SOME HINTS ON USING THE GUNSLINGER CYBERBOARD GAMEBOX

MAP ROTATION

Many GS showdowns require board rotation.  Although you can rotate the entire playing surface by 180 degrees in CB Play, there is (as of now) no way to rotate one of several boards in a geomorphic setup by 180 degrees.  

The workaround is to:

· load the gamebox into CB Design

· bring the map image up on the screen (click EDIT) and left-click on it to select it

· use Edit>Copy to copy the image to the ClipBoard

· hit the DELETE key to delete the unrotated image

· Paste the image into MS Paint

· rotate it by 180 degrees

· Copy the rotated image to the Clipboard

· Paste the rotated image into the gamebox map window

· Save the gamebox and construct your scenario

· Also note that, if the rotated board has an Upper Floor, the UF counters will have to be rotated by 180 degrees.

It is best to make an extra copy of the gamebox and scenario file for any game you play, keep them in their own folder, and rotate maps as needed in that gamebox copy.

ADDING MAP BOARDS
To insert a new map into the gamebox:

· run CBDesign and select Playing Boards

· select Create

· in the window that opens up:

-  set Hex (Flat Up), cell height = 10, rows = 124, columns = 89

· highlight the new map name and click Edit

· turn the hex grid OFF

· select the Base Drawing Layer

· select Edit > Paste Bitmap From File …

· you can now select and load the unzipped bitmap (*.bmp) file

· that’s it!  Save the gamebox

My map boards can all be arranged geomorphically in CBPlay when you create a scenario.  You can also add maps of your own design to the gamebox, provided that:

· the map image is a *.bmp file of EXACTLY 800 pixels wide by 1116 pixels high

· you add it in accordance with the above instructions

PLAYING SURFACE

I have included 2 extra “boards” called Legend Sheets and Card Table.  These can be arranged geomorphically in CBPlay as if they were map boards, thus providing a surface to hold counters and play cards.  I have also included various “Labels” for use on the Legend Sheets, such as a red square for marking endurance levels.  Three Tables are included: the Impact Table, the Striking Table and the Optional Heights Table.  To display these, switch to the Game Project Window, select the Tables item and click the View button.
CARDS

There are 7 sets of Action Cards and 5 sets of Bonus Cards.  When creating a scenario, make 1 “tray” for each player, give him a set of Action Cards, and add the appropriate Bonus Cards and his character counter. 

Set the Result Cards for random selection and set the visibility to “All Hidden” when creating a scenario.  CB will “draw” 1 card each time you click and drag from the Result Card tray.  Each card has a 1/108 chance of being drawn.  A drawn card will not be drawn again until it is returned to the deck by clicking and dragging.  To “reshuffle the deck”, just click and drag the played cards back into the tray.  GMs might find this more convenient than the PBEM Card Draw Utility, but GM-less gamers should use the latter.

COUNTERS

All the counters from the game and from The General Vol. 19 #3 are included.

To save file size and download time, all the character, weapon, object, etc., counters are single-sided.  Except for the Characters and cards, the counters are implemented as “Board Markers” so there is an unlimited supply of each counter.
When you place the mouse cursor on top of a character counter, a “tool tip” box will open and display the character’s weapons, skill values (1H  2H  BR  OH  ST) and bonus cards.  When it is placed on top of a weapon marker, the “tool tip” box displays the weapon’s characteristics (including impact class, full ammo load, loading method, range factor).
I have created a number of labels to substitute for flipping counters.  When a Character is Down or a weapon is uncocked, click and drag the appropriate label on top of the counter.  The label marked “Note” will open up a text entry box when you drag it; you can enter comments in the box and they can be read by anyone who passes the mouse pointer over the label.

Also note that any counter can be rotated in CB to change its facing to any hex side. 

PBEM TURN SEQUENCE

Here is a suggested PBEM turn sequence for CyberBoard Gunslinger for simultaneous play where there is no gamesmaster.

One player is designated the Resolver of Turns.  The turn sequence is:

1. The Resolver sends his move file (*.gmv) for the turn to each player in a password-protected WinZip file.  The password is entered when you add  the *.gmv file to it.  No cards are drawn at this time.

2. After receiving the Resolver’s move file, each player sends his move file for the turn to the Resolver (only).  No cards are drawn at this time.

