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INTRODUCTION

TENKATOITSU - SEKIGAHARA

Twanted to keep the same interface and the same graphics as the existing modules in order to have consistency for
the 3 battles in the series. However, | made some changes. Some are voluntary because certain options seemed
unnecessary to me, others seemed to me more in line with the experience of the game. Otherswere necessary because the
battle of Sekigahara presents specificities which required these adaptations. Indeed, this is the only module, where the

units can change sides, activation tokens are located on the diplomacy board instead of starting in the reserve.

PRESENTATION OF THE INTERFACE

Here is the upper banner cf the VASSAL module and the icons you can ﬁnd there.
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At the start of the game, the player must choose how many pledges they make, which will influence the allegiance
of the clans during the battle. To avoid cheating, 1 chose to integrate a « note window ». The Tokugawa player can thus
create 3 secret notes for each p[edge. That are invisible to the opposing p[ayer. They on[y become visible when the p[ayev
reveals them. The date is noted at the moment of the creation of the note. In this way, the revelation of the pledges can
be done one after the other, without the possibility of falsification.

The note then appears with the
p[ayer's name and a check box to reveal it
to the opponent at the chosen time. The
avoiding

date s
falsy‘"lcaﬁon.

recorded,

thus

By clicking on the button, you arrive at this wincdow, then select the Delayed

I tab then New. You can then type the name of the note and the text youwant.

&l Notes X
[ scenario | Public | Private |  Delayed
Visible once revealed
Flayer Date/Time Mote Mame Fevealed
Tokugawa|15/12/19 21:24  |Pledge [
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BATTLE PLANS

he plans being active from the start of the battle, 1 did not consider useful to put a “hidden” function, nor a
command point accumulation system. If players prefer to choose their battle plan in secret, they can use the “note
window” provided for Tokugawa’s p[edges and reveal their p[an to the opponent once the two players have chosen.

- To use the "BP" button, players do a right click on their side (the other is not
d accessible to them), then select the battle plan. The zone changes name to display the

Fukuhei Battle Plan
| & Fuluhei x

Kotai (retreaf) | Mote ;Mo pursuit
Clan | Turn Clan 1 furn 2
Clan | Tum

Ashibaya (Fast move): 2 Clans | 8PM rmt
ClanJClan Turn |Clans 2 & 3 turn 3

Clan I Clan/ Tum

A you always use your firepower value when
your defend in a melee ifthers is a forest
symhbol depicted inside your hex and at
laast ona of your attackar's hax
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THE UNITS

As far as the units are concerned, you will find the usual menus for .

changing of state, and color of the hexagon.

1 deleted the active / inactive function which 1 never used on the other
modules and which can easily be Yeplaced by the colorization of the
hexagon.

In the previous modules, the indication of the presence of a Samuraior |

a dead Leader was done using markers. These were impractical because &=
they masked the unit's combat values, and it was often mandatory to move the two pieces separa’ce[y So 1 chose to place
an additional layer to indicate their presence. Thus, the two disadvantages mentioned above disappear. For the
management of the Samurais, we will come back to this at the time of the presentation of the activation deck.

TR The orders have disappeared and the change must be made on the player's

itsunari

hory' in ’oy Yight—cﬁcking. Over[ays indicaﬁng clan order still exist and are

updated automatically.

Here ave screenshots with the dﬁerent elements that can be seen on the
units.

\ Dead leader

Samurai




THE DIPLOMACY DECK

Everything takes place on the diplomacy board, each player has a starting deck. 1 didn't want the pawns to be
visible, so they've all face down.

To send them to the dip [omacy deck, right click and select the clans you
want to send. After clicking on Ok, drag and drop in the diplomacy
deck. This way your opponent can never know which clan you put.

diplomacy window, this places the active token in the
"Active Chit" box. A second click will pass the active pawn
into discard pi[e and draw the new active token.

Terkatorfsu
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When you have drawn the required number of tokens, you can directly return all the tokens to the player decks with
the "reset" button. In this way, youwill avoid drawing the tokens that are still in the diplomacy deck and your opponent
will not know which ones were present and were not drawn. No one can adjust their diplomatic strategy by seeing which
clan the opponent is trying to overturn.

THE ACTIVATION DECK

Again, | wanted the maximum of inﬁ)rmation to be hidden ﬁ'om the opponent.

Furthermore, writing automatic commands is comp[icated because, in this module, the activation tokens are fovmd
on 4 different boards (Honjins, deck board and tokens awaiting allegiance on the diplomacy board) and an automatic
command should not be too genera[ to avoid unwanted transfévs.

The playevwiﬂ therqfore select his tokens using a V'Lght
* click on the “reserve” deck located on his Honjin. Here he
| can select the tokens hewants by holding down Ctrl. After
2 click[ng 0K, drag and drop to the Selected Chits box. The
-y advantage is that the opponent does not know how many
- oo sy pawns have been placed. We cannot anticipate a Kido

Ishida Clan D tactic for example which costs 2 PCs.
Ishida Clan E1 .

We can add the Samurais and the Kattal Katta!
il (shida Clan G pawns ’Oy dvag &U’ld d.YOp.

Ishida Clan H

Select cards to draw
Then click and drag from the deck]



Once this selection has been made, a Yigh‘c click on the
“selected chit” deck will send all these tokens to the
activation deck.
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“The Unification battles
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Ee Bt e b a Youmust then go to the track / deck board and click
G s ~ on the dvaw button. The tokens will be drawn one by
one and will goto the cowesponding discard pi[e.

Discaid

ob & Diaddud: A Yigh‘c click on the active pawn allows to return it to
- ISHIDA > i TOKUGAWA

: : | the deck gC the p[ayer does not wish to be immediate
o fromthis clan.

] lf it is a Kattal Katta ! pawn, a V'Lght click will

: permanent[y delete it aﬁer use. Don't forgot to do this
manipulation before drawing a new pawn because
otherwise, it will go into the discard pile and will no longer be accessible unless you return it to the reserve, select it, p[ace
it on the hor_tj in and delete it.
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At the end of the round, to the ‘
messengm’ draw a pawn, i Ia1 SHIFT B
'meediately resolve the messengers | £ Ag Delay2 ALT B
and send the pawns: | o> [ Doy cTRL®
wa ﬂ - s Delay4 ALT CTRLE
-On the y'ight ﬂme box by -ri_ght ;. o = Send Elcktucivatiun Deck cTH F
c[icking = SRR =i - - Solcrdaddng

-If he has to return to the veserve, simply continue to draw, he will go to the discard pile and will go back to the reserve
once the bowl emptied.

If you do nothing, the pawns will go to the discard pile and it will not be possible to send them where you want. So
you have to empty the bowl and solve the messengers one pawn at a time.

Note that the return to the reserve is not automatic, you must right—c[ick on the discard pi[e.
For samurais, the procedure is different:

—]fa samurai is drawn, p[ace itonaunit by right click as seen previous[y. Then continue to draw, the samurai pawn
will not go into the discard pile but will remain on the board of the deck. He is therefore no longer available to return to
the activation deck. Once the samurai is removed ﬁ'om the unit that received him, the pawn must again become
available in the reserve, then send it back with a right click.

-If the Samurai is not drawn during the game turn and that you draw it when emptying the bowl, a right click will
allow you to switch it on the scale 1 of delays



