En Pointe Toujours!  French paratroopers in Indochina

By Yves Buffetaut

[Notes:  BPC is Bataillon des Parachutistes Colonial:  Colonial Paratroop Battalion;

RCP is Regiment Colonial des Parachutistes; Colonial Parachute Regiment

BEP is Bataillon Etranger de Parachutistes:  Foreign Legion Parachute Battalion;

REP is Regiment Etranger de Parachutistes:  Foreign Legion Parachute Regiment - the 1st REP will be disbanded after it mutinies during the Algeria crisis in 1960;

BPVN is Bataillon des Parachutistes Vietnamiene:  Vietnamese Parachute Battalion;

Dinassault is Division Naval dÕAssaut:  Naval Assault Division, an amphibious assault force;

a Mobile Group was a self-contained force that operated along roads, essentially a permanent Task Force;

RC-4 is Route Coloniale 4, a road or track that runs from Tien Yen on the coast, through Lang Son, 45 miles to That Khe, 15 miles to Dong Khe then 25 miles to Cao Bang - within 20 miles of the Chinese border for most of its length.  The French nicknamed it ÒBloody RoadÓ, because their columns of trucks were ambushed repeatedly along it.  In 1950 the French decided that the town of Cao Bang was becoming impossible to resupply and evacuated it.  The column under Colonel Charton, including 1600 soldiers, 1000 partisans and their families, and 500 civilians, attempted to retreat down the RC-4 road to Dong Khe, where it would meet a column commanded by Colonel Lepage of some 3000 men, including the 1st BEP, coming up the road from That Khe.  However the Viet Minh held Dong Khe strongly and cut the road, forcing the slow-moving columns into the jungle.  The columns did finally meet, in the jungle, where they were surrounded.  A few isolated groups of men escaped.  The French panicked and abandoned That Khe, losing the 3rd BPC as well, then evacuated Lang Son even further down the road.]

To succeed in the struggle against the Viet Minh, the French commanders know that they must use assets that the enemy doesnÕt have:  aircraft, ships and landing craft and of course, paratroops.

The French paratroops are thus one of the key elements in the French military strategy in Indochina, not just in an offensive role, as was done in Normandy by the Allies, but also when rescue operations are necessary.

The paras take part in all types of combat operations and not just airborne operations.  Thus, most of the offensive and defensive operations in the Tonkin are conducted by paratroops, used as foot soldiers.  The examples which follow are from the period November 1952 to May 1954, when the French were commanded by generals Salan and Navarre.  Rather than give them chronologically, we are going to treat them thematically, which is more instructive.

Operation Marion, an offensive raid into the enemy rear area

Marion is a diversionary attack on a grand scale conducted as part of Operation Lorraine.  It involves 2354 paratroopers, which at the time is the largest airborne operation of the Indochinese war.  Lorraine itself is a massive raid:  4 Mobile Groups, two armored sub-groups, a Dinassault, the battlefield being bounded to the north by the Clear [or Light] River, which is navigable by boat.  Thus, Salan brings to the battle all the assets that Giap lacks:  planes, tanks, ships, and paratroopers.

The parachute component, made up of three battalions (in order of engagement the 3rd BPC, 1st BEP and 2nd BEP), is dropped over Phu Doan on 9 November 1952, by 3 waves of 53 Dakota transports.  The jump is a complete success, with only 1 killed and 16 injured.  The rest of the operation is less successful:  the garrison units of the Viet Minh 308th and 312th divisions have strict orders not to engage the French.  As a result, they abandon the depots they were guarding and the paratroops  capture 250 tons of munitions, 1500 weapons and several trucks.  The destruction of this material is undoubtedly a success for the French, but the enemy succeeds in escaping and the Lorraine-Marion operation is far from a decisive victory.

Hirondelle [Swallow] or NavarreÕs lightning war

Several other raids of much lesser significance are conducted during the winter of 1952-53, but donÕt bring notable success,  In June 1953, General [Henri de] Navarre replaces General Salan.  He decides to conduct a large-scale operation against the Viet Minh depots around Lang Son.  Dubbed Hirondelle [Swallow], the operation is an airborne raid that initially involves BigeardÕs 6th BPC and TourretÕs 8th GCP, then Captain MerglenÕs 2nd BEP.  It begins on 17 July 1953.

As at Phu Doan, the jump goes very well, in part because the paras are supported by 10 B-26 Invader bombers and 56 Bearcat fighters.  Of 2001 paratroopers dropped, only 22 are injured or missing.  Numerous depots are destroyed, then comes the tricky part:  returning to the French lines, in the face of a regrouped enemy with little intention of allowing the French to withdraw in good order.  This retreat, over 50 miles and in crushing heat, nonetheless takes place without incident:  Mobile Group 5 advances to meet the paratroopers who are recovered by 19 July.  Virtually without loss the French destroyed 1000 machineguns, 50 mortars, six trucks, etc.