3. After receiving move files from all players, the Resolver sends each of them his password.

4. The Resolver checks each move for legality and adds the move file to his game file (*.gam) and its History.

5. The Resolver resolves all game events and creates a “Turn Resolution” move file as he does so, to create a record of what he has done.  He draws all necessary cards using the PBEM Card Draw Utility and emails the results to each player simultaneously.  He makes all necessary adjustments to the characters, the mapboard, the Legend Sheet, etc.  He shuffles the Result Cards at the start of each turn.  He performs the “end of turn” tasks (removing delay points, etc.) and the “start of turn” tasks (drawing fatigue cards for Serious wounds, etc.) for the next turn.

6. The Resolver sends his new GAME file (*.gam) to each player.  This displays the game state at the end of the resolved turn.  Included in its History will be the move files submitted by each player and the Turn Resolution move file showing how the Resolver has resolved the turn.  This, together with the card draw emails, will enable all players to check the accuracy of the turn resolution.

7. The players now use the NEW game file they have just received as the starting point for their next move.  The cycle repeats itself for the next turn.  

CREATING THE MOVE FILE

To minimize the number of email exchanges, a player sends his entire move for the turn in 1 email.  Cards revealed and options chosen should be specified in the Message Window, segment by segment, starting with segment 0.

This places a player at a disadvantage, compared with FTF play, because he does not know, when he specifies his options, what other players have done in prior segments.  To compensate, a player may specify his options conditionally and in the alternative.  For example, the following is legal:

SEG 3:  The Drifter reveals C/A/S (Cock/Aim/Shoot) – shoot at the Kid if in LOS, else aim at El Jefe if in LOS, else do nothing.

Specifying options conditionally presents some potential problems.  Please keep the following in mind:

1) the condition is judged to be true or false as at the moment when the card is revealed, not when it is executed.  Therefore, in the above example, if the Kid was not in LOS at the moment the Drifter revealed CAS on SEG 3, but moved into LOS before execution of the card on SEG 5, the condition would FAIL and the shot would not be fired.

2) conditions may not be expressed so as to take account of events the player would not have knowledge of, in a FTF game, at that moment in time.  The following is not legal:

SEG 3:  The Drifter reveals C/A/S (Cock/Aim/Shoot) – shoot at the Kid if he revealed a DROP card at any point in the turn.


      This is legal:

SEG 3:  The Drifter reveals C/A/S (Cock/Aim/Shoot) – shoot at the Kid if he has already revealed a DROP card.

3) if the condition is ambiguous or unclear, it will be ignored.  It must be capable of being judged true or false.

4) only the card OPTIONS can be expressed conditionally.  You cannot use conditions and alternatives for the choice of CARDS.  The following is not legal (as it would not be legal in FTF play):

SEG 2:  The Drifter reveals LOAD if he fired in this segment, else he reveals SHOOT …

5)   the sequence in which the characters play is still important (as it should be).  The following is legal if the Drifter comes after the Kid in the sequence of play, but illegal otherwise:


SEG 0:  The Drifter reveals SHOOT – shoot at the Kid if he has announced he will shoot at me, else shoot at the Gun Artist.

UPPER FLOOR IMAGES

The Upper Floor images are included in the gamebox, implemented as double-sided “pieces”.  The “top” of these pieces is set to “invisible”; the “bottom” shows the upper floor.  Because the upper floors are larger than CB’s maximum tile size, there are 4 such pieces for the Stable UF and the Saloon UF, and 2 for the Rooming House UF.  

CREATING A SCENARIO WITH AN UPPER FLOOR

When creating a scenario in CB Play, create a tray for the upper floor pieces and load them into it.  With the map and UF tray displayed, Right-click in the tray window and select “Turn All Pieces Over” to toggle the UF pieces to their visible sides (the “bottom”).  Click and drag the piece to its proper position on the map.  

Turn the piece over to display its invisible side, which reveals the lower floor, and flip it back again to render it visible and display the upper floor.  When the Upper Floor piece is invisible, a thin red outline of the piece appears on the map.  Also note that the smallest scale map view in CB ALWAYS displays the ground floor view.

In the Properties Window of the map board, uncheck “Draw locked objects below non-locked objects;” this will allow players to position characters correctly on the ground floor.

Because CB allows you to arrange the stacking order of pieces, you can place a piece on the Upper Floor by ensuring it is higher in the stacking order than the upper floor piece; pieces on the ground floor should, of course, be lower than the upper floor piece.  Use Actions>Move to Front and Move to Back to arrange the stacking order.

