CoV Vassal Module Help Menu

For the Full Campaign 10-turns game and three Shorter
Scenarios Pop-Up Window
& Welcome ) X I'==

| Select setup

|Select setup % ‘

Full Campaign 1813-1814
Spring 1813

Clash of Armies Summer 1813
Campaign of France 1814

Add your Scenario?

DIPLOMACY, NEGOTIATION & WAR IN EUROPI
1813-1814

Frank Esparrago 4 Mark Herman

Choose sides in a Congress of Vienna game

Choose side

Join game as which side? |Solo 7

JAustria
France
Russia
Britain
Russia Austria Britain |=
Russia Austria
Britain Austria
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to control 2 or 3 Allied players (for

CNEGOTIATION &« WAR IN EUROPE 2 or 3-players gameS)

1813-1814

Mark Herman
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Congress of Vienna Vassal Toolbar

Eile Tools Help
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Congress of Vienna Vassal Toolbar (left side)

The four player
hand windows
(Austria, Britain,
France & Russia)

Both buttons allgw t@ select
additional cardsfin the Initial phase
: Allow another
Undo button player to take your
side in this game
This button provides game
markers like Military Support
markers. Tactical chits...

Character & Event card deck, you
can draw multiple cards and send
them to your player hand

Character card

Initial Situation card deck

-2if FR plays this card

+1 for AU at Wor”, “Generalissimo”,
or “Future Government of FR” bssves

+3 Allied DRM in battles with PR unit(s)

XU Additionally, +3 Allied DRM if Kutuzov
and/or Barclay are not used in this battle
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“Armistice" Issue in the Diplomacy Phase.
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B U National Track. Briishships to America: Place a
et ffom PPt no cost) in the War of 1812 bar. <R (A) QR
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T il . INITIAL SITUATION .
; """"""" 2N CARD / : ,
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[f the FR withdrow U receives 1VP
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m...:...:::“' Event card
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b N
By
o Grenadier Defense: SFﬁDRMmhmles
with AU unit(s)
o0 Cossacks: +3 Allied DRM or 4 FR DRM in
battles with RU unit(s)
O, if your side chooses withdrawl:
<6 DRM additional for your opponent*
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Congress of Vienna Vassal Toolbar (right side)

l Chartq | FR Open || AL Open
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“Optional Tactical Matrix”, Player Aid

v

Two auxiliary windows to
play a 2-players game/ scenario

-

Two 1d6 dice

Open needed Charts as “Initial
Environment Table”, “Detailed
Sequence of Play”, “DRM Table”,

Charts...

TACTICAL MATRIX for BATTLES
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CHARGE! | ENVELOP | ECHELON ( CORDON | DEFEND

DR
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+1 +1 +1

+1
+3
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+3 +2
ENVELOP -1 2
+1 -1
CORDON +3 +2
=2 +3
REFUSE = -3
+2 +1

A NATIONAL ADVANTAGES 1112] @

FRENCH EMPIRE “Persuasion by Force”

@ When the FR player wishes to initiate  card trade, the player
asked by FR mustaaccept an offered trade i they possessa FR
card, If more than one FR card is available, the asked player
has the choice of which of heir FR cards to trade

2 Non-French players have a -1 to their card’ play valuein
‘moving any Issuc on o from the FR Track during debate or
‘negotiation,

¢ Up to twice per Diplomacy Phase, the FR player can debate
an Issue first, pre-empting the other Major Powers from
declaring debate. This can be done even after another player
declaresa debate, but not after the debate effect has been
executed. A FR National Card must be used by France for
a pre-emptive debate.

BRITAIN “Arsenal of the Coalition™

GHS > Inany Diplomacy Phase tiebreak situation involving

Britain, the BR player wins. If Britain is not directly
involed in the tie, the BR player determines which of
the tied Major Powers wins.

RUSSIAN EMPIRE “Imperial Staff”
d For the Initial Issues Selection Wager [11.2] by the RU

player, a RU or Neutral card has ts value increased by +1.

@ IFAU or BR win the Wager, the RU player, upon seeing the
tesult, may substitute a higher value RU Character card
(which willinclad this +1 Advantage) by rephacingthe

previously bid card to assure winning Th

=3
=3

-1 +2 +2 -1 -3
-1 [N 0 BN -2 -2 -3*
-1 0 =3* =2%| NoBattle
Battle

Battle

+2 -1 2%
5 3% | NoBattle | NoBattle | No

BATTLEDRMs 3411 4@

All Battle DRMs are Cumulative!
Condition
Total # of units-and BR flects (Wi uraj1812 Bos/Amphib.