Navarre is clearly delighted, but it still isnÕt the decisive battle against the Viet Minh.  Considering the uninterupted flow of materials from China, successes like Hirondelle are of only limited interest.

Camargue, a major operation north of Hue

At the end of the month of July, Navarre begins a new operation, this time in the Annam region.  The goal is to destroy the 95th regiment, long installed north of Hue.  Navarre doesnÕt stint on the means:  13 battalions against a single regiment.  The national Navy provides important assets.  The operation starts a little slowly and the Viet Minh use this to try and break contact.  It thus becomes urgent to use paratroopers, initially those of the II/1st RCP, then those of the 3rd BPVN.

Because of high winds, this batallionÕs drop goes poorly and 10% of the troops are out of action.  As for the 95th Regiment, it manages to escape in the night.  Despite the size of the assets committed, Camargue is a failure, as the enemy isnÕt destroyed.

In September 1953, Operations Brochet [Pike] I, II and III also fail to annihilate the 42nd Regiment in the region of the Bamboo Canal.  In October, Mouette [Gull], directed against the 320th Division south of Day, also fails to bring decisive results.  Navarre thus decides to change tactics.  And he follows the example of Na San.  This will lead to the disaster at Dien Bien Phu.  But a review of Na San and why Navarre attempted to repeat this operation at Dien Bien Phu is useful.

Na San:  The Viet Minh fight and lose

In order to counter the Viet Minh threat to the Black Thai country, in October 1952 Generals Salan and Linares create an operational group for the small Black River.  Its goal is Òto organise the defense of the Black river valley and the RP 41 and base it around Na San.Ó  This indicates that the isolated outposts are to fall back on Na San, where a true fortified base is built.  To allow this consolidation, Salan launches Operation Lorraine, which weÕve already discussed.  The fortress grows daily stronger and ÒThe History of the ParachutistsÓ describes the fortified camp thus:  ÒOvergrown peaks were cleared, grasses burned off, the ground leveled.  Around 7 a.m. dawn breaks, and the Morane aircraft take off to reconnoiter the vicinity, find traces of the Viet Minh advance, and recover the garrisons of evacuated outposts flowing towards the valley and its airfield.  The first Dakota is announced.  Landings and takeoffs follow, a plane every ten minutes, coming from Hanoi, 120 miles away.  The pace soon changes to one every five minutes, from dawn until dusk.  The garrison of the fortified camp climbs at last to 12,000 men, well armed and equipped.  1100 tons of barbed wire and 3500 mines are landed.Ó

The paratroop units at Na San are the 3rd BPC, which arrives on November 18; then the 2nd BEP the next day; the 1st BEP the day after that.  When the Viets attack, on 23 November, the garrison includes, besides the three prartroop units, two batallions of the Foreign Legion, two batallions of infantry and two Vietnamese batallions, plus the artillery units.  The paratroops are held in reserve, to be committed to threatened sectors in order to redress the situation.

On November 30th, the 308th division launches its main attack.  Two strongpoints are taken, but the 2nd BEP and 3rd BPC counterattack and, after 10 hours of fighting, recover the positions lost during the night.  The Viet Minh assault is renewed the following night, but everywhere repelled with heavy casualties; for example, at least 300 dead in front of Strongpoint 21bis, attacked by the 209th regiment.  Giap stops the assault on Na San for a while.

From November 1952 to May 1953, eight battalions of paratroopers will be relayed into Na San and Giap never takes the fortified camp, suffering heavy casualties at each attempt.  The three Viet Minh divisions engaged (the 308th, 312th and 316th) are roughly handled and Giap canÕt get established in Thai country.  To the French, Na San appears to be the best response to enemy offensives far from the Tonkin delta.  Up until then, the isolated outposts have been unable to resist for long against enemy attacks and raids launched into the Viet Minh rear areas provide only brief relief.  But, fortified camps such as Na San allow Òthe imposition of battle on the enemy on ground favorable to combined arms and provided with an airfield to allow regular resupply of combat units.Ó


The role of the paratroops in the creation of fortified camps such as Na San is immense:  they first seize the group to be used, then provide the soul of the defense.  However, as Dien Bien Phu will clealry show, the French really donÕt have the means to conduct battles such as Na San, because efficient aerial resupply requires a strong air component that they lack.  And, more seriously, there are only a pitiful few helicopters in North Vietnam.  They alone allow the rapid evacuation of isolated outposts or fortified camps.

And that is the limitation on the use of paratroopers:  the Dakotas can drop them anywhere in the enemyÕs rear, but they canÕt recover them.  During the raids cited above, that meant difficult withdrawals on foot, in enemy-controlled areas.  Numerous other missions, rescues this time, will be organised in the period 1952-53, in order to relieve encircled or isolated units:  each time, the paratroops will suffer heavy losses in attempting to disengage.  Helicopters would have avoided this type of exhausting retreat, demoralising for the men and costly in human lives.

