may, but is not required to, reveal the presence of JA units when the US player attempts to pass by. If the JA player does reveal his unit's presence and his unit projects a ZOC into the US unit's hex, the US unit must end its movement. When US movement is complete, the US player sends his file to the JA player who places his hidden units on the map. The file with the revealed units is then sent back to the US player for combat and posting of results. When the US turn is complete, the file is sent to the JA player for his movement phase. After movement, the JA player removes from the map those units no longer visible and places on the map those units that are no longer hidden. Following combat, the updated file is sent to the US player for his next turn.
GameMaster Method: This method provides adequate security, but involves the use of a third player to monitor the game. Moves by each player are submitted to the GameMaster who posts the moves. The difficulty is that the US player must complete his full movement. The GameMaster then monitors the US moves, one unit at a time. When a US unit attempts to move onto a JA unit, the GameMaster stops the play at that point. The GameMaster then returns all US units that moved after the discovery of the JA unit to their original positions and returns the file back to the US player for continued movement. In continuing, the US player is not bound by the original US unit moves. As more JA units become available, the burden becomes increasingly greater to monitor and repeatedly return the file to the US player. This makes for long US player turns and places great demands on the GameMaster's time and patience.
Virtual Envelopes Method: This method also provides security, but involves the use of a "holding" site for a record of JA unit positions. Essentially, a separate virtual envelope is provided for each hidden JA unit. The US player completes his full movement and submits his turn to the JA player. The JA player reviews the US player's turn and if a US unit enters a hidden JA unit's hex, the US unit is returned to the hex from which it attempted to enter the JA hex. All US units that moved later are then returned to their original positions (by the player agreed upon) and the US player continues his move from that point. In continuing, the US player is not bound by the original US unit moves. Following combat, the virtual envelope information is provided to the US player as confirmation that the JA unit actually was at the position indicated. ADC2 files can be exchange along with the password at the conclusion of the game for verification by the opponent.
Actual Envelopes Method: Use this method only if you really intend to punish yourself. Instead of a virtual envelope, a mailed envelop is used. Record the positions of all hidden JA units. Send this correspondence in a sealed envelop by regular mail along with the JA player turn (the final positions of the JA turn can be sent by e-mail or by PBeM file instead) to the US player. The US player initials the seal and returns the unopened envelop by regular mail along with the US player turn. The US player must indicate the exact movement route of his units and the order in which they moved. The JA play then compares the US player move with the JA positions and if a US unit moves over a hidden JA position, notifies the US player that movement of his unit was stopped before entering that location. The US play then re-plays his turn from that point. This interaction continues until the US movement is complete. The JA player then informs the US player of the JA units at the locations being attacked, including those any formerly hidden JA units who have a ZOC on the hex where the US player ended movement. At the end of the game, the JA player sends all sealed envelopes back to the US player for position verification. Because a hidden JA unit may remain in the same location for more than a single turn, the US player must wait until the end of game to verify the locations of hidden JA units.
Dummy Method: I used this method with the original game because I disliked the game pauses necessitated by Avalon Hill's hidden movement method. Units were not actually "hidden." The Japanese player was provided with 20 dummy counters and 20 counter covers. The counter covers could be placed on both actually and dummy counters. Maximum stacking was three combat and/or dummy counters per hex, but counter covers were not included in that limit. There could only be one counter cover per hex. Counter covers were only used in jungle hexes. Therefore, the US player knew where JA units were probably located but had no idea whether the "report" of enemy presence was accurate or what the actual strength was until the combat phase. This system worked pretty well. I never extended the use of dummies and counter covers to the US units. If I were making the game today, I would have. The US intelligence was better than that of the Japanese. Actually, information on both sides left much to be desired – both sides should have dummy counters and counter covers. I have provided some for both sides in the module for those who wish to try this method. This method can still be used with face-to-face play but only works well if all counters are identical size and texture. I made my own double-sided counter set with step reductions for all units along with the dummy and counter covers.
PRINT TO FILE:

Print to File is not readily applicable to a game using hidden movement -- print lists cannot reveal the location of hidden units to a moving player. However, this game can still make good use of the Print to File option. The GameMaster, Virtual Envelopes, or Actual Envelopes method of hidden movement can use Print to File to advantage.

Print to File allows a WordPad (".txt") file to be created that can be used to provide a print copy of unit positions or an electronic file for attachment to e-mail. To prepare a unit listing, click on "Printout" on the top menu while the game is being played. Then click on "Pieces".  An "Options for Printing the Piece List" window will open. The options are:

· Location: All units on the map and all units and markers in the off-map boxes will be displayed when the "On board only" circle is checked. You will want to put all units that are not being used into Force Pools. This includes all reinforcements and not in play hidden unit markers. (Make new Force Pools for the hidden unit markers as you need them. I have only made, and used, hidden unit marker pools for the naval units.)
· Player: Select "All Players". Or, just one of the players if markers and the other player's units are not desired on the list.

· Movement: Select "All move statuses". Or, other status if desired.

· Combat: Select "All combat statuses". Or, other status if desired.

When all parameter selections are finished, click "OK" and a "Print Job Setup" window will open. From this window you can select the printer and publish a hard copy of the list, or you can make an electronic copy by placing a check in the "Print to File" box. Clicking the "OK" button with the "Print to File" box checked will send the electronic list to the "Guadalcanal" game folder. Be careful to change the file title from "Piece List.txt" to something else. There is no danger in leaving the title alone, except that if you already have a list using that name in the folder, there will be an error or the old list will be replaced by the new one without warning. This list can then be viewed and worked as necessary in other word processing programs.

The print list heading will identify the game (".OPS" file title), general title information ("Current Piece Positions and Information known to ..."), and the "As of Turn" from the ADC2 turn indicator.
Note: Hidden units will not be displayed. At current settings, the Japanese player and GameMaster will see all units; the American player will only see American units and markers, All Player markers, and unhidden Japanese units.
· Piece ID: Unit identification.
· Class Type: National force, range (for artillery units), unit type, combat factor and movement factor in parentheses, hits to sink (for naval units), and transport capacity, if any.
· Player: American, Japanese, USN, IJN, or All Players.

· Location: ADC2 hex number - meaningless for most purposes - or the Force Pool name for units or markers in the pools.
· Place Name: This will be the Avalon Hill hex coordinate or the town, airfield, or feature name in addition to the AH hex coordinate. Off-map units and markers will have the Place Names of the hex that they are in, if any.

· Piece Values: Range for artillery type units and transportation capacity for some naval units.

TURN RECORD: 

The Game-Turn can be kept by using the Time Record track on the map or by using the ADC2 "Game \ Next Turn/Set Turn" recorder. When using the Time Record track, the player-turn can be kept by flipping the Turn Marker between US and JA symbols.

FORMATS FOR PLAY:
· Solitaire: The ADC2 format is better than that of actual board play.  The electronic board can always be left in a setup configuration.  No accidental disturbance of unit stacks.  Stack flipping is easily accomplished.  The electronic board can be saved at any time to allow reevaluation of options from that point.  Moreover, the electronic board takes up no more space than your computer monitor does.