OBJECT LOCKING

Any piece or marker on the CB map board can be locked by selecting it and then selecting Actions>Lock Objects.  This both designates the selected pieces as “objects” and locks them.  While locked, the piece/object cannot be selected.  This prevents accidental movement of it.  

To unlock every locked “object”, select Actions>Suspend Object Locks.  To lock them again, turn Actions>Suspend Object Locks OFF.

When the Upper Floor pieces are not in use because no one is on the upper floor, you can flip them to the invisible side and then lock them in place.  The UF pieces in the included scenario files are locked in place.

SELECTING PIECES ON UPPER FLOOR

Characters, etc., on an upper floor can be selected and moved normally.

To select a character on a ground floor which is under an Upper Floor piece:


- if the UF piece is locked, click and drag a selection box around the area of the character;

- if the UF piece is unlocked, CONTROL-Click on it.  That will select both the character and the UF piece.  Highlight the character in the Counter Image Window, then hit the INSERT key to delete the UF piece from the selection.  

To move a character located on the ground floor, you must first use Actions>Move to Front to bring it to the top of the stacking order.  After you have moved it, use Actions>Move to Back to return it to the ground floor.

You should leave the UF piece/objects locked in position at all times unless you are in the process of turning them over.

UPPER FLOOR WALK-THRU

Here is a very brief walk-thru to demonstrate the use of the Upper Floor pieces:

· open the demo - Player A Chief *.gam file.  The Upper Floor pieces are set to their invisible side and locked.  All you see is a thin red outline showing the position of each piece.

· click and drag the Chief to hex H17*, on the ladder.  Use an Actions>Rotate Object command to rotate him by 90 degrees.   These actions do not affect the UF pieces as they are locked.

· We want the Chief on the ground floor and his head marker on the upper floor.  Use Actions>Move to Back to place the Chief below the UF piece in the stacking order so he will not be visible after the next step.

· Unlock the UF pieces with Actions>Suspend Object Locks, select the UF piece (only) and flip it with Actions>Turn Piece Over, then turn Actions>Suspend Object Locks off.  You can now see the UF but not the Chief.

· Drag a head marker from Markers to the trapdoor in H17 on the UF.  Because the UF piece is locked, this action did not affect it.

· Now let’s assume the Chief moves to the Upper Floor.  Select the head marker, right click, and use Delete Marker to delete it.

· Use Actions>Suspend Object Locks to unlock the UF pieces, then Actions>Turn Piece Over to make the ground floor visible again.

· Click somewhere where there is no piece to deselect the UF piece, then CONTROL-click on the Chief.  This selects the Chief and the UF piece.  Highlight the Chief in the Counter Image Window and hit INSERT to remove the UF piece from the selection.

· Use Actions>Move to Front to move the Chief to the top of the stacking order.  If you don’t do this, you will not be able to select him after the next step.

· Select the UF piece (only), turn it over, then turn “Suspend Object Locks” off.  You now see the UF image and the Chief on the UF.

· Select the Chief and rotate him 180 degrees.  He can now move on the UF without interfering with the UF counter.

STANDARD GUNSLINGER RULES

The following are reasonably “standard”, although YMMV.

Use: sections I (Gunfights), II (Brawling), III (Special Weapons & Skills), and IV (Terrain & Sighting)

Ignore: sections V (Hunting), VI (Campaigns) and VII (Role Playing)

Use the following from section VIII (Optional Rules) when they apply to a showdown:


1     Optional Heights


2     Roofs & Second Floors


3     Horses


4     Wagons 

5.2  Line of Fire


5.5  Darkness 


5.6  Campfires 


5.7  Burning Building


7     Dynamite, Movable Obstacles, Bottles

Use the following from the “Gunsmith’s Shop” (The General Vol. 19 #3):


1.1   New Weapons

2      Sneak Guns


3      Trajectory Fire


4      Loss of Aim: use 4.1 & 4.2;  4.3 is modified as below


5      Recoil


6      Bracing


7      Wild Shots


8      Exploding Guns

9 Lasso & Whip

RULES MODIFICATIONS:

Target Status:  Rule 13.61 is modified so that a target gets Move (or Run) target status by revealing a foot action (or a Run card) at any time prior to or on the segment of the resolution of a shot.