The evacuation of Na San, conducted by surprise when the camp was not under attack, was nonetheless a success.  It allowed Navarre to think that repeating the operation at Dien Bien Phu was possible.  Events proved this wrong and the isolated garrison, once unable to use its airfield, was short-lived.  The use of helicopters would have let it be saved.

The Indochina war thus marks the end of large classical airborne operations, a from of combat that had not shown conclusive results during the Second World War either, except in special cases.  Failure at Arnhem, limited success in Normandy and Provence, crushing losses on Crete.  Indochina only confirms this impression.  Helicopters and airmobile warfare will open new possibilities in subsequent wars.

En Pointe Toujours

Translation by Richard Fluck, 19th October 1997

Translation corrected by Roy Bartoo, 19 April 1998

The game in this issue is a complete system for tactical combat, from the end of the second world war until modern times. The first module is the confrontation in Indochina, from 1946 to 1954.

The system of En Pointe Toujours, like Champs de bataille for Ancient history, will allow  coverage of tactical combat of the second half of the 20th century, thanks to extensions published in Vae Victis: additional pieces, historic scenarios, armor rules, etc. Eventually this could even be a boxed game, with mounted counters! For now, we invite our readers to read the designerÕs notes in Le Journal de Marche because En Pointe Toujours is the result of intense creative effort. The designers hope that this system will fill grognards with enthusiasm without putting off beginners! Well, good gaming and ... En pointe Toujours!

The game uses two six sided dice (noted as 1d6 or 2d6), one white and one colored. The abbreviation ÔhexÕ is used for hexagon. All  distances are given in hexagons (excluding the starting hex,  including the destination hex).

0-  Introduction

0.1-  Game scales.

One game turn is equivalent to roughly 10 minutes of real time. The distance from the center of one hex to the center of another is around 50 meters. The contour levels represent a change in  elevation of between 10 and 50 metres depending upon the theatre of operation. Each unit counter represents a section, squad or fireteam or a leader.

0.2- Maps

The maps of En Pointe are geomorphic, that is to say that they can be combined in various ways to get different battlefields. For this first module, two maps are supplied, representing typical Indochinese terrain. A hexagonal grid is superimposed on the map to govern movement and combat.

Terrain pieces (which need to be cut apart) are also included in this issue and are placed on the map according to the instructions in each scenario.  Vae Victis will provide additional maps and terrain pieces for other theaters of operation in later-published extensions.

0.3-  Terrain

There are four basic types of terrain in this game:

- open terrain: tracks, roads, streams, clear terrain;

- light cover: rice paddies, brush, hedges, groves, wooden rubble;

- medium cover: jungle, wood buildings, walls, stone rubble, entrenchments;

- heavy cover: prepared position, stone buildings.

Terrain effects on movement and combat are listed in the Modifier Table and the Terrain Effects Table (see page 38).

0.4- Elevation and crests

 There are four elevation levels, level 0 being lowest, level 3 being highest. A unit is considered always as being on the highest elevation present in the hex

The crests that run between hill hexes represent the tops of the hills or the highest point of a ridge. Hills can be either gentle or steep, as specified in the scenario.

0.5- Scenarios

Games of En Pointe Toujours are from historical scenarios. Each scenario gives the order of battle, which maps to use and their placement, and special rules for that scenario. Many aspects are variable (formation morale, command level, etc.) and will be specified in the scenario.

1- Units and organization

1.1-  Combat units

Units are represented by counters and have several pieces of information on them.  Combat units include leaders, infantry units and heavy weapons.

1.2- Unit Reduction 

Every unit possesses  one or two combat steps. When the unit suffers a loss, the  unit is flipped to indicate its new state. Units with only one remaining combat step are destroyed by the first loss.  Units can also be in several operational states: normal, pinned or neutralized (see 11.1 and 11.2). These last two states are represented by corresponding markers.

1.3-  Commanders

Leaders represent either formation commanders or higher-echelon commanders. For convenience, the term HQ (command post) will be used to include all leaders. Leaders have different attributes. The front of a leader counter indicates that the formation he commands has not been activated;  the back, that has been activated (see 5). HQ have only one combat step.

Leader loss:  if during a turn a formation commander is killed before activating its formation, that formation can be activated but with a negative modifier (see table). In the Administrative Phase (at the end of a turn), an aide  takes over command of that formation. The quality of the aide is determined by a die roll (see table).  The counter of the eliminated leader is returned to the map, on or adjacent to a unit of that formation, with a marker indicating the morale modifier.

If a higher-echelon commander is killed, one of the formation leaders (owning playerÕs choice as to which) takes its place in the Administrative Phase. This leader retains command of his formation but in addition is assigned all the abilities of a higher-echelon leader.