· Face-to-Face: OK, screen-to-screen then, using one computer or two computers in a net. All the advantages of solitaire play with the addition of an intelligent opponent.

· Play-By-Mail (PBM): One or both players can use the "Print to File" option to have the computer produce lists rather than listing the units and locations by hand. This is generally faster and more accurate than listing by hand. Lists are then provided to a GameMaster who monitors the action and provides movement information to the opposing player. Generate a list at every point that the "PLAYING A GAME" section indicates a "Save" or a Save As…".
· Play-By-eMail (PBeM): The problem with PBeM is the handling of the unrevealed inverted units. If you are playing a trusted opponent, hidden units and markers works very well. Exchange files when needed. Use the ADC2 internal die-roller to expedite play. This format is not recommended for tournament play unless a GameMaster or Virtual Envelopes are being used.

PLAYING A GAME:

This section details PBeM using the Tournament and Optional Rules. Simpler forms of play do not require the number of steps detailed. Play of variants requires additional steps.
· After opponents agree to format, rules, and error penalties, the Japanese player begins the game by Logging In (password is "NIPPON") and opening an ".OPS" file. Then, the JA player insures that the hidden range (Top Game Menu \ Edit \ Players \ Japanese Player \ Edit Selected player's Info \ Search/Reveal Range) is set to "0" and changes the password. The JA player should delete the GameMaster player (if using that ".OPS" file) or change the GameMaster ("MASTER") password, if that position is not being played. The Japanese player should also change the password for the IJN player ("TORA") password. Next, insure that the "Auto Reveal When Moving (Range):" and "Auto Reveal During Combat" are "ON" (Top Game Menu \ Advanced). Now, preserve the original file positions by selecting "Save As…" from the File (Top Game Menu) menu and save with a new file name, such as "GuadJA00". Complete the Japanese player setup by placing the two starting units from the Turn Record in the JA Hidden Markers section and put the coded markers for those units within 7 hexes of Henderson Field. If stacked together, the JA player can use either one or two coded markers. These first markers are hidden regardless of whether they are in jungle or clear terrain. Finally, "Save" (Top Game Menu \ File) the turn and e-mail the "GuadJA00.OPS" file to your American opponent. (Some e-mail programs regard ".OPS" files as potential viruses. If your opponent has difficulty receiving the file and cannot adjust his e-mail program to recognize ".OPS" files, consider using a file compression program such as WinZip.)
· The US player places the received "GuadJA00.OPS" file in his Guadalcanal folder, launches ADC2, "Opens" (Top Game Menu \ File) the game turn "GuadJA00.OPS" file, and "Logs-In" as the American player.

1. The US player should immediately "Save As…" (Top Game Menu \ File) with a new file name such as "GuadUS01" to preserve the original file. Then the US player sets the ADC2 turn (Game \ Next Turn / Set Turn). It does not matter whether the US player clears the replay or not because hidden moves by the JA player turn are not shown. Units of Fire have already been set to 24.
2. The US player will not be able to see any of the Japanese hidden markers or hidden Japanese units. (A replay will only indicate that the JA player has moved a piece and neither the type of unit nor the location from or to which the unit or marker moved. The US player must rely on the Japanese player to move according to the game rules.)

3. The US player then selects a unit to move and begins the 7 August invasion turn. Because the JA units will only show AFTER movement ceases, the US player must move ONE hex at a time – stopping movement after each hex. This is bothersome, but only on the first turn should JA units be in hidden in "Clear" terrain – on subsequent turns only JA units in "Jungle" Terrain can be hidden as long as the US player occupies Henderson Field. The US player checks the Unit Data Box (yellow area at the bottom of the screen) after each movement to see if a JA marker is revealed.

4. When a JA marker is discovered, the US unit is returned to the hex from which it moved prior to entering the hex with the JA marker. This US unit is now engaged and can no longer move. The revealed Japanese marker remains visible.
5. Other US units that have not yet moved can move to join the engaged unit in attacking the revealed JA marker. Or, other US units can move to new locations still stopping movement after each unentered hex to see if a JA marker is revealed.
6. When all American movement is complete, the US player "Saves" and e-mails the "GuadUS01.OPS" file to the JA player.  
· The Japanese player places the received "GuadUS01.OPS" file in his Guadalcanal folder, launches ADC2, "Opens" the game turn "GuadUS01.OPS" file, and "Logs-In" as the Japanese player. The JA player should run the replay to determine which US units entered JA hidden marker ZOCs. After the replay has finished, click "No" when asked if the replay is to be cleared (or uncheck the "Clear REPLAY" option if "Yes" is inadvertently clicked) – from this point preserve the turn's actions.
1. The JA player will see the final movement positions of the US player as well as all JA units and hidden markers on the map. If a US unit entered a JA hidden marker hex, the JA player exchanges the hidden marker with the actual unit. The US player must attack that JA unit.

2. If any US unit is in the ZOC of a hidden JA marker, the JA player exchanges the marker with the actual unit – regardless of whether the US player attempted to enter the JA marker's hex or not. The JA unit needs to be made visible and must then be attacked by the US player.
3. Further, if there is a JA hidden marker next (adjacent) to a US unit that is not in that JA marker's ZOC – ZOCs do not extend into Jungle hexes – the JA player has the OPTION to exchange the marker for the actual JA unit and making the JA unit visible. The US player may, but is not required to attack, that unit.
4. The easiest way to make JA units visible to the US player is mock combat. Place the mouse pointer on the JA unit and click the left mouse button (LC). In the "Select Pieces For Action" window that opens, LC the "Attack With" button. Then place the mouse pointer on any US unit and LC. In the "Select Pieces For Action" window that opens, LC the "Defend With" button. Click the green "OK" button on the upper icon menu and the "OK" button in the Combat Summary window. Finally, click the small "x" (close button) in the upper-right corner of the "Roll Dice" window. You do not have to click the "Roll Now" button. If the JA player is reluctant to click on "any US unit" in mock combat feeling that the action may be interpreted as actual combat, the JA player can click on the US "Battle" marker instead. The marker is in the off-map "Markers" box.
5. In later turns when the Japanese player has artillery, artillery units that are not engaged may now fire at enemy targets within range. The Japanese player exchanges the marker with the actual JA unit. The JA player then resolves artillery attacks – one firing factor at a time. Place the mouse pointer on the JA artillery unit and LC. In the "Select Pieces For Action" window, LC the specific unit conducting the attack. (This is only necessary when more than one unit is in the firing hex and that unit/marker is to remain hidden.) Next, LC the "Attack With" button. Then place the mouse pointer on target unit's hex and LC. In the "Select Pieces For Action" window that opens, LC the "Defend With" button. Now click the green "OK" button on the top icon row. The "Combat Summary" opens and reports the target hex's factors. LC the "OK" button in the "Combat Summary" window and the "Roll Dice" window opens. Click the "Roll Now" button and consult the "Artillery Firing Table" to determine if a hit occurs. If so, close the "Roll Dice" window and reduce the combat factor of any unit in the targeted hex. Next, reduce the "Units of Fire" available and continue firing if possible and desired. Increase the JA Victory Points by three for each American factor eliminated. The firing unit will be visible to the US player during the remaining portion of his turn.
6. Finally, the Japanese player "Saves" WITHOUT changing the file name. The JA player then returns the updated file to the US player.
· The US player places the received, updated "GuadUS01.OPS" file in his Guadalcanal folder replacing the existing file, launches ADC2, "Opens" the file, and "Logs-In" as the American player. There is no need to run the replay, but if the replay is run, click "No" when asked if the replay is to be cleared (or uncheck the "Clear REPLAY" option if "Yes" is inadvertently clicked).

