Vassal Module Guide

Shifting Sands


Using the Shifting Sands Module

‘Menu’ Bar

The icons across the top of the screen will open the various windows to access units, markers or information charts. Simply pressing on the button will open the window.

Markers: contain the map markers (control and move/attack), and the event markers for each side in 3 menus.

Cards
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Removed Cards: When you send a card to Removed (from play) it will go here. You can examine the cards you have played by right clicking on the card, choose Draw Specific Cards and you will get a list of the cards, select the one you want to examine and click OK.

Hands: each Hand is restricted to access to that player side. All cards sent to the hand will not be reported when they are masked (backside) although the ? symbol will appear letting the opponent know you have drawn x number of cards. You can flip all the cards up using the flip button. By right clicking on the card you can send it directly from the hand to the map or removed cards areas. 

Force Pools
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both sides can examine the force pools. When a card is played that has units to be added to the game just open up the force pool, find the card, click on the counter(s) you want to add and either drag to the location or use the unit menus to send directly to pre-determined spots. If you click and nothing is there (the image will show but no counter) it is likely already on the map. 

Play Aids
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The next 4 windows are player aides for the game. These include the front of the player aid card, the card interaction chart by Oliver Lind, then the VP, RP, LRDG tables, and finally the Expanded Game Turn Track 

Notes Window: this can be used for various functions. I use the public area for cards like Ultra where I type in the cards, click save, and then my opponent can see my cards without trying to lay them out on the map somewhere. You can use the private area to keep running notes for your own purpose. Just remember to use save or it will be lost.

LRDG Intelligence Mission
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When the Allied player chooses the Intelligence mission for the LRDG the Axis player should first mask his pieces (flip) then send them to the LRDG INT by clicking on the button in the Axis hand. 
The Allied player should then draw the random number of cards and use the peek function to see the card. When finished with the cards send them back to the LRDG for the Axis player to pick them back up into his hand.
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Torch Setup
 This button is used when the Allied card Torch is played as an event. The player clicks on the button and it will remove all the Torch markers on the various units to show that they are now in play.
Die Roller 
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This uses the random die roller in Vassal it is a 6 sided die which will report who rolled what. 

Zoom in/Out
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The map can be seen at 3 levels. The first time you change the zoom level it may take a few moments but thereafter will quickly change. When zooming out and then placing the mouse over a counter/card you will see it in the 100% size.

Hide/Show units
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Clicking on the globe will remove all pieces or show them all. This allows quick checking of terrain under units. You can also mark all of the units on the map as having been moved. 

Counters
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The various counters and action markers will have menus you can access (right click) to do game functions quickly. These include flipping the unit, placing a move/attack marker on it, sending it to entry spaces as reinforcements, sending to the replacement/reserve boxes or to permanently eliminated (in the appropriate force pool window). For the action markers it will send it directly to the ops, event etc. boxes on the Action Round chart.

You can also just use the old click, hold down and move the counter and release when dragging along the map as well. The menus are just an assistance you can use or not. 
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Armoued Unit Uprades: there are 3 events that will upgrade armoured units. These cards are shown on the forcepool but no units are actually there. The upgrade function is built into each counter. When an upgrade is called for just select the upgrade option from the unit menu for each unit and it will replace the counter with the upgraded version.

Cards
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Again the cards have menus which can be accessed with the right click. These will send it to the map so your opponent can view the card, play as a combat card up in the Med Sea area, if used as an event to send to the removed area, or send back to the discard area (played).

Card Decks
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I have used the deck areas built in to the game map. To draw cards you should open your hand window and either left click and drag a card into the hand, or just right click, choose the number of cards, OK, then left click and drag to the hand window and that number of cards will go there. The decks are set to random draw at all times.

When discarding from your hand make sure the played deck area is set to face down (right click to set the option face up or down) and mask the cards you will discard before sending to the played area. This will ensure the name of the card is not reported.

The 1940 card area is set as the draw pile. When it is time to add in a new deck and discards simply right click on the deck area, select To Draw Pile and it will send the cards there. 

Thanks
To Barry Setser for the map file, to Russ Stolins for counters sheet scans and card help, to Bobby DiIenno for checking the scenarios numerous times (any omissions/errors are because I changed them), and a big thanks to my wife Yolaine who lets me spend my time doing this and playing!

Miscelaneous

It is best if you set your preferences to include the auto-report moves. This allows your opponent to quickly see what you are doing in the text area.

Enjoy but report any bugs or requests for improvements to mbeninger@videotron.ca.

Mark
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An enlarged view of counters appears when you pause the mouse pointer over a stack.





Double-click a stack to separate the units within it. 
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