1.4- Organization

Generally, the combat units are organized in formations (see 3.1). When a formation activates, all the units of that formation can act. The formations are indicated in every scenario, as per the historical orders of battle. Also, each formation can be in a morale state of normal, hesitant or demoralized (see 11).

2- Sequence of play

Each scenario lasts for a specified number of turns, each consisting of five phases:

A- Artillery Phase

l. Players resolve any artillery missions plotted for this turn (see 10) after checking the Delay Table.

2. Each player secretly jots down next turnÕs target hex for each artillery battery (see scenarios).

B- Air Support Phase

1.
The players resolve any air support planned for this turn (see 14) after consulting the Delay Table and resolving any anti-aircraft fire.

2. Each player jots down air support requests for the following turn.

C- Command Phase

The two players check whether their units are in command. Units which are out of command are marked with an ÔOoCÕ marker; units once again in command remove this marker.

D- Operations Phase 

During this phase, the players alternate activation of their respective formations and can undertake, under certain conditions, reaction actions.

1- Initiative Segment.

Each player rolls ld6, whoever rolls the highest is the first player to become active for the turn; the other player is called the passive player.  A scenario may provide a modifier for this die roll or even assign the initiative.

2- Operations Segment. 

The active player performs an operation, after which a new operations segment is commenced.

  An operation for the active player consists of:

-  attempting to activate one of his formations (see 5);

-  or passing, if he doesnÕt wish to activate one of his formations.

If the activation attempt fails or if he passes,the active player becomes the passive player and a new operations segment begins.

If the activation attempt succeeds, the active player undertakes actions with the units of the active formation (see 6.1), the passive player can undertake Reaction (see 6.4) which in turn may generate Reactions from the active player under certain conditions. When all the possible and desired actions and reactions are done, the active player can begin a new operations segment (attempt a new activation or pass).  Operations segments continue until:

-  there are no further activations possible or

-  the players pass in consecutive Operations Segments or

-  only one player has units remaining to be activated, and rolls 9 or higher on the activation dice (see 5.4).

E- Administrative Phase

All the following actions are  carried out in the indicated order:

-  artillery markers are removed;

-  smoke markers are flipped or removed;

-  Fire (ÔTirÕ), Move (ÔMouvementÕ) and Pin (StoppŽe) markers are removed;

-  HQ counters are flipped to their active side, any eliminated leaders are replaced;

-  Neutralised leaders and combat units attempt to remove their Neutralised (NeutralisŽ) marker;

- hesitant formations that have reached their demoralisation threshold check their morale;

-  units attempt to repair malfunctioned weapons;

-  camouflage units.

At the end of the phase, the Turn marker is advanced one space.

3-Organisation and Command

3.1- Formation Organization

Generally a formation is composed of a leader and a certain number of units attached to him. Each formation has a unique code color for identification.

Example: a section leader and three squads represents a formation.

Sometimes, in order to represent the doctrine of certain armies, special rules (scenario rules, for example) may impose constraints on the actions of the units of a formation.

3.2- Batteries and Artillery

Only the mortar batteries that are on the map use the unit-activation rules.  Off-map mortar batteries and artillery batteries (light, medium and heavy) have their own rules and their own phase of the game turn (see 10).

3.3- Command Range 

There are two levels of command in En Pointe Toujours: from the Commander in Chief  (higher echelon commander if present in the scenario) to the formation leaders, and from them to their units.

 At the start of each turn, the players check whether:

-  each formation leader is within command range of their superior commander (this range is given in each scenario).  In-command leaders can activate normally; the activation of Out-of-Command formations is subject to a negative die-roll modifier (see table);

 - the units of each formation are within command range of their formation leader.

Depending upon the scenario, each chief has a command range expressed in hexagons. All units within this command radius are considered in command, regardless of line of sight or intervening terrain.  Units that are beyond command range are marked with an Out-of-Command marker and may not be activated with their formation (see 5).

Conversely, units which were Out-of-Command but are now within command range of their leader remove the Out-of-Command marker and can act normally this turn. 

Exception: a unit that is Out-of-Command but which is adjacent to or stacked with either the leader of a different formation or the higher echelon HQ during the Command Phase can, at the owning playerÕs choice, be temporarily attached to this formation.  The unit will then activate with this formation this turn.

3.4 - Out of Command units (OoC)

A unit which is out of command may not be activated when its formation activates. However, the player may attempt to activate each Out-of-Command unit,  as if it was a formation (with a negative modifier, see the Activation Table). 

An OoC unit checks for activation using its morale value, modified as per the Activation Table.  Even if it succeeds, it can only perform a limited number of actions (see 6.1).  This activation counts as a formation activation. 

4.0- Line of Sight & Line of Fire

4.1- Definitions  

The line of sight ( LoS) is a straight line drawn from the center of one unitÕs hex to the center of another unitÕs hex.  The Line of Fire (LoF)  is the same but it is limited to the weapons range of the two units. When these lines are blocked by a Terrain element, the line is not valid: the target may not be seen and the firer thus cannot shoot it. 