Transfer of Aim:  Rule 4.3 is modified so that one loses aim markers when transferring aim as follows:


Transfer Distance


Lose


1 hex




none


2 hexes



1 AIM marker


3 hexes



2 AIM markers


4 hexes



3 AIM markers


5+ hexes



all AIM markers

Climbing Ladders:  A character must be upright before he climbs a ladder.

Smoke:  Smoke markers are removed after 5 segments.

Lance:  The lance is a brawling weapon with a wielding factor = 1.  It is a 1-handed weapon when thrown and a 2-handed weapon when not thrown.  It uses the Pitchfork line of the Impact Table.

CYBERBOARD (ver. 3) QUICK REFERENCE

	To select a counter
	Left-Click on it

	To select multiple counters

	Shift-Left-Click
 on each counter

	
	OR Click-Drag a bounding box around them

	To select a stack
	Control-Click on it

	To remove counters from a selection group
	Highlight counters in Selection Window, then DELETE key

	To retain some counters in a selection group, removing the rest
	Highlight counters in Selection Window, then INSERT key

	To move a counter to the top of the stack
	Right-Click, then Move To Front

	To move a counter to the bottom of the stack
	Right-Click, then Move To Back

	To rotate a counter
	Right-Click, then Rotate Object

	To move a counter or stack
	Click-Drag it to new location

	To display other side of counter
	Right-Click, then Turn Piece Over

	To use Jump map
	Right-Click on it to open it, then Left-Click to jump to location

	To delete marker
	Select it, then Right-Click, Delete Marker

	To “delete” a piece (unit)
	Click-Drag it back to its tray

	
	

	RESOLVING SHOTS:
	

	
	

	AIM TIME:
	

	Skill
	-2 to +3

	LESS: Wounds
	Gun and/or Other Arm

	Card (unless fanfiring)
	0, +1 or +2

	Aim Markers (unless fanfiring)
	0 to 8

	double-action?
	= -1

	
	

	RANGE:
	

	count hexes
	must count from head counter

	from head counter?
	= +1

	to head counter?
	= +1

	different elevations?
	add 1/2 hex per elevation

	smoke
	add 1 per smoke marker

	darkness?
	max. range = 12

	fire within 2 hexes?
	max. range = 6

	eagle eye?
	subtract eagle eye value

	subtotal
	

	DIVIDE BY range factor
	if aim MARKERS >= 4 (2 for carbine, 0 for handguns)

	DIVIDE BY bracing factor (D2)
	if aim TIME >= 7 and DOWN, or head counter out; OR aim TIME = 9 with handgun or carbine in BOTH hands


SHOT RESOLUTION SEQUENCE:














calculate effective aim time & effective range; consider aim zone & LOS



draw a hit card; determine preliminary hit location





consider Target Status to get final hit location







use Impact Table to get Result










draw for any other character in LOF









uncock gun










reduce ammo by 1 round










place smoke marker











RECOIL: remove aim markers and/or draw for delay












WOUNDS:














STAGGER is resolved 1st, then DROP













resolve WILD SHOTs













remove aim markers?













place weapon markers on map?













place labels on Legend Sheet











	SHOTGUNS:
	(RANGE = distance in hexes to target)

	AIM TIME (target):
	

	Skill
	-2 to +3

	LESS: Wounds
	Gun and/or Other Arm

	Card
	0, +1 or +2

	Aim Markers
	0 to 8

	ADD: range (shotgun bonus)
	0 to 6

	ADD: if shotgun is B5
	+1

	
	

	AIM TIME (non-target):
	

	range (shotgun bonus)
	0 to 6

	if shotgun is B5
	+1

	non-target DOWN, shooter & target upright
	-1

	
	

	SHOTGUN WOUNDS:
	

	All BE hits are CRIT hits.
	

	cross-index SHOTGUN BONUS and hit location on Impact Table.

	


END OF TURN SEQUENCE













Resolution:














restore all characters to their final positions





check Legend Sheet to restore weapon status, ammo levels, etc.




make adjustments due to successful shots, etc.

Housekeeping:


place all cards back in trays



advance turn marker

End of Turn:














remove 1/2 of delay points (rounded UP)






remove smoke markers










decrease all horse speeds by 1

Start of Next Turn:














draw fatigue cards for Serious Wounds









move endurance marker











consider: has he passed out?
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