1. American artillery units that are not engaged may fire at visible Japanese targets within range. US Artillery fire is resolved in exactly the same manner as the Japanese artillery fire, except that the US player receives only 2 points for each JA factor eliminated.
2. US player now resolves the ground combat. If the US unit attempted to enter the JA unit's hex, the US unit must attack that JA unit. If the US unit did not enter the JA unit's hex but the US unit is in the JA unit's ZOC, the US unit must attack that JA unit. If the US unit is next (adjacent) to a JA unit but not in that enemy unit's ZOC – US unit is in a jungle hex – the US unit can, but is not required, to attack provide. Place the mouse pointer on an attacker's hex and LC. In the "Select Pieces For Action" window, LC the specific unit or units conducting the attack. (This is only necessary when more than one unit is in the attacking hex and not all units are attacking the same defender.) Next, LC the "Attack With" button. Repeat the process until all attacking units are selected. Then place the mouse pointer on defending unit's hex and LC. In the "Select Pieces For Action" window that opens, LC the "Defend With" button. Repeat the "Defend With" process if the defender is doubled. Now click the green "OK" button on the upper icon. The "Combat Summary" opens and reports the attacker's and defender's total combat factors. Manually compute the reduced battle odds and LC the "OK" button in the "Combat Summary" window. The "Roll Dice" window opens. Insure that the "Dice Info" is correct (Sides per die = 6, Number to roll = 1), type the basic odds in the "Results" window, and click the "Roll Now" button. Consult the "Casualty Table" to determine the results. Increase the JA Victory Points by 3 for each American factor eliminated, and the US Victory Points by 2 for each JA factor eliminated. If a JA unit is required to retreat as a result of combat and an option exists as to the where that retreated unit can go, query the JA player either by straight e-mail (or by sending of the ".OPS" file) as to the location to which he wishes retreat before continuing with the next combat. It is generally not necessary to query the opponent regarding step losses after each battle as the JA player can re-adjust those at the beginning of his own turn if an option existed. Any advances after combat should be done one hex at a time in terrain where Japanese units can be hidden. If a hidden JA unit is detected, back the advancing unit up to the prior hex – no combat will take place this turn
3. Lastly, the US player "Saves" WITHOUT changing the file name. Do not clear the Replay. Do not change the turn. The US player then sends the updated file to the JA player.
· The Japanese player places the received "GuadUS01.OPS" file in his Guadalcanal folder, launches ADC2, "Opens" the game turn "GuadUS01.OPS" file, and "Logs-In" as the Japanese player. This time, the JA player should run the Replay and clear the Replay file (Replay \ Clear Replay \ OK) and immediately "Save As…" with a new file name such as "GuadJA01". (It is possible to compile all turns in a single file, but it becomes cumbersome to locate the beginning of player-Turns for review or continuing play.)
1. Make any loss adjustment necessary as the result of American attacks.
2. Hide all Japanese units by clicking "Run (Range) Auto-Reveal Now" (Advanced on top menu). This hides ALL JA units and markers. Unhidden Japanese units will be revealed again later for the US player.
3. Reinforcements are on their turn of arrival on the Turn Record. While no reinforcements are available on the first turn, on subsequent turns the JA player may land reinforcements on Coast hexes. Mark the location of landing by placing a "Landing" marker to indicate the number of units arriving at that hex. Also, use "Landing" markers at the landing location of any units using sea movement. 
4. Add automatic Units of Fire, if any, noted on the Turn Record to the Units of Fire device. After the start date indicated on the Turn Record, roll dice ("Roll the dice" button on the top icon row) to determine Units of Fire received. Beginning 9 October and on alternate turns thereafter, roll dice on Psychological Effects Table.

5. After all movement is finished, reveal again any Japanese unit that had been revealed at the end of the US player-turn and DID NOT MOVE during the JA player's turn. (Use mock combat to reveal JA units.) Replace any markers in Clear Terrain (or in Clear Terrain and within 7 Hexes of a US unit if Henderson Field is occupied by the Japanese player) with their respective JA units from the Hidden Markers section and reveal those units by mock combat. Also, reveal any JA unit in Clear Terrain (or in Clear Terrain and within 7 Hexes of a US unit if Henderson Field is occupied by the Japanese player) by mock combat. JA units in Jungle Terrain (or in Clear Terrain and more than 7 hexes from a US unit if Henderson Field is occupied by the Japanese player), except formerly revealed JA units that did not move, are considered hidden and should be exchanged with Hidden Unit markers. Still hidden Japanese units (or markers) that will attack US units do not have to be revealed at this time.
6. If any US artillery units are within range of unhidden Japanese units, "Save" the file and send to the US player for defensive artillery fire.
· If the US player receives the "GuadJA01.OPS" file for artillery fire, he places the received, ".OPS" file in his Guadalcanal folder, launches ADC2, "Opens" the file, and "Logs-In" as the American player. There is no need to run the replay, but if the replay is run, click "No" when asked if replay is to be cleared (or uncheck the "Clear REPLAY" option if "Yes" is inadvertently clicked).

1. Conduct US defensive artillery fire against visible JA units in the manner previously described. Adjust the Units of Fire and Victory Points as required.

2. "Save" without clearing the replay and return the file to the JA player.
· If artillery fire was conducted by the American player, the Japanese player places the received ".OPS" file in his Guadalcanal folder, launches ADC2, "Opens" the game turn "GuadJA01.OPS" file, and Logs-In as the Japanese player. There is no need to run the replay, but if the replay is run, click "No" when asked if replay is to be cleared (or uncheck the "Clear REPLAY" option if "Yes" is inadvertently clicked). The Japanese player now proceeds with his combat phase.
1. The JA player swaps hidden markers on the map with JA Artillery units that will be firing. The Japanese player then fires artillery units in the previously described manner. The artillery fire will reveal the JA Artillery units.
2. The JA player swaps hidden markers on the map with JA units that will be attacking. The JA player conducts ground combat. The combat will reveal the attacking JA units.

3. JA markers, representing hidden units, may still be in hexes with attacking units. The JA player should be cautious not to reveal these markers by selecting them while making attacks.
4. If a US unit is required to retreat as a result of combat and an option exists as to the where that retreated unit can go, query the US player either by straight e-mail (or by sending the ".OPS" file) as to the location to which he wishes retreat before continuing with the next combat. It is generally not necessary to query opponent regarding step losses after each battle as the US player can adjust those at the beginning of his own turn.