Normally, the maximum daytime visibility is limited to 60 hexes.

4.2- Light Weapons range. 

All units that have a fire strength (infantry counters, machineguns, etc) have a range limit noted on the counter.

The fire strength of a unit firing direct fire is modified according to the range (see Table P. 30).

4.3- Line of Sight (LoS). 

For a line of sight to be valid, it must not cross an obstacle. To determine if a line of sight traverses an obstacle, the players trace a line from the centre of the starting hex to the center of the target hex (with a ruler or string for example). 

The line of sight is blocked if it touches the drawing of an obstacle: building, wall, woods, crest (except when either the firer or the target is adjacent to the crest), smoke or higher elevation.

Smoke does not block a LoS if it passes exactly along a hexside and the adjacent hex does not also contain smoke.

Adjacent units always have a valid LoS regardless of the terrain.

Sighting Hindrances

Certain terrain elements (rice paddies, brush, orchards)  do not block LoS but provide a sighting hindrance and thus penalties for firing (see table).  If there are more than five hexes of sighting hindrances in the LoS, it is blocked (this rule also applies to mortars).

Sighting hindrances represented by symbols on the map (orchards, as opposed to terrain drawn ÔrealisticallyÕ) are considered to occupy the entire hex. The penalty is applied if the line of sight traverses the hex, not just the symbol. Exception: if the line of sight runs along a hexside, the penalty is not applied unless the adjacent hex has exactly the same Terrain type.

1- Units at the same elevation

A hex containing an obstacle blocks the line of sight between units on the same level.

Each hex on the map is considered to be at a single elevation level, that of the highest elevation in the hex.  Any hex which contains an elevation higher than that of the two units OR a terrain element that can block LoS, blocks the LoS between them. On the other hand, if the hex in question is at the same elevation (without obstacles) or at a lower elevation, the LoS is valid.

Specifically:

-  obstacles donÕt block the line of sight between hills if they are at a lower level.

-  units donÕt block the line of sight.

- walls and hedges:  walls and hedges, located on hexsides, do not block the line of sight to the hex directly behind them. They do block Line of sight to more distant hexes, however.

2- Units at different elevations

A hex which contains an obstacle but which is lower than the elevations of both units doesnÕt block the LoS between them.

If this hex is higher than both units, the LoS is blocked.

If this hex is higher than one of the units but lower than the other, the LoS is blocked to the hex directly behind the hex which contains the terrain feature terrain.  However the LoS is valid to hexes beyond this ÔblindÕ hex.

The LoS between two units at different elevations is only blocked by a hex higher than both.  A difference in elevation dioes not block LoS in itself, unless a crest or terrain feature is between the two units.

5- Formation Activation

Except for the Reaction, a unit cannot act unless the formation to which it belongs is activated. The term formation is used regardless of the size of the formation whatever size formation (squad, section, company or OoC unit).

Important: the higher-echelon HQ (battalion or company), if present, can be activated in order to activate any attached units, but its activation DOES NOT allow the activation of lower level formations. Example: an active company leader cannot activate the three sections under his command, but only the units which are directly attached to him (normally heavy weapons units).

5.1- Activating a formation

In order to activate one of his formations, the player designates the formation that he wishes to activate and must roll, with 2d6, a total equal to or lower than the morale of the corresponding HQ (or of the OoC unit) adding any applicable modifiers.

A formation can only be activated ONCE per turn but players can make multiple attempts to activate a formation that has not yet been activated (the only penalty being that failure means the initiative passes to the other player).

5.2- Effect of activation

If the activation check is passed, the chosen formation becomes activated. The units of this formation (included the HQ) can then each undertake one action in whatever order the player chooses. When the player has finished using these units, he indicates the end of this activation (the HQ piece is flipped or an ÔActivatedÕ marker is placed on the OoC unit) and a new Operations Segment takes place. If the player doesnÕt succeed in activating his formation, the initiative passes: the enemy player becomes the active player. It is then up to him to attempt to activate a formation.

5.3- Activation Modifiers

The modifiers indicated on the Activation Table affect the morale of a HQ or of a OoC unit (modifiers are cumulative).

See activation table page 38.

5.4- End of the Operations Phase 

There are two ways for the Operations Phase to end:

- if the two players PASS successively, the Operations Phase automatically ends (note that the phase doesnÕt end if the players fail in  successive activation attempts, only if they actually pass);

- if one of the players has activated all of his formations, the other player can then attempt to activate all of his remaining formations. He rolls 2d6 as usual, but if the result is greater than or equal to 9 (or whatever number specified by the scenario) for an activation, then the Operations Phase automatically ends, regardless of how many formations remain unactivated.

