VASSAL ENGINE NOVICE USER’S GUIDE

Updated 050927 (Bill Thomson)

WHAT IS VASSAL


VASSAL is a game engine for building and playing online adaptations of board games and card games. It allows users to play in real time over a live Internet connection (in addition to playing by email). It runs on all platforms, and is free for personal use.  There are many other computer application’s  internet tools, server subscription servers, etc  available to support internet play.  However, requirements for a specific computer platform is a requirement.  All of these have proven inferior to VASSAL as a tool for PBEM and real time server play.
EVOLUTION OF THE VASSAL GAME ENGINE

The VASSAL game engine is the creation of Rodney Kinney and evolved from the original Virtual Advanced Squad Leader (VASL).  VASL was a stand alone Java application specifically tailored for play by email (PBEM) and real time server play of ASL.  .  Barraged with requests to support other game titles, Rodney Kinney chose to deploy a generic game engine enabling enthusiasts of to configure modules to support play of other modules.  With the emergence of VASSAL, the VASL application ended its life as version 3.02 and is now obsolete.  The current VASL4.x is merely another VASSAL module, one of 50+ specific game title modules.  VASSAL intentionally does not include any artificial intelligence (AI) opponent capability as that is outside its scope.  To minimize any copyright liability issues, VASSAL modules intentionally does not include rulebook documentation.  At least game company’s possessing copyrights of specific game titles have requested VASSAL withdraw modules due to internet licensing agreements made by those companies.

Rodney’s main focus is the continued development of the VASSAL engine.  Several volunteer programmers, work under Rodney’s oversight to add additional capabilities to the engine or specific game modules.  Brent Easton is significant in this role.  The individual game title specific modules are created by anyone wishing to create one using the VASSAL capabilities.  Other contributor are skilled at enhancing exiting modules to utilize the latest capabilities of Vassal.  As changing a module may impact all games in progress, ‘enhancers’ should coordinate with the other contributors and original module author.  Additionally, some modules have oversight by a group of trustees to implement changes in a controlled manner, especially as changes may impact hundreds of games in progress and numerous tournaments.  VSQL (Squad Leader Series Module) is one such example.


The VASSAL contributors have become a community with a shared interest.  The VASSAL email group is found as a yahoogroup.com.  


Although VASSAL is a Free application, those wishing to contribute financially are encouraged to do so via paypal to Source Forge (http://sourceforge.net/donate/).  The capabilities of VASSAL have resulted in the return to of many to active gaming on a scale not possible in other PBEM methods, especially to Macintosh, LINUX, UNIX, and low end Windows users. 
WHY JAVA

Most computer applications utilize program languages that are compiled for a specific microprocessor with the result it will run only on a specific operation system ( Macintosh OS, Linux or Unix, or certain flavor of Windows).  Java by Sun System is platform independent program which are only partially compiled and ‘finished’ on the users computer.  Hence the files and programs are platform independent.  They can be portable and actively shared without regard to the operation system that you or what your opponent may be using.  Additional benefits is Java is free and it is open source.  Sun System has successfully thwarted attempts by Microsoft to co-opt the future of Java as a Windows specific program.  All the potential player pool is spread across the globe, a wide variety of computer operating systems are in use.  As Military History Simulation gamers are more computer literate and affluent than the general population, the computer operating systems in use is more diverse.  Additionally, many in the Windows world are in various factions of the Windows OS family.  Java does not require the horsepower of a high-end WinTel system.  Speed is forfeited in the Java approach, however this is not a priority for strategy games as it would be in a first person shooter application. 

One limitation to this approach Java is not a ‘fast’ program relative to those customized for a specific processor family.  However that is not a priority in boardgame play.
VSQL EXCEPTION:


Installation of Vassal does NOT apply to VSQL module.  This module has an inherent fixed version of vassal (1.9.9) to insure stability and compatibility making it immune from future updates.  In the past, Vassal updates to add capability for other types of games such as Card Games, have created bugs within the operation of the VSQL module.  Hence non value added VASSAL updates relative to VSQL created issues.
INSTALLING JAVA

Java is a free download from Sun Systems.  Java is inherent to Macintosh OSX via the MJR program in the operating system (Macintosh Java Resource).  For Windows, Unix, and Linux, the JRE (Java Resources Environment) program must be downloaded and installed once. .  
1. Go to  http://www.vassalengine.org
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FIGURE 1
2. Select the Download button at left.
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FIGURE 2
3. Under the Click here to launch VASSAL, Click the link ‘Java’ which will redirect you to the Sun page.
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FIGURE 3
4. Select the Download now button

5. Save to your desktop on your desktop

6. Install to the default location (typically C/Programs.

7. Delete the installer from your program.

INSTALLING VASSAL

1. Go the vassalengine.org site

2. Create a Login in and password

3. Click on the DOWNLOAD link

4. Install Manually

· If Windows click the Windows installation active link.
5. If other system, click the active link on: 

· Other systems can extract this file and double-click on the runVassal.jar file.
6. Save the file to a new folder named ‘VASSAL’ in your desired location. Place the Vassal installer in this folder.
7. Unzip as needed and install the installer; then it can be deleted.