5. Japanese units that have participated in combat, including those that advance after combat, will remain visible to the US player.

6. The Japanese player adds 7 Victory Points to his score if one of his units occupies, or was the last to occupy, Henderson Field.

7. If the Japanese player does not receive 7 Victory Points for occupying Henderson Field, the Japanese player adds 2 Victory Points to his score if one of his artillery units (hidden or revealed) is within artillery range of Henderson Field.

8. The Japanese player adds 3 Victory Points to the US player's score if a US unit occupies, or was the last to occupy, Henderson Field.

9. On the 11 Dec 42 turn (and every turn after), the Japanese player subtracts 1 Victory Point for each 1st Marine Division unit remaining on Guadalcanal (Optional Rule).

10. The Japanese player subtracts 1 Victory Point for every 2 factors of Japanese units withdrawn from Guadalcanal (Optional Rule). If at the end of the game an odd number of Japanese factors have been withdrawn, subtract 1 additional Victory Point. Japanese withdrawals cannot begin until the 11 Dec 42 turn.
11. Finally, the JA player "Saves" WITHOUT changing the file name. Do not clear the Replay. Do not change the turn. The JA player then sends the updated ".OPS" file to the US player. 
· The US player should immediately "Save As…" (Top Game Menu \ File) with a new file name such as "GuadUS02" to preserve the former file. Then the US player sets the next ADC2 turn (Game \ Next Turn / Set Turn) which will clear the Replay file.
1. Make any loss adjustments necessary because of Japanese attacks.

2. Increase Units of Fire if automatically received this turn. If allowed this turn, roll die on Units of Fire Replenishment Table and increase Units of Fire if successful.
3. Roll die (Top Icon Menu \ Roll the dice icon) on Psychological Effects Table beginning 9 October and on alternate turns thereafter.

4. Check for reinforcements and land on any coastal hex. Continue movement and combat as previously explained. 

· From this point, play continues to alternate between the US and JA players until the game end is reached. The winner is the player with the highest accumulated Victory Points. 
VARIANTS:
Two published variants are provided with this module. I have added some additional variant considerations.
· Variant 1 -- Joel Davis' "Guadalcanal: The Island, The Campaign, The Game" variant provides a number of additional Japanese ground units and rules to correct some of the deficiencies or oversights in the original game. The following comments regarding the article are mine:

1. The caption of one picture included in the article purports to show Lunga Point from the invasion beach. Although the picture is small and lacks detail, it shows and reports Lunga Point as east of Red Beach. This is wrong. Red Beach is east of Lunga Point. As the author was certainly aware of directions and locations, I can only conclude that the article editor accidentally mirrored the picture and changed the directions without confirming the change. I have flipped the picture and corrected the directions in the article.

2. The author comments that KK-26 should be Clear Terrain. He is correct, but I have not changed Avalon Hill's map. Either play the hex as clear or use the ADC2 Map Editor and change the hex to Clear.
3. The author recommends retaining bridges. I have included "Bridge" counter markers for the players to do so.

4. The author correctly assesses the game's biggest discrepancy as the reversal of the intelligence situation. The US intelligence was better than the Japanese at all levels – tactical, operational, and strategic – not great but better.
To introduce limited intelligence for the Americans, the author suggests "flipping" American units in Jungle terrain and removing from the board those units in Jungle terrain that are within a coast-to-coast perimeter. Units that are in Clear terrain within the coast-to-coast perimeter are "flipped." As "flipping" a unit in ADC2 would reduce its strength rather than hiding the unit's identity, I suggest using the hidden unit feature. Use the US Hidden Unit Markers, activate hidden units for the US player, and set a hidden range of "0" hexes. Make some of the US Hidden Unit Markers always visible to the Japanese player by clicking the markers, double-clicking the marker in the Class Values column, and changing the "Owning Player" from "American" to "All Players." Use these always visible markers for the "upside down" perimeter units and "upside down" units in Clear Terrain within the perimeter. Use Hidden Unit Markers that have not been made visible to the Japanese player for US units in Jungle hexes within the perimeter. The actual units in the US Hidden Unit Markers section will remain hidden as long as Japanese units do not approach within the "reveal hidden unit" range. Reveal US units by mock combat in the same manner as for Japanese units.

5. There is confusion in my mind as to the author's exact intent regarding "flipped" units because he introduces the term again in the Henderson Operations and Artillery Fire Sections. Only there, "flipped" units seem to represent units that can better withstand artillery or naval bombardment. He offers no further explanation, but it seems probable that he was using "flipped" units to also represent "dug-in" or units better protected than others. To provide for this possibility, I have made "dug-in" markers.


I suggest the following use of the "dug-in" markers. If a unit does not move during a turn, a "dug-in" marker may be placed in the hex with the unit. "Dug-in" units are not affected by artillery fire. Armor (Tank), Amphibian Tractor (LVT), and Artillery (any unit that can conduct ranged fire) may not "dig-in." Bridging by Engineers may not be done while "dug-in." Engineer or Labor troops may use half of their BTA to "dig-in" and the other half to rebuild (1 reduction factor) or destroy (3 reduction factors) airfields. "Dug-in" units may leave that configuration at no movement cost. If you wish to assign other attributes to "dug-in" units, you are on your own.
The author suggests use of "ZOC" markers to note location of hidden US units and their ZOCs along the coast. This was to provide the Japanese player with knowledge of where he could not land troops. The author was apparently unaware that Avalon Hill did consider this situation and provided rules for opposed landings against hidden units in their Appendix. Nevertheless, I have provided "ZOC" markers to support the author's suggested use.
6. Rabaul reinforcement units are in the "Rabaul Units" box on the map. I had many concerns about the article chart. Apparently, the chart was generated from the author's notes and no real edit was done to catch errors. Some examples:
a. The 124th (3-8) artillery is shown first as a battalion, then as a regiment in the next two sections, and in the last section as a battalion again.
b. The 1(-)/124th (1-8) artillery section is shown in the second section as a field artillery unit, in the third as an anti-tank section, and in the last section as a field artillery section without the sub-unit identification.
c. The 1/2 (2-12) tank battalion is shown in the second section as an armored cavalry regiment, in the third section as a tank regiment, and in the last section as a tank battalion.

d. The 1/2 (4-10) support battalion in the second section is shown (as are several others – I have made them all support units) without a unit type in the third section and changes from a 4-10 to a 2-10 in the last section. I have retained the unit as a 4-10 in all sections.

e. No artillery range is listed for the 1/MXD (2-8) artillery in the Artillery Range section, and the 1AA/51 battalion is listed as a regiment rather than a battalion.