6- Actions and Reactions

When a formation is activated, each unit of this formation can do one (and only one) action. The player determines and conducts the actions of the units, one  after the other, in whatever order he wants. Exception: see Assault (12) and Fire Group (9.2).

6.1- Active unit actions

An active unit can do one (and only one) of the following actions:

-  MOVE some or all of its Movement Points [OoC*];

-  FIRE at full strength [OoC];

-  MOVE half or less of its MPs and FIRE at a reduced strength (in whatever 

order desired) [OoC*];

-  MOVE ONE HEX (tactical movement) and fire or not at a reduced strength (in whatever order desired) [OoC*];

-  MOVE half or less of its MPs and PLACE SMOKE (in whatever order desired) [*];

-  MOVE half or less of its MPs and make an ASSAULT [*];

-  GO INTO BATTERY and fire (for heavy weapon with crew);

-  LIMBER and move up to half of his MPs (for a heavy weapon with crew);

-  construct an ENTRENCHment [*];

-  COMMAND action (all types of HQ only, see 6.2).

-  COORDINATE mortar fire (higher-echelon HQ only, see 10.7).

*: these actions are forbidden to heavy weapons in battery. Crews of a limbered heavy weapon act as though they were infantry.

OoC: These actions are the only ones permitted to an uncommanded unit.

A neutralized active unit cannot take any action (see 11.2).

A Move marker is placed on a active unit that makes ANY move action. 

6.2- Offensive Fire

An active unit can always make an automatic Offensive First Fire. If the result of the colored die is less than or equal to the Rate of Fire indicated on the counter, it can IMMDEIATELY fire again. If the player decides not to fire, the unitÕs offensive fires are over. As long as the colored die roll is less than or equal to the Rate of Fire the unit can continue to fire.   If the colored die roll is higher than the Rate of Fire, the unitÕs Offensive Fire is finished. Rate of Fire modifiers (see 6.5) apply to the colored die roll, and only for determining whether the unit can continue to fire.

6.3- Command Action

In addition to the above actions, an unpinned and unneutralized HQ can choose as its action:

-  to give another activation to a unit of its formation (or any formation for the higher-echelon HQ). The ÔreactivatedÕ unit must be stacked with or adjacent to the HQ.

-  or remove a PINNED marker from a unit of the same formation, which is stacked with or adjacent to the HQ, without the unit losing a step (see 11.1). The unit can be activated immediately if it has not already been.

6.4- Reactions of the passive units

During an enemy Operations Segment, a passive unit could undertake one of the following reactions: Defensive Fire or Withdrawal before Assault.

6.5- Defensive Fire

A passive unit can Defensive Fire at an activated enemy unit. Every passive unit can automatically make a first Defensive Fire. It then receives a ÔTD= testÕ marker.

Rate of Fire check

A unit with a TD marker can attempt additional defensive fire. Each time, it tests its defensive Rate of Fire with 2d6.

If the dice roll is less than or equal to the Rate of Fire value, the unit fires (and can attempt subsequent Defensive Fire when the player wishes); If the Dice Roll is higher than the Rate of Fire value, the unit does not fire and the marker is flipped to ÔPas de TDÕ  The unit can not then make any more Defensive Fire this turn.

Rate of Fire modifiers apply (+ 1 for pinned or hesitant).

Defensive Fire Conditions:

-  a passive playerÕs unit can make a Defensive Fire on a moving enemy unit.

-  a passive playerÕs unit can make a Defensive Fire on an unit enemy that has just fired (this type of Defensive Fire is limited to units which do not have Movement markers).

-  an inactive unit of the ACTIVE player can make a Defensive Fire on an enemy unit that has just fired (this type of defensive fire is limited to units which do not have Movement markers).

Defensive Fire is limited to direct fire (including mortars). The target must be in the LoF of the firing unit (or of the observer for mortars, see 10.6).

¥  Against a MOVING unit, the passive player halts the movement of an active unit as it enters a hex and announces his intention to fire. He can then fire all the units that he wishes (after passing any Rate of Fire checks). Once all fire is resolved, the active player can continue movement.

A passive unit can fire ONLY ONCE PER HEX against the same unit.

In each new hex an active unit enters, the passive player can attempt Defensive Fire so long as a unit is able to. ONLY THE MOVING UNIT IN THE HEX IS ATTACKED (the other units present are not affected by Defensive Fire provoked by movement).

A unit which has a Move marker and that fires Defensive Fire against a moving enemy unit has its fire strength halved.

¥  Against a FIRING active unit, after that fire is resolved, the passive player indicates his intention to fire. He can then fire any units WITHOUT a Movement marker (after any required Rate of Fire checks) against this unit. A passive unit may only fire ONCE for each fire of the target unit, (but if that target fires again, then passive units may again attempt to fire, and so on).