8. Also in the VASSAL folder, create a subfolder called MODULES.  This will be the location for each download Vassal module.

MODULES

Games come in many flavors like ice cream (Vanilla, Chocolate, Strawberry and exotic).  Same games are unique, such as SQUAD LEADER and ADVANCED SQUAD LEADER.  Some are unique but share a common system for a series of similar game, (Card Driven games such as FOR THE PEOPLE, WE THE PEOPLE, PATHS OF GLORY); Columbia Games Block Games (WAR OF 1812, HAMMER OF THE SCOTS) or double blind games (MIDWAY, FLATTOP).  These will specific instructions; some exist such as for VSQL.


The Majority of The Avalon Hill Game Company ‘Classic games’ are very similar and the instructions for one will be similar for others.  Additionally, the Wargame Academy Vassal Team is configuring a number of modules in a standard manner.  In this example, we will detail instructions for TAHGC’s THE RUSSIAN CAMPAIGN 4th edition.  Usage will be very similar to a number of other modules actively being updated/enhanced or created.  These include:
1. 3R4: THIRD REICH 4TH EDITION; TAHGC
2. A3R: ADVANCED THIRD REICH; TAHGC
3. AFK: AFRIKA KORPS; TAHGC
4. AIW: ARAB ISRAELI WARS; TAHGC
5. AHD: A HOUSE DIVIDED; GDW
6. BFG: BATTLE FOR GERMANY*; SPI

7. BZK; BLITZKRIEG; TAHGC

8. CVW: THE CIVIL WAR; VG/TAHGC
9. EEF: EUROPA EAST FRONT (FIRE IN THE EAST+SCORCHED EARTH+THE URALS); GDW

10. FSE: FORTRESS EUROPA; TAHGC
11. F40: FRANCE 1940; TAHGC
12. G88: GETTYSBURG 1988 Edition; TAHGC
13. GOA: GUNS OF AUGUST; TAHGC
14. HTW: HITLER’S WAR; TAHGC

15. LFW: LUFFWAFFE; TAHGC
16. M64: MIDWAY 1964 Edition; TAHGC

17. OTY; OPERATION TYPHOON*; SPI

18. PZB/PZL: PANZERBLITZ/PANZERLEADER; TAHGC
19. PGG: PANZERGRUPPE GUDERIAN*; SPI/TAHGC
20. TLD: THE LONGEST DAY; TAHGC
21. TRC3: THE RUSSIAN CAMPAIGN 3RD Edition; TAHGC
22. TRC4: THE RUSSIAN CAMPAIGN 3TH Edition; L2DESIGN
23. RFT: RUSSIAN FRONT; TAHGC
24. VIP: VICTORY IN THE PACIFIC; TAHGC
25. WAR: WACHT AM REIHN*; SPI

26. WAS: WAR AT SEA; TAHGC
27. WAR IN EUROPE*; SPI
28. WAR IN THE EAST 1ST Edition*; SPI

29. WAR IN THE PACIFIC*; SPI

30. WWII: ETO 1939-45*; SPI

NOTE:  Hexwars, a internet subscription service and the licensee of Decision Games titles (which include SPI titles*) for internet play, has requested all SPI title modules be posted on the VASSAL site.  Decision Games is evaluating the wisdom and unfavorable repercussions of this decision.
MODULE INSTALLATION
1. Go to the VASSAL engine module page and select the desired game title.
[image: image4.png]wecome — |VASSAL Modules

Dowrtond

Documentation

[T Module | Notes
Sign in o create a new module

Quick Launch| oo

&) | ==

Cidehere to | (73 Triple Topper _ Play many different games using a 3-D playing card deck. Games

SRR Rave uniaue twit
Ranithe notes | Lord ofthe Rings
| e Fantasy Mineatures combat based on LOTR
proplems. Squad Leader 'WWII Tactical Combat; Wargame classic; VSQL. Basic SL and COI
T (TAHGC) ‘countersets. COD/GI extensions in development
ogin
Usermame | pdvancedsauad oo vag