There are other concerns with the table. I have tried to keep as close as possible to what I believe is the author's intent. Much work has been done on identifying Japanese units since publication of the original article. Nevertheless, I have retained, for example, the author's A, B, and C designations for the 51st Division, although its 66th, 102nd, and 115th regiments are known. I have not tried to integrate more current Order of Battle information.
7. Joel Davis' Henderson Reduction Scale is an excellent device. Unfortunately, the starting point is omitted from the article. As the field was not operational when captured, I have set the starting point a "9." The US must bring the field up to "10" for it to be operational.
8. Japanese tenacity was a factor that Joel Davis included in the variant. However, tenacity does not fully account for the determination that the Japanese displayed in their attacks. The Japanese did not accurately know the opposing force strength and had not encountered, during the previous year, a determined, supported, American defense. Consequently, the overconfident Japanese made unwise attacks with too little force and failed to terminate actions when events proved the defense too strong. Rather than an option, I recommend that a re-attacks be mandatory in the form that the author suggests.
9. "Firing" markers are provided to report the location of artillery fire. The secret allocation of counter-battery fire can be handled with virtual envelopes or simultaneous transmission of information.
10. Ambush as the author suggests is difficult to handle in PBeM because of the interaction required. If using this rule, consider doing all strategic movement prior to regular movement and provide the opponent with the file after strategic movement but before regular movement. Only units using strategic movement can be ambushed. 
Units performing strategic movement have a doubled movement allowance. They DO NOT stop movement at each Jungle hex while moving. Units can move individually or as a stack. If a unit does stop movement on a hidden enemy unit, just leave the moving unit there and complete the rest of the strategic movement of other units. After strategic movement is complete, send the ".OPS" file to your opponent.
The opponent replays the strategic movement segment. If a moving unit stops on or passed over one of his units, he determines which was the FIRST moving unit to do so; it will be ambushed. If the first moving unit to stop or pass over one of his units was in a stack, the opponent can select one or more of the stack to be ambushed. Moving units that stopped or passed over the ambushing unit after the first (and those units in a stack that are not being ambushed) are returned to their initial hexes from which they can later perform normal movement.

If other moving units pass by but do not stop on or go over an opponent's unit, your opponent can SELECT one of the moving units to ambush providing that opponent's unit is not already engaged in an ambush. Moving units that past the ambush site (hex) before the unit selected are allowed to arrive at their destination. Units that moved past after the unit selected are returned to their initial hexes. If the moving unit is part of a stack, the opponent can select one or more of the stack to ambush and the others are returned to their initial hex.

Only one ambush can be conducted from a hex, regardless of the number of units in that hex. Therefore, if an ambush is being conducted because one of the moving units PASSED OVER the hex, all other units that PASSED BY must be allowed to continue their movement.
Your opponent then conducts ambush attacks. He reveals the ambushing units, subtracts one factor from each ambushed unit, and doubles the defensive strength of his ambushing unit. Your opponent rolls the die even though his ambushing unit is the defender. If an ambushed unit in the same hex with an ambushing unit is required to retreat, the ambushed unit is eliminated. Your opponent implements battle results, records appropriate Victory Points, "Saves" the file, and returns it to you to continue with your normal movement. The ambushing unit remains revealed after the ambush.
· Variant 2: Richard Giberson's "Navy and Air Force in Guadalcanal" variant adds Naval and Air power to Avalon Hill's Guadalcanal. I have placed ships and air units to support the variant in the Force Pool.

I have not tried playing the variant, but I can foresee a potential problem – the 1st Marine Division is sunk before the game begins. The transport's slow movement when loaded makes them ideal targets. The only way for the division to land is on beaches near the map edge. That way the US transports can dash onto the board on Naval TURN 4 after the Japanese ships have moved, discharge their cargo, and retreat on TURN 5 before being caught and mauled. Yet, the rules make no provision for ships entering at any time except Naval TURN 1.
Further, the transports are just too vulnerable at one ship per hex. The Japanese, and to some degree the Americans, did not see the transports as important or as vital as the combat ships. Naval ships went after naval ships neglecting the transports.

To correct this, I propose these untested changes:

1. Ships can arrive on the map on any Naval TURN. Add the turn to the list of secret, simultaneously revealed, information – number of ships, kind of ships, and hex of entry.

2. No Japanese ships are available on the first four Naval TURNS – they can enter on TURN 5. This allows the US invasion force to land unopposed, at least by the Japanese Navy. Japanese ships are available on the last four Naval TURNS of the 7 Aug 42 Guadalcanal turn. This simulates the surprise of the US landing.

3. Up to three available naval ships can be assigned to escort the transports (or IJN destroyers performing transport duty). Transports can stack and their escort can stack with them – this forms a convoy. The speed of the convoy is tied to the slowest ship. Escort ships must be identified and cannot perform other missions – only engage opposing naval ships that are attacking their hex. Transports cannot be attacked until the escort is sunk or abandons the transports. An escort ship (and a destroyer acting as a transport) has its attack factor halved, rounded up individually. Surface defense factors of escorts and transports are unchanged. An escort ship may leave the "convoy" at any time, but cannot perform other missions; it must leave the map as quickly as possible using its maximum normal speed. Air units may attack the transports directly – they are not required to attack the escort.
Secret entry can be handled with virtual envelopes. Oversize ships for both forces are available.

The USN an INJ player units are not hidden.
A track is provided for the ship counters. Ships, by type, available for missions are placed in the "Available" section of the "Naval Unit Display." Ships that have performed a mission and leave the map go to the "Return" box. At the beginning of the next Guadalcanal turn, ships in the "Return" box move to the "Rearm" box. At the beginning of the next Guadalcanal turn, ships in the "Rearm" box move to the "Refuel" box. At the beginning of the next Guadalcanal turn, ships in the "Refuel" box can move either to the "Available" section or to the "Repair" box. Ships in the "Available" section can be used for naval missions that turn or remain "Available" for future use. Ships entering the "Repair" box have one hit removed. Ships in the "Repair" box at the beginning of the turn have one hit removed or they can move to the "Available" section.
As ground units become available for entry from the Time Record, they are place in the "Available" section. Generic AVGAS and Units of Fire (Ammo) markers are provided that flip from 1-6. AVGAS is available at the same rate as automatic and die-rolled Units of Fire. Roll a separate die for the AVGAS. Place the number of markers available for transport in appropriate "Stores" box of the "Available" section. When the AVGAS and Units of Fire markers arrive on Guadalcanal, recycle the marker and adjust the number on the Units of Fire record. AVGAS record numbers are below the Units of Fire numbers but are blank and not used unless Variant 2 is being played. The AVGAS numbers flip from blank to "0" through "9". Extra AVGAS and Ammo markers are in the Force Pool. They can be moved to the board and placed in the "Stores/Hangar" box for convenience.
The author provides bomber squadrons for the American player. Rather than have squadrons of one factor each, I have made counters that can flip from "6" through "1" factors and used some of the actual squadron designations of units that served on Henderson Field. Squadrons are in the Force Pool on their date of arrival with the factors adjusted to that prescribed by the author. You can adjust the numbers for individual missions. Extra squadrons are available in the Force Pool. Move the extras to the "Hangar" section of the "Stores/Hangar" off-map box for convenience.