With each Defensive Fire of a PASSIVE unit of the PASSIVE player, the ACTIVE player can attempt defensive fire with one of his INACTIVE units (that doesnÕt have a Move marker), this fire can in turn trigger Defensive Fire from a unit of the passive player, and so on.

ONLY THE UNIT WHICH FIRED SUFFERS THE EFFECTS OF DEFENSIVE FIRE (other units in the hex are not affected, except in case of a fire group).

Important: Defensive Fire doesnÕt prevent a unit which has not yet been activated from taking an action when its formation is activated. Conversely, a unit that has already been activated can still use defensive fire without modifiers (except for the movement penalty).

6.6- Withdraw before assault

A passive unit that is subject to assault (see 12) can attempt to withdraw in order to avoid the combat.

A unit can attempt to retreat just before an active enemy unit enters its hexagon. The passive player interrupts the movement of the active unit and withdraws his unit to an adjacent hex of his choice which is not occupied by an enemy unit. A unit can withdraw ONLY ONCE per Action Segment.

This withdrawal movement is considered tactical movement and the unit receives a Move marker. This unit is considered to have been ACTIVATED for this turn and thus cannot be activated again this turn. Neutralized and pinned units cannot withdraw.

The unit making the assault must enter the vacated hex, and can continue its movement if it still has MPs, and can even attempt a new assault on the same or another unit.

6.7- Malfunction and Ammunition

When they fire, heavy weapons run a risk of malfunction or ammunition depletion. If, when the unit fires, the unmodified dice roll is equal to N

 (see below), the weapon is either broken, or out of ammo:

-  heavy machine guns malfunction on n= 11 or 12, but can be repaired. At the end of each turn, in the Administrative Phase, the player makes a dice roll for each malfunctioned weapon: on a result of 8 or minus, the weapon is again functioning.  Otherwise, a new attempt can be made the following turn but the weapon cannot fire. A broken weapon remains unlimbered and must be limbered in order to move.

-  mortars and recoilless rifles are out of ammunition on n= 12 and can not fire for the remainder of the scenario. The counter is placed on its crew side, who can then act normally.

7- Movement

7.1- Introduction

An unit spends movement points (MPs) in order to move from hex to hex, according to the terrain.

Infantry and limbered heavy weapons have 4 MPs each turn.

A unit can spend all or part of its MPs during movement. The MPs cannot be saved from turn to turn.

Regardless of the terrain cost, a unit can always move one hex. The Terrain Effects Chart (TEC) gives the MP cost for each unit type.

An unit which moves receives a Move marker.

7.2- Stacking

There can not be more than one combat section or equivalent per hex and two vehicles, but this stacking limitation does not apply while units are moving. Unit size is indicated in Ôsection equivalentsÕ for each scenario and each nationality.

HQ and supporting weapons (mortars, medium and heavy machine guns, recoilless rifles, etc.) DON NOT COUNT against stacking limits.

When direct or indirect antipersonnel fire is aimed at a stack, ALL the units in the stack are affected (except for Defensive Fire).

7.3- Tactical Movement

An infantry unit that only moves one hex, is using tactical movement; it will be less vulnerable to fire combat and less easily spotted. The player must announce before it begins its movement if he is using tactical movement, and the unit can then advance only one hex, regardless of fire results against it. A Move marker is placed on the unit.

7.4- Road Movement

An INFANTRY unit that starts its move on a road or track and moves solely on roads or tracks during its movement gets a bonus of + 2 MP.

8- Concealed Units

Concealed units and dummies allows the simulation of uncertainty on the location and exact nature of enemy units.  ÔConcealedÕ markers and dummy units are identical.

All units begin a scenario concealed, as do any units that enter as reinforcements. A Concealed marker (and one only) is placed on every counter or stack.

During the game, when a pile of concealed units splits up every unit receives a Concealed marker; in the same way, when some concealed units stack, one Concealed marker remains, the others are removed.

Unsighted units or unrevealed dummies are less vulnerable to fire (see Fire Table). Further, stacks covered by a Concealed marker may not be examined by the opposing player.

Dummies

The players also receive a fixed number of dummies (specified by the scenario). During set up, these dummy counters may be used to make stacks conatining nothing but dummies or combined with real units.  A stack of dummies does not get an additional Concealed marker at the time of placement. 

Revealed dummies are removed from the game, no additional dummies can be created during the game.  Dummies act as normal units until they are revealed:  they can be activated and move.

Discovery of unit

A concealed unit or a dummy are REVEALED in the following way:

-  it FIRES and is in a valid LOS of an enemy unit;

- it makes an assault in clear or light cover:  the marker is removed BEFORE the assault;

-  it makes an assault in medium or heavy cover or is assaulted. The Concealed marker is removed at the moment of the resolution of the assault, after the test of initiative;

-  It is immobile or moves and is in the valid LOS of an enemy unit, within observation distance. This observation distance depends on the target and is indicated in the Observation Table (page 38). If a sighting Hindrance is present along the line of sight, the target is considered to be in light cover. 