[image: image5.png]Edt Vew Go Gookmarks Tods Hep

e
G- - & ) ) [ rewiliw vessaenine orglcommuntyfdex shpropton=com vassal_moc 3

‘:;:n:;:... e The Russian Campaign (TAHGC)
Fodues " Home

Files Players  Contributors

(wiki)

[Edit home page ]

. 3rd edition

050810 Update:

Quick Launch

Click here to launch VASSAL
Read the notes if you have

Original TRC3 version 0.5 by Srian Conlan & Charles Bentley

problems.
The Wargame Academy Vassal Team (Brent Easton, Jeff Wise, Bill
Login Thomson) is actively working on a enhanced versior, of this TRC3 module
Hi, vga Version 1.0 with automimages, larger scale (bigger hexes) maps &
My Detsile Counters, protatypes, and the latest counter traits. Games started with 0.5
Logout will not be compatable.

The WGA VASSAL TRC4 will appear almost simultaneously but will use the

TRC3 'NATO' icon counters rather than the TRC4 'graphic’ icon counters. |

A VASSAL Novice Users Guide is being generated with RFT and TRC3 }




2. Select PLAYERS and add yourself to this listing by entering your Login name.

3. Select the FILES header
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4. Click on the latest modules file.  Archive versions may remain for games that were started with an earlier non-compatible version.  Beta versions may be posted for controlled playtest but , they are subject to rapid evolution.  Coordinate with the module trustees to convert earlier games to compatibility with the latest beta.
5. Save the module file into .your VASSAL/MODULES folder.
6. If the module ends in ‘mod’, you are all set

7. If the module ends with ‘.zip’, unzip the file into the same location and delete the ‘zip’ file.

8. If one does not already exist, create a folder called SAVED GAMES.  This is where you will put your files for games in progress.  You may find it helpful to make a subfolder for each opponent/game.

LAUNCH VASSAL

LAUNCH THE DESIRED MODULE
PULLDOWN MENUS
FILE

Help Files
SETTING YOUR PREFERENCES
Enter the location of your boards and check the appropriate boxes.
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FILE CONTROLS
HELP FILES
VASSAL WINDOWS:
Control Window Buttons
The Control window buttons are in general a common set with some specialization for specific game titles.  One significant issue is the counter/pieces palette may or may not be present.  In games such as SQUAD LEADER or PANZERBLITZ, an infinite number of scenarios files can be created by the players.  Additionally the counters are generic such as a German 467 squad or a German rifle company.  This type of game, players will frequently place, clone, and delete units from the map window.  In games such as THE RUSSIAN CAMPAIGN, all units are unique.  Only one may exist in only one location (on the map, the OOB, the replacement pool, or POW cage) and must not be lost or duplicated.  Hence the counter palette and clone/delete functions are intentionally removed from the player control after the module and scenario files are created.  Games bigger is scale my belong to these category of games.  WAR IN THE EAST uses generic counters, THE LONGEST DAY uses unique counters.