There are also Japanese bombers in the Force Pool. If the Japanese capture (occupy or place in undisputed Zone of Control) Henderson Field, all available American bombers are eliminated (no Victory Points) and replaced by the same number of JA squadrons. AVGAS available numbers are transferred to the Japanese Units of Fire display and future AVGAS additions, while the Japanese control Henderson Field, are in accord with the JA Units of Fire Replenishment tables. This action occurs even if other Fighter 1 and 2 airstrips are in play and not captured.
· Variant 3: Additional Variants for consideration.
1. Additional Airfields: Although Henderson Field was put out of action by naval bombardment on 14 Oct 42, by that time an additional airstrip had been constructed. Fighter 1 had opened on 9 Sep 42. When Henderson Field was unusable, aircraft taxied to Fighter 1 to continue operations. Fighter 2 opened at the end of October.

a. The Fighter 1 marker (or terrain piece) becomes available for placement at LL23 on the 11 Sep 42 turn.

b. The Fighter 2 marker (or terrain piece) becomes available for placement at II22 on the 30 Oct 42 turn.

c. Prior to placement of the marker, the US player can begin construction. Use the Henderson Reduction Scale and the appropriately identified marker. Begin at "0." The scale number can be increased beyond "10," but the airfield marker cannot be placed until the turn of availability. Constructing units must be in the hex indicated.
d. Fighter strips to not count for Avalon Hill victory purposes. When playing Variant 1, all fields must be out of commission or captured to receive Rabaul units in accordance with the "Extra Reinforcements" rule. Only Henderson Field is used with the "Japanese Air Operations" rule. When playing Variant 2, aircraft continue to be available as long as one airfield is operational for use, but if Henderson Field is captured, the switch of forces occurs as written regardless of the status of the fighter strips. Henderson Reduction Scale markers are not altered with change of possession.
2. Counter Covers and Dummy Unit Counters: These are provided for units and ships of both forces. I had made a new set of counters, dummy counters, and counter covers for the original Guadalcanal game that I owned. While playing face-to-face, this counter set provided better control, quicker turns, and fewer errors than the original set while retaining the feel of hidden units.  As the Japanese were mainly interested in staying undetected within artillery range of Henderson Field, the dummies work well. The US player knew where Japanese units were likely to be, but some intelligence reports were erroneous. You can also experiment with this concept. I believe that I used twenty dummy Japanese counters and thirty counter covers. I only used them with the Japanese, but today I might use them with the US force instead or with both forces.
a. Stacking limits stayed the same; the counter covers did not count against a stack but dummies did.
b. Dummy counters could be spawned from actual counters or landed as if they were actual units.

c. Dummy counters were never eliminated. If revealed by combat, dummy counters were removed from the board and immediately available for reuse.
d. All units could be covered by counter covers, even in Clear terrain.

e. All counter covers and dummy units were available during the Japanese setup.
3. 
Hidden Units: US intelligence was better than the Japanese intelligence. Strategically, despite a code change following Midway, Japanese message traffic was frequently being read. Operationally, Coast Watchers and later improved radar provided early warning of ship and air movements. Tactically, natives, allies, and marine scouts provided good – but not perfect – information regarding Japanese forces. This better intelligence, coupled with Japanese arrogance and overconfidence, yielded the debacle that befell the Japanese ground forces on Guadalcanal.


To give hidden unit features to US and not the Japanese would unbalance the game too much in the US favor – it might better mirror the actual campaign, but not be a very exciting game. The best compromise might be to give both forces hidden unit features. Use the following rule modifications:


a. Establish "Password Protection" and check all blocks in "Hidden Piece Options" except "Default symbol…" and set "Search/Reveal Range" to "1" for all players ("Edit \ Players" on top Game menu). Enemy units will now be initially hidden for both players in all terrain. Enemy units will now be revealed when adjacent to friendly units. Delete the GameMaster position if not being separately used by a neutral player.

b. DO NOT use the hidden unit markers. The actual units are to be on the map.

c. DO NOT click "Run (Range) Auto-Reveal Now" ("Advanced" on the top Game menu) during the game. Once a unit is revealed by either combat or movement, it will stay revealed for the rest of the game.


d. All other Tournament and Optional rules are in effect. Casualty switching is permitted, but the 1st Marine Division switching is only permitted within the division forces identified in the "Withdrawal of U. S. First Marine Division" section.

e. If a moving unit detects a hidden enemy but is NOT in that enemy's ZOC (for example the moving force is in Jungle), the moving unit may continue its movement. If a moving unit detects a hidden enemy and IS in that enemy's ZOC (for example the moving force is in Clear), the moving unit must stop. If your unit stops because it is in an enemy's ZOC, your unit would only be REQUIRED to have combat if the enemy was in your unit's ZOC (for example both forces are in Clear terrain). Combat is OPTIONAL if an enemy is adjacent but NOT in your unit's ZOC (for example enemy is in Jungle).


4. 
Extra US Units: Joel Davis's article provides additional Japanese units that could have been sent to Guadalcanal. US Forces were also available in the area or designated to deploy but were not sent. When the Japanese attacked, the United States was surprised but not totally unprepared. Many separate National Guard regiments, generated by doctrinal change to three infantry regiments per division, where available and deployed for Pacific island defense. As intelligence reports and enemy action showed an increasing commitment by the Japanese to Guadalcanal, these Pacific island forces became available for use. (The US Army Americal Division, for example, was the product of a combination of three of these separate regiments.) 
The key to holding Guadalcanal was an operational Henderson Field (or its auxiliary airstrips). Aircraft using Henderson Field protected US transports, attacked Japanese shipping, harassed Japanese troops, provided emergency supplies, and evacuated wounded. If the Japanese seized, secured, and used Henderson Field, the situation would be reversed.
Use the following rules and forces in conjunction with Joel Davis' "Guadalcanal: The Island, The Campaign, The Game" variant rules and "Rabaul Units." Only Henderson Field is of concern with these rules – regardless of whether the auxiliary airstrips are available or not.
a. If the Japanese player has artillery within range of Henderson Field at the end of a turn, on the next turn the US player may attempt to land one Infantry Regiment from the US Deployable Units list. Roll 1D6 for each battalion of the regiment. On a die roll of 4-6, the battalion is diverted, sunk, or otherwise not deployed and is removed from play. No Victory Points are awarded for battalions removed from play. Regiments are only available after the date indicated. 
b. If the Japanese player occupies Henderson Field at the end of a turn, on the next turn the US player may attempt to land one Division (minus any Infantry Regiments that deployed earlier) from the US Deployable Units list. Roll 1D6 for each unit of the division. On a die roll of 4-6, the unit is diverted, sunk, or otherwise not deployed and is removed from play. No Victory Points are awarded for units removed from play. Divisions are only available after the date indicated.
c. If the US player attempts to deploy a Division, the US player has two turns, inclusive, from the first Division deployment attempt to retake Henderson Field. If the US player fails, the game is over – Japanese Victory regardless of Victory Points. (For example, if Henderson Field becomes controlled or occupied by the Japanese on the 16 Oct 42 turn, the US player can deploy a Division on 23 Oct 42. If an attempt to deploy is made, Henderson Field must be US controlled or occupied at the end of the 30 Oct 42 turn. If the Japanese continue to occupy Henderson Field at the end of the 23 October turn, another Division can be attempted on 30 Oct 42.) Further, if any attempt is made to deploy a Division, Henderson Field must be US controlled or occupied at the end of the game (29 Jan 42), or the game is a Japanese Victory regardless of Victory Points.
d. The US player may elect to attempt landing just one Infantry Regiment rather than a Division following Japanese occupation of Henderson Field. If so, this decision must be announced to the opponent before any landing attempts are made. If an Infantry Regiment is attempted rather than a Division, Victory Points continue to be used to determine a winner.
	US Deployable Units

