DP Test doc.

Dawn Patrol by TSR;  Created by Mike Carr:      

Vassal Game Engine: Created by Rodney Kinney

Vassal Dawn Patrol Module v.1.0 by George Long   gklong01@attbi.com
Ownership of Dawn Patrol by TSR is required for play for rules, charts, A/C spec sheets, etc.

Currently the Vassal Module contains the following:

Axis Aircraft:  Alb C,  Albatros, Fokker Dr1, Fokker DVII, Fokker DVIII, Pfalz DIII,     Pfalz XII,  Drachen

Allied Aircraft:  Bristol, Sop Camel, Sop Pup, DH4, Se5-5A, Spad, Nieup 17, Nieup 28, Balloon

AA Units:  AA, Onion, MG with “AA Destroyed” counters.

(Additional counters to be added by first release).

Game Play Aid counters

Zoomable DP Tactical Map (3 levels) with Square Grid and Overview Map. 

All Maneuver Cards and a “Card Display Table”

After becoming familiar with the following conventions, playing DP with the Vassal engine is as easy as using the boardgame but offers more graphical options and the ability to play and communicate with anyone, anywhere in real time or PBEM.

GETTING STARTED:

1) Open Vassal and Click “Play Module”

2) Point Vassal to your “Dawn Patrol” folder and left click on the “DawnPatrol.mod” file.

3) When DP opens, you will see a “Server” window, a “Dawn Patrol controls” window, an “Aircraft” panel and a “Maneuver Cards” panel.

4)  To begin a game, go to the “Dawn Patrol controls” window and click “File”, then “New Game” and wait for the mini map to load.  Click OK and the full map and “Cards” display board (image of Farman 40 aircraft) will come up.  Maximize the full map board.  Bring up the “Aircraft” panel and drag your selected aircraft and units onto the map and locate in the desired starting positions.  Right click on the counters to set desired starting Altitudes and rotate to desired facings.

5) To move aircraft, Left Click on counter and drag to desired Hex.

6) Double click to open and close a “Stack” of A/C in same square.

7) When you must display Maneuver Cards, bring up the “Cards” display board and your “maneuver Cards” panel. Right click on cards and “Mask” your cards before placing on board (drag and drop) so your opponent cannot view them.  Right click and select “Mask” again or use Cntrl M to show your card to your opponent.  (See “Playing Cards” and “Masking” below)

AIRCRAFT (A/C) STATUS OPTIONS:

For displaying Aircraft (A/C) status on the map board, the following aircraft counter commands can be utilized or Right Click on aircraft counter and select from Drop Down menu:

Change Altitude:  Cntrl A       When the box pops up, type in your current Alt and then Left click on you’re A/C counter on map to update altitude.  Perform after every alt change.  Will show as a blue box with white lettering at bottom of A/C counter.

Rotate Clockwise:      Cntrl  ]          Changes the A/C facing by 45 degrees

Rotate Counterclockwise:    Cntrl [     Changes the A/C facing by 45 degrees

*Tailing:   Cntrl T               Denotes that your A/C is Tailing another.  Black  “Ta”

*Being Tailed:   Cntrl B    Denotes that your A/C is being Tailed.       Red “T”

*Nose Up:     Cntrl U        A/C attitude is Nose Up.    Blue Border front of A/C

*Nose Down:  Cntrl D      A/C attitude is Nose Down.    Red Border front of A/C

*Escape:        Cntrl E       A/C is attempting to Escape combat.    Green “E”

*Smoking:  Cntrl S           A/C is Smoking  

*On Fire:    Cntrl F           A/C is On Fire    

*Spin:  Cntrl P                 A/C is in Spin

*Glide:  Cntrl G                A/C is Gliding

*Explosion:  Cntrl E         A/C has Exploded

Delete:        Cntrl Z          Delete Counter from game board

* Select the same command again to deselect graphic option.

The “Aircraft” Panel is the tabbed panel that lists A/C available and shows the counter images.  Left click and drag a counter to the game map to put it into play.

AA Counters:

The Onion, AA and MG counters are included with the following graphics options:

*Invisible:   Cntrl I      Counter image not visible to other players.  Select again to reveal counters.

Destroyed:   Cntrl D   Unit is destroyed    Red “AA Destroyed” overlay.

Play Aid Counters:  The following counters are available if need to assist in game play.

   Target:  Place in adjacent square of A/C you are firing at so all players visually know firing is occuring and which A/C are targeted.

   Begin Move/End Move:  Make counters “Invisible” and place on map board to work out movement path plotting without your opponents seeing.  Counters can also be rotated so the triangle at top is to show Turn facing during plotting.

   Number counters 1-10:  Can be made invisible and placed under AA units to represent step reduction losses to gun crews.  Also for any other event where placing a numerical indicator on the board might be helpful. 

Game Map Board:

The map board has “+” and “-“ buttons on the left upper top to zoom and and out to 3 levels.  (Also see Note below)

PLAYING CARDS:

When you bring up the “Maneuver Card” panel, you will see a list of Regular and Advanced Maneuver cards.   To place a card on the “Cards” display board, select your card in the right hand column then Left Click the card image and “drag’ it to the Cards board.  Cards dragged on top of each other will stack.  Double click on a stack to separate cards and double click again to restack.  Stacks and cards can be moved around board by Left clicking and dragging.

“Masking” allows you to see your cards face up while your opponent only sees the reverse of your card.  ***Any card that you do not wish your opponent to see must be “masked” before you drag it to the “Cards” board.  To show your opponent your card,

Select “Mask” again and the card will be unmasked and visible to all.  

(Currently Vassal locks in the “Mask” image so it obscures part of the face up card.  The next Vassal build is supposed to improve the “Cards” aspect of the engine.)

*Mask:  Cntrl M     Places a small “Dawn Patrol” image in the upper left hand corner of your maneuver card which denotes that the card is now masked.

Delete:  Cntrl Z    Deletes the card from the board

You can also drag an Aircraft counter of your type from the “Aircraft” panel and place

it near your card stack to identify which stack belongs to which A/C in cases of mutiple

player simultaneous tailing resolution.
SERVER CONNECTION

For a live game, bring up the “Server” window and connect.

Bring up the “Dawn Patrol Controls” window.  You will see a line along the bottom that you can click on, type your message and hit Enter which allows players to communicate in real time before, during and after a game.  Your message will show up in the window and is visible to all players.

Dice Roll buttons are along the top of the “Dawn Patrol Controls” window. Rolls will show in the communication window and are visible to all players.

For Private communication amongst team members, you can open a Private Channel to each team member or only to your wingie.  Private Dice Rolls can be performed in this manner by having a wingie roll for you and notify you of the roll outcome.  Vassal does not currently support a “Private Roll” option that can be witnessed by another party on a private channel.  There may be some other work arounds for private rolls as well.

Note:  Slower computers may take time to load the maps.  If this is a problem I will make a grayscale map available which is the full map but a smaller file.

Please let me know ASAP if you have any comments, suggestions or recommendations to improve this module.