Other distinctions are more subtle and will result in module configuration differences.  In THE RUSSIAN CAMPAIGN, units using rail movement may not moved in any other manner and cannot participate in combat.  Hence a RR marker sees appropriate.  In RUSSIAN FRONT, units moved by rail may then use ground movement and can participate in combat.  Hence a counter trait that can be turned on an off during the turn is appropriate.  The guide will use both THE RUSSIAN CAMPAIGN and RUSSIAN FRONT module features as illustrations.
Secondary maps are additional location for game counters.  Unlike the game map, secondary maps may be opened and closed during play without affecting the game map or application status.  Closing the Control window quits the VASSAL application.
	Image
	Name
	Function
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	Step Back
	Steps back through game log file, one action at a time. Aka ‘UNDO’
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	Step Forward
	Steps forward through game log file, one action at a time.
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	Server Activation
	Turns on Server Window; See section ##.#
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	Die roll
	Generates a random die roll.  Best used for quick play between trusted opponents.  Game specific whether is a  1d6, 2d6, 1d10, or other variations
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	Internet Die Roller
	Generates a random die roll and an email to the opponent with the result.  Best used in tournament game, verifies this is the first set of results generated.  Game specific whether is a  1d6, 2d6, 1d10, or other variations
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	Pieces
	Counter palette may or may not be present.  In game such as TRC, counters are unique by unit id.  They exist either on the OOB, replacement pool, POW cage or other secondary map.  They cannot be lost or duplicated by the players.
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	Markers
	Marker palette which server as play aids (Rail heads, Entrained, Invasion, etc.)
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	Notes
	Location to place shared Public notes; password protected Private notes and Delayed notes to be revealed at a later time.  See section ##.#
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	Charts
	Will open and close game chart window which will have many tabs for the various game charts.
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	Turn
	Player aid for games; will report a turn change to the control window
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	Phase
	Player aid for games with many phases within a turn; will report a turn change to the control window
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	German OOB; secondary map
	Display
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	Russian OOB; secondary map
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	Optional Units; secondary map
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	Replacement Pool; secondary map
	Opens & closes game specific secondary map, viable unit location.  (This is replicable eliminated units in TRC)
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	POW Cage; secondary map
	Opens & closes game specific secondary map, viable unit location.  (This is non replaceable eliminated units in TRC, aka Surrendered)
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	Graveyard
	Location for Eliminated units for games where dead remain dead.
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	Airfield; secondary map
	Opens & closes game specific secondary map, viable unit location.  (This is a storage location for TRC Stukas and optional Sturmoviks when not in use)
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	Paratroop Holding Box; secondary map
	Opens & closes game specific secondary map, viable unit location.  (This is TRC)
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	Partisan Holding Box; secondary map
	Opens & closes game specific secondary map, viable unit location.  (This is TRC)
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	VP Control Summary
	This feature will summary the Victory Points as a function of the module configuration, RFT VP cities, oilfields, factories; in TRC scenarios, cities controlled on other side of the end line.
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	Print Screen to file
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	Zoom In
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	Zoom Out
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	Overview Window
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	Remove Units
	View Map without unit images; Again to return the units to the screen.
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	Mark Unmoved
	Removes Moved indicator and Movement Trails
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	Cleanup
	Configured to remove game specific marker/layers at the end of turn rather than doing so individually.  Examples include: Entrained, Out of Supply, Refit, Sunk, etc.


MARKERS:

Markers are non unit game pieces that provide information or status. These may be added during a turn and in many cases are ‘Cleaned Up’ at the end of the turn.  For depicting of counter status (i.e. hits, entrained); markers must be positioned within a stack relative to the counter it embellishes.  The preferred alternative is a counter layer that is inherent to the counter.  Counter status layers can be Cleaned up at the end of turn.  Mapboard markers, are typically configured so they do not move once placed as counter stacks move through the hex.  To move such markers (i.e. railheads), typically an additional keyboard key is used while moving.
Common Mapboard Markers: 

	Image
	Name
	Game Examples
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	Railhead
	Marks the furthest limit of rail movement control (TRC) or rail hexes converted (RFT)

	
	Rail Junction
	Steps forward through game log file, one action at a time.
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	Rail Cut
	Denotes break in rail line control, or hexes requiring repair between source and railheads
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	Entrained
	In TRC, units with rail move may not make any other movement during the player turn, nor participate in combat.  In TRC each side has limited Rail Moves but Reinforcements &Replacement rail move is unrestricted.  In WITE, entrained units may be attacked with a Die Roll Modifier detrimental to the entrained units

	
	Battle Location
	Denotes a Battle hex; in RFT units in a battle are pulled to a secondary may for resolution.  VIP battles are resolved in a numerical sequence by the IJN players choice, which affects retreat and raid options.
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	Invasion Hex
	Hex location of an invasion
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	Damage Marker
	Current ship damage (VIP, WAS) whose value can be indexed.
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	Blitz, Refit, Reserve
	RFT specific
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	Factory
	RFT specific, similar counters in WIE which can be moved, railed, etc.
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	Control
	Typically used for RR conversion (RFT) and WIE Can be configured to tally geographical VP summaries (RFT, G88).  VP of eliminated units, or step reduced units can be configured as well.  They can be ‘flipped’ to show each nationality.


Common Counter Layers

	Image
	Name
	Function
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	Entrained
	In TRC & RFT, units may rail then move.  Hence the entrained status turns on and off during the turn.
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	Strategic Move
	RFT extended movement for unit with Restrictions.
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	Automatic Victory Participation
	In TRC, units which participate in an first impulse AV may not attack in the second impulse
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	Hits
	Denotes Hits taken by a unit (RFT) whose value can be indexed
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	Out of Supply
	Denotes unit is out of supply


Hot Keys

Loading a scenario

Counter Traits

Chat Window

Play By Email

Play By Server

Additional Resources

Comments and Suggestions
All comments are appreciated to embellish both document and future Vassal Module work by the Wargame Academy Vassal Team.  Send all email to vassal@wargameacademy.org.  This will distribute your message to Brent Easton, Jeff Wise and Bill Thomson.



This tells VSQL were to find the boards you downloaded.