	Availability

Date
	Division
	Infantry

Regiment
	Artillery

Battalion
	Engineer

Battalion
	Support

Battalion

	11 Sep 42
	24
	19, 3 Bns (4-10)
	11 (4-8)
	3 (3-10)
	(2-10)

	
	
	21, 3 Bns (4-10)
	13 (2-8)
	
	

	
	
	34, 3 Bns (4-10)
	52 (2-8)
	
	

	
	
	
	63 (2-8)
	
	

	16 Oct 42
	37
	145, 3 Bns (4-10)
	6 (3-8)
	117 (3-10)
	(2-10)

	
	
	148, 3 Bns (4-10)
	135 (3-8)
	
	

	
	
	
	136 (4-8)
	
	

	
	
	
	140 (3-8)
	
	

	23 Oct 42
	43
	103, 3 Bns (4-10)
	103 (2-8)
	118 (3-10)
	(2-10)

	
	
	169, 3 Bns (4-10)
	152 (3-8)
	
	

	
	
	172, 3 Bns (4-10)
	169 (4-8)
	
	

	
	
	
	192 (3-8)
	
	

	20 Nov 42
	27
	105, 3 Bns (4-10)
	104 (3-8)
	102 (3-10)
	(2-10)

	
	
	106, 3 Bns (4-10)
	105 (3-8)
	
	

	
	
	165, 3 Bns (4-10)
	106 (4-8)
	
	

	
	
	
	249 (3-8)
	
	


ABBREVIATIONS AND TERMS:

The following abbreviations and terms have been used on the maps, in the unit data, on the unit counters, and in this ReadMe:

1D6 = Roll one die with six sides

AA = anti-aircraft

Abn = airborne

ADC2 = Aide De Camp 2

AF = Airfield
AH = The Avalon Hill Game Company

Ammo = Ammunition = Units of Fire
Arm = armor or tank
Arty = artillery

Atk = Attacker
AVGAS = Aviation Gasoline

BB = Battleship

Bde = brigade
Bn(s) = battalion(s)
BTA = Basic Turn Allowance = Movement Factor
Btry = artillery battery
CA = Heavy Cruiser
Cav = cavalry
CL = Light Cruiser
Co = company
DB = defense battalion

DD = Destroyer
Def = Defender

Div = division
e-mail = electronic mail
Eng = engineer

Elim = Eliminated
Fld = Air Field

Gas = AVGAS

H = heavy

hex = hexagon = square = early AH games used squares instead of hexagons. For some time after "hexes" became a common term, AH continued to call hexagons "squares" – as they did in this game
HPS = Hamilton Professional Services, makers of ADC2
ID = Identification = Piece ID = Unit name

IJA = Imperial Japanese Army = JA (player) = Japanese (player)
IJN = Imperial Japanese Navy (player) = Japanese (player)
IND = Ind = Independent

Inf = infantry
JA = Japanese Army = Japanese (player)

JSNLF = Japanese Special Naval Landing Force = Japanese (player)
LAB = labor

LC = Left click = click the left mouse button

LT = Light Trench Mortar

LVT = Landing Vehicle, Tracked

Mar = Marine = USMC
MP = Movement Points = BTA
MT = Mtn = mountain
MXD = mixed
P = pioneer

Pt = Point

PBM = Play-by-mail

PBeM = Play by e-mail

Q&A = Questions and Answers

R = River

Rdr = Raider

RF = rapid fire
Reg = regiment
RF = Rapid Fire
Sec = section/squad
Spt = support

Sqd = squadron
Sup = supply
SW = special weapons
TAHGC = The Avalon Hill Game Company
TR = Transport Ship
Trans Cap = Transportation Capacity

US = United States = American (player)
USA = United Stares Army = American (player)

USMC = United States Marine Corps = American (player)

USN = United States Navy (player) = American (player)
CRITIQUE: 

This game suffered when published due to a number of factors.

First was the subject matter. The WWII conflict in the Pacific was not as dynamic as that in Europe. The Pacific island invasions and combat were more reminiscent of WWI frontal assaults and trench warfare than the fluid European battles. Further, the full scope of the Guadalcanal Campaign covered integrated land, sea, and air combat, yet the game focus was limited to just the land battle.  

Second, the game playing aids were unsatisfactory. A casualty pad for off-map recording of step losses was provided; consequently, what appeared as a full strength unit on the map was perhaps a greatly reduced unit – this was not an intentional deception. This game followed Avalon Hill's Blitzkrieg where substitute unit counters were provided. Due to the extensive number of counters that would have been necessary while retaining the battalion/regiment structure, a check-off casualty pad was included instead of substitute counters.

Third, the hidden units rule made the game cumbersome to play. Japanese units in jungle hexes were kept off the map and only disclosed in the combat phase after a US unit attempted to enter the hex during movement. The US player needed to be away from the game while the Japanese player moved and the Japanese player needed to remember exactly where his units were located and watch closely while the US player moved.

Lastly, the game used "Victory Points" to determine a winner, and I do not think highly of "Victory Points" as a method for determining a victor.

SOLVING THE PROBLEMS:

To solve the second and third situations for the original game, I made a set of counters that provided the full range of steps. This was not as cumbersome as it seems because I used both sides of a counter – Avalon Hill did not introduce double-sided counters until later. For the hidden unit problem, I included dummy counters and counter covers, twenty I believe. The counter covers were used on all hidden units. Dummy counters were moved and covered, as where the actual counters, and only revealed by combat. The system worked pretty well. I have incorporated the system into this module as one of the variants. I have not attempted to correct the first situation and I no longer have my original Guadalcanal game -- only an eBay purchased product.

ADC2 goes a long way towards solving both the second and third situations. Once set up in a module, simply "flipping" a counter reduces or increases its strength – end of the check-off pad. ADC2 also sports hidden unit options that can closely approximate that provided in the game's optional rule. Of course, any PBeM game requires integrity on the part of opponents because a turn can be restarted after the location of hidden units has been revealed.

While the Pacific battles cannot be made flashier, the "Navy & Air Force in Guadalcanal" variant by Richard Giberson inserts some naval and air components into the game.  I guess that is the most we can expect from a rather ancient game. I have not tried the variant, but I have included the components in the module so that others can.

Joel Davis provides a variant that provides additional resources for the Japanese. These were Japanese troops at Rabaul projected to go to Guadalcanal.