Janding) that your Army/Box has at the start f a battle +
For each Military Support marker +3

space WITHOUT 1 Genenalissimo -3

space WITH @ Generalissima
Homeland Bonus: i no other Alied nation has more units than
the Homeland nation AND for FR units fighting in France 1

For BR attacker involved in an amphibious landing =
Forattacker assaulting defender in a mountain space -3
Guerill Bonus o DR s vhen bl s o P
Portugal (PT) space *
on cards and the Meddling
ia[115] +-2
For both sides on a Front ifa Withdrawal was dlected
by onesside [13.4:2] G
Per #of Military cards played [13.4.3] +1-2

\

‘tException: British Armies in spaces within Spain or Portugal do not
receive the Homeland Bonus. This does not apply in the War of 1812 Box
nor within a controlled Minor Country space.

Issue. The previously bid card returns to RU hand.

AUSTRIA “Diplomacy First and Foremaost™
@ AU or Neutral cards used by the AU player in a debate have
+1 value, up to @ maximum of 7.

Vg

¥

The French & Allied windows
in solo games, & Stuka Joe’s
symbolic Fate dice for his
CDGSM modified for CoV

) card dech

Front

Take a picture
of full game
board

Place 1additional Resource
or
If FR or BRis the highest VP score, you G e
Sy decidhottaawend VP o the \ HANDICAP CARD
War of 1812 to either FR or BR this turn.
Play immediately after the
Initial Phase
2

Broom button: At the end of each
turn “clean” markers, cards, and
issues to start the next turn




Initial Phase: Draw & Execute an Initial Situation card

Dialog Box to select a Random, Pro-Allied card (B),
pro-French (C) or Historical (A) [by default an A
card is drawn]

To Increase/Decrease
size of Initial cards
inside of that window

Random, Historical (A), (B) or (C)?

| »

1813 March-April A1
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DawBuomardandplceitintheRUband.

Initial Situation
Discard Deck
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“Armistice” kssue in the Diplomacy Phase.

a mm‘: To Negotiation Table Ctil+N
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N\ CARD - . Return to Initial Situation Deck Ctril+Shift+N
! B / u;'wn" Discard Ctril+D
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Card Menu [Right Button]

¢ To negotiation Table: Send this Initial Situation card to Main Map.

e Discard: Send this card to Discard Deck.
e Flip Card Face Up/Down

e Execute: Issues, resources, Mil units & Character cards are automatically
placed on the Negotiation Table, national tracks & player hands as the Initial
Situation card indicates.




Initial Phase: Selecting Additional Game cards

& Congress of Vienna 4-playersgame Playtest v59 - VASSAL 3.7.15

File Tools Help

00 - 4 R R AL e o o [0 @R

1B Click in the green button —
f01 selecting power/ neutral
side E
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El Choose wich Nationality should draw 1 4

Russian

Austrian
British
— Russian

‘a8 French

Neutral
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Eambark Landing Space [TLAY]

BLUCHER
&= -2if FR plays this ard
[y +1or AUatHor, Generalsimo’, |

. Cllck in the red
button creating a sub- §
deck of side-selected s
cards (Russian in figure) ,

e

m Click subdeck and select
“Draw specific cards”, the
pop-up window appears, and
select the desired card

Select cards to draw
Then chick and drag from the deck

|

‘ Drag this card
(Blucher in figure) to

open player hand windo
€ e, (Russian in this example)

@@E‘F\\and drop there

§zimze— | i REMEMBER! When you finish it, S
e you must reshuffle this subdeck into & § g »mm»?fm:

i on e the main deck (click right button and
ceno o [YudaShuffle into Event Deckig) —
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Placing Additional markers
EEe 0o

Click in the blue button to open |

different tags/ click in each tag

| National ‘ Other Markers | VPs Scoring ] Allied Tactical Chits } French Tactical Chits [

Additional
Resource

o ¥

Military Op. | For the desired
Italy 1% Die Roll 2* Die Roll counter click with
Looted +1drm the mouse and
2< Evion bl e e drag to the map.
2% Die Roll Here you can
- appropriately
Environ.Table Flip/ Send/ Move
it.

';'

RETREAT




Diplomacy Phase: Drawing Character & Event cards

I g | - 1 I [ 1 e || | | s | e | e |
Charts | FR Open
LB XU IRES

™~ To increase/decrease scale
i -] of this window
RIAIQ Drag cards to ‘
previous open Windows [l o.c.c... A -
player hand (in this
example Russian hand)
Entraga X
Enter number to grab.
Then click and drag to draw that number.
g |
1 CliCk l‘ight in Cancel | ;
deck. select Send to Negotiation Table Ctrl+N
2 Return to Player Hand Ctrl+Shift+N
“Draw Multiple e 0Dk
Cards” and the Trade Russian Card Ctrl+T
Flip Ctrl+F
Pop-up menu Send to Battle/Bid Alt+Ctgashift+Q
appears. Enter H ‘ 1 g
the number of [? ‘ b
cards to draw

Card Menu [Right Button]
¢ To negotiation Table: Send this card to Main Map (Card Negotiation Area).

e Return to player hand: Return this card from the Card Negotiation Area to player hand.

¢ Discard: Send this card to Discard Deck.
e Trade Card: Send this card to the Card Trading Area.

¢ Flip: Usually you must flip cards face-up when you drag them, you must flip face-down
before playing a card for the initial bid or trading it.

¢ Send to Battle/Bid: The card is sent to National Track for Battling (War Phase) or Initial
Bid. You must previously flip it (and the card must be slightly moved before sending it!).

¢ Dead: For some cards, select this option when this character dies after failing a survival

die roll.




Diplomacy Phase: The Diplomacy Round Tracks & French

Force Pool Each turn ordering the different National Round markers,
the Wager winning player (Britain in this example) will go
last each Round. This results in Austria, who will first play
the Diplomacy Phase. Austria's Round marker is placed at
the top box (Starting space), and so on.

Advance each National Round marker when a player has
made his round (Negotiate/ Trade/ Pass), remember to place a
Debate Marker into the upcoming round space if a Major
Power Debates one or more times during the current Round.

'Ml‘ AU FR BR
e Sk7; ) B :
) ﬂ § AR 3 ‘ ’ Send to Paris

Absolutism/H Liberalism/ )
Alliance . Democracy 2 Send to Grande Armee

5 VP (3vp) 3VP (+5vp")
: i Send to Army of Elbe

Send to Army of Spain
Send to Army of Med

| Send to Ammy of ltaly
Send to Army of Naples

French Force Pool: B IniDanmudk Hox

e Each p.ool has a rlghf cllcl.( menu t.hat . The French Mil Unit Pool:
allows directly to sending pieces (Mil units

& US Mil) and markers to desired * Right-click menu automatically
Military Map Armies, or in this example, transfers each piece to available

to the Optional Denmark Box. placements.

L. e Other Major Power Pools have the
® The markers allow flipping them when ... right-click menu.

the situation arises.




War Phase: The Battle DRM Tracks (French: light blue &

Allles. orange)
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David Schoellhamer's Scenario Rules l

Aid Player Chart |  Battle cards | Rules of Play

Replacement Spaces r Tactical Battle Matrix

Sequence of Play [ Environment Table

v '(DRMB

le card | Battle Sequence |

Pyreanes

P
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END OF TURN VP TABLE [140]
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BATTLE DRMs [1341] @

its 3 BR fleets (War of 1812 Boxi Amphib.
Army/Box has at the start of a battle
Military Support marker

rmy of Silesia occupying the same
OUT a Generalissimo

ey of Silesia occupying the same
[H a Generalissimo

in an amphibious landing
For attacker assaulting qllender in a mountain space

Guerrilla Bonus for BR AWies when battle is fought in
Spain (SP) or PMuga

11 :
receive the Homeland Bonus. This §les not apply in the War of 1812 Box
nor within a controlled Minor Courigle space.

oxsfeaa] 35036 37|38 o39 [ a0l et
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t The Battle DRM

LINTR @Yl indicates the
Battle DRM produced by
the French side (in the
figure, the Allied army
receives 3 losses)

the Battle DRM produced
by the Allied side (in the
figure, the French army
receives 2 losses)

card is a tag placed
in the button
“Charts” (Vassal
Toolbar)
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SDGSM Playmat
These two buttons transfer the dealt
and the initial face-up French cards

to the French CDGSM window.

§“. UNutes
A brchisslo e N\— The French
Ao i il =

CDGSM window

TENNA

\2/

1) Draw cards into French hand face
down (p.7).

Face up card:
Py

2) 15 Click Yellow button to move face
down cards to solo display.

1o Aot

3) Play a card for the wager (19.2)

\ 4) Click @ button to move leader and
face-up cards to solo display.

Possible Useable

Military Cards
(PUMC, 19.1)

a_—: 5) Place face up cards in PUMC or face

~ — down indraw C deck if not PUMC Deck.

% _‘_g 6) Right click draw C deck and shuffle.

Solo Cards

The Frech Solo Playmat after clicking the
Red Button

(@ +Mied 030 or-2FRORM imbcts |
N o weh A s

i \ (\\H(\R[)/
W :
HEEE | JHE
e " et -\

Possible Useable
Military Cards
(PUMC, 19.1)

S ADBE Shuffle

{ Send to PUMC Deck
__ | Sendto C Draw Deck




Solitaire Play: The Allied CDGSM Playmat

AL 3.7.15

FR Cpen | AL Open

B® £ 0 o

pEaz| \

4% Allied Solo Cards

MR saves this casd untdthe War phase,
FRtcan move 2 additional unis by
Strategic Movement

 BARCLAY DETOLLY

+11or R Recrutment” any "Mibtay
i Op.", o "Poland” bues
U receives 1 RU onit