The Southern Pacific area was the territory of two Allied theaters – South Pacific under Admiral Ghormley and Southwest Pacific under General McArthur in Australia. Admiral Ghormley's mission was to protect the shipping lanes between the US and Australia. His invasion of Guadalcanal was a defensive measure to prevent the Japanese from operating a nearly completed air base on the island. Ghormley was not an enthusiastic proponent of the invasion; he was prodded into the attack by higher headquarters. Ghormley was apprehensive about the invasion and pessimistic about chances of holding Guadalcanal. The battle on Guadalcanal was vying for resources with the European Theater (Operation Torch in North Africa, Lend Lease to Russia, and the Operation Bolero build up in England) and with McArthur who was engaged in a battle against the Japanese in New Guinea. Ghormley had some additional assets available that he was slow to forward to Guadalcanal. Ghormley's pessimistic reports and defeatist attitude ultimately lead to his relief and replacement by Admiral William Halsey, a charismatic and dynamic leader. In addition, greater effort was capable of being made by the US and was made by the US after the struggle captured the attention of the American public. To account for this, I have provided some US Army units that could have been sent to Guadalcanal but were not. These forces are provided as variant units.      
CONCESSIONS AND CONFESSIONS:

General Errata: At one time, I had access to a neighbors' complete Avalon Hill General magazine collection. I made Xerox copies of what I thought were all Q&A (as well as many article that were of interest to me). Nevertheless, when checking resources on WebGronards site, I noticed that there was more Q&A for Guadalcanal than I had available. I have provided the errata that I have in the accompanying articles, but errata from issues 3-2, 3-3, 4-5 are absent. There is a Q&A Appendix in the 2nd Printing Guadalcanal game that I now have. Perhaps this includes the Q&A that I am missing from the early General issues.
Map Errata: I have made three intended alterations and rule changes to the game map.

1. No combat is permitted between forces across an all ocean hexside unless one force is landing from an all ocean hex. I have added a "SeaBlock" hex-side between C9 and C10. In this early game when hexagons were still called squares, combat between adjacent units separated by a water hexside was apparently not considered or considered to be obviously impossible at the time. Later games defined this condition.

2. The estuary of the Gurabasu River is on the hex-side between RRR36 and SSS37. All other rivers are in a hex. To prevent making new rules to cover combat and movement in this single situation, I have shifted the river to hex RRR36 alone.

3. "Slope Squares" are defined as being, "Any square containing brown splash contours. The thickest part of the contours indicate the high side of the slope." As many, many hexes contain brown splash contours without a clearly indicated "high" side, I have altered the map to eliminate brown contours from all but those hexes with a clear "high" side.

Play Errata: When playing the Tournament Game with Optional Rules – actually, I have never played anything other as I felt that the Basic and Tournament Games alone were a waste of good gaming time – the Japanese player could stop US units if they were moving adjacent to hidden Japanese. Because of the continual interaction that would be necessary, this is not an acceptable PBeM solution – unless both parties agree to be online at the same time and use instant messaging for movement interruption. Also, setting the hidden range to "1" – at range "1" adjacent hidden Japanese would be revealed – rather than "0" is not acceptable either. Therefore, what I consider the best method is to not interrupt player movement, but only permit disclosure of adjacent units after movement is completed. (This procedure is slightly altered for strategic movement when playing Joel Davis's strategic movement and ambush rules.)
"River squares of the same river" caused some discussion that was never answered. Because of the number of river branches and the twists and turns of rivers, determining whether a defender was basic or doubled was often not clear. Use this definition: "An attacker and defender are on the 'same river' if the hexside between them contains a river." Therefore if an attacker was in hex FF22, a defender in hex FF23 or GG23 would be doubled, but a defender would be basic in any of the other four surrounding hexes.

Roads also had a problem. The rules state that movement along the road is at no cost, except that moving through a village costs 1 BTA – no problem so far. However, the rules also state that entry to a Road hex costs 1 BTA – here is the problem. Does landing from the sea on a Road hex on the coast cost 1 BTA? Or, does entering a Road hex from a non-road hex in Jungle or on a River cost 1 BTA? I don't think so. So, change paragraph 3 of Roads, Movement, in the Guadalcanal Battle Manual to read: "3. Units enter a Road or Road-Village hex at the movement cost of the other terrain in the hex. Units leave a Road or Road-Village hex at the movement cost of the terrain being entered. Entry to a River hex from a Road or Road-Village hex that contains the same river would be 1 BTA for a Clear-River hex and 2 BTA for a Jungle-River hex. Entry of a Village hex when not along the road is at the movement cost of the other terrain in the hex." I've put road-end dots on the road segments to indicate a 1 BTA cost for entering the village while moving along the road.
RESOURCES:
Books: There are many books that contain brief information about the battle for Guadalcanal, but few that contain detailed accounts. The best are:
Richard B. Frank. Guadalcanal: The Definitive Account of the Landmark Battle. New York: Penguin, 1990. Truly a definitive account of the land, sea, and air battle for Guadalcanal.
Merrill B. Twining. No Bended Knee: The Battle for Guadalcanal. New York: Ballantine, 1996. Ed. Neil G Carey. Personal account by the 1st Marine Division Operations Officer. Provides good insight and critique of ground operations.
Jack Coggins. The Campaign for Guadalcanal: A Battle That Made History. Garden City, NY: Doubleday, 1972. Still a good general illustrated account of the land and naval encounters.
Links: Some helpful web sites that were valid at the time of preparation of this ReadMe:

Public Internet die roller – especially good for one roll at a time.

http://www.gamerz.net/shadowdice/shadowdice.cgi
Restricted now because of abuse, contact rrognlie@gamerz.net for site password.
Public Internet die roller – especially good for multiple rolls at a time:

http://www.pbm.com/dice/
Public Internet die roller – especially good for one roll at a time:
http://www.irony.com/mailroll.html
Quick Internet history of the Battle for Guadalcanal:

http://www.friesian.com/history/guadal.htm
Pictorial record of the Battle for Guadalcanal:

http://www.history.navy.mil/photos/events/wwii-pac/guadlcnl/guadlcnl.htm
WinZip file compression:

http://www.winzip.com/
Virtual Envelopes: This page gives information; you have to register to use.
http://www.furniss.co.uk/sve/
ConsimWorld general wargaming forum discussion site:

http://www.consimworld.com/
Web-Grognards general wargaming site:

http://grognard.com/
HPS's ADC2 site:
http://www.hpssims.com/pages/products/adc2/ADC2-Main.html
HauptKampfLinie – ADC2 module downloads

http://209.216.35.195/
QUESTIONS:
Errors seem to occur despite the best efforts of those involved.  Please cut us "module creators" (that's not the word for guys like me that make these sets that I would have chosen – but…) some slack, but let me know of any errors or omissions you discover or any comments, questions or suggestions that you have. Charles McLellan, tel: (256) 883-6779 or <cgmclellan@knology.net>.  I will maintain module errata for anyone interested in updating their file. 14 Apr 06, AH Guadalcanal ADC2 module Version 1.1.
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