-  It is fired upon with a result other than Ôno effectÕ (the effect of the fire is resolved normally).

The Concealed marker is then removed from the counter.

In a stack of units, only those which fall into the above categories are revealed.

Camouflage

When a revealed unit is once again out of observation distance from enemy units, the owning player can, at the end of the turn (in the Administrative Phase), replace a Concealed marker on that unit. 

NOTE: In order to hide the location of a concealed HQ when its formation activates, the player may place an Activated marker on any unit of that formation. 

9- Direct Fire

Direct fire requires a valid line of fire on the revealed target (see 4.1). The units that can fire direct fire are: armor, infantry units, antitank guns, machineguns, recoilless rifles (see particular case of mortars, 10.4). Direct fire is always against all targets in the target hex. Direct fire may be from active units or Defensive Fire of inactive units (of the active or passive player).

9.1- Direct Fire Procedure 

The player designates the firing unit or units and the target, within direct fire range. The LOF is checked after this declaration: if it turns out to be blocked, the fire is still performed (for Rate of Fire and Malfunction, etc.) but without effect on the target. The fire is then resolved normally normally.

9.2- Fire groups

If they are part of the same activated formation, units stacked or adjacent may combine their fire on the same target, they are therefore all activated SIMULTANEOUSLY for the fire.

Pinned units, those part of a hesistant formation or who have performed a MOVE + FIRE may not be part of a fire group.

In Defensive Fire, the passive player can combine the fire of several stacked or adjacent units of the same formation, but every unit must make a Rate of Fire check individually. In a fire group made up of adjacent units, a unit that fails doesnÕt prevent the other adjacent units from combining their fire (the group being adjacent at the moment the fire is declared is sufficient).

9.3- Fire Resolution

The procedure is as follows:

¥  Calculate the attack factor

The attack factor is modified (distance, state, etc) to obtain the final attack factor for each unit. For Fire Groups, add the modified strengths.

¥  Determine the result

The attacking player rolls 2d6 for every unit in the target hex.. Each dice roll is altered by the table modifiers, and indexed with the attack factor on the Combat Results Table (p 38) to determine the final result (see 11).

The lowest column below the attack factor is used if the attack factor is not on the table. Example: a fire of strength 13 is resolved on the 12 column of the CRT.

10- Artillery

Fire by artillery or mortars, whether from offboard or on the map are INDIRECT fires with High Explosives or Smoke.  All OFF-BOARD artillery fire is resolved at the start of the turn during the Artillery Phase.

10.1- Introduction

Indirect fire does not require a line of sight between the firer and the target,  another friendly unit can have a LOS to direct the fire.  Only  OBSERVERS can direct artillery fire.  Observers are either HQ units or OA (Observer-Artillery) counters.

Planning artillery fire: during the Artillery Phase, the players SECRETLY note the hexagons to be fired at by each battery. During the following turn, each player places his markers on the target hexes and resolves the fire by the following procedure. The order of resolution is not important but all artillery fire is considered simultaneous.

10.2- Indirect Fire Procedure

The following procedure applies only to OFF-BOARD batteries. It thus does not apply to the fire of on-map mortars.

In the Artillery Phase, both players place and resolve their artillery fire. In case of multiple fires on the same target, the artillery attack values are added (see example), after accuracy check of each fire.

Procedure: the entire procedure is applied for each requested fire.

1.  Without indicating the target hex, the player checks whether the artillery fire lands this turn (see 10.5).  If the fire is delayed, the process halts.

2.
The player places in the target hex an Impact (or Smoke) marker corresponding to the caliber used (light, medium or heavy), and checks the LOS of the observer (this check can be made in secret, even if the observer is not concealed).

3.
The player checks for fire accuracy, applying the modifiers.

4. The artillery marker is moved and the fire is resolved with the corresponding attack factor on the affected hexes, with a dice roll for every unit in each hex.

10.3- Fire Restrictions

In order to be able to request fire (that is to say secretlt note the target hex) and the following turn place a resolution marker, a unit of capable directing this fire must have a LOS to this hex. Directing fire doesnÕt count as an action.

When he places the marker, the player verifies the LOS in order to calculate the accuracy modifiers. A LOS is not necessary in order to place the marker (it is only required in order to request fire) but a penalty applies to the accuracy. The same penalty applies if the observer was eliminated in the meantime but the fire is nevertheless resolved.

The scenario special rules indicate what units in the order of battle can direct the fire of each battery batteries (certain units can direct the fire of several batteries, some units one particular battery, etc.).

Fire Cancellation: the player could cancel the resolution of a fire, by not placing the marker (or by removing the waiting marker), if the observer is still on the map; he can also in the same phase choose another target hex for the following turn. However, he cannot delay the resolution of a fire.

10.4- Corrections and time limits for fire

After resolved their artillery fire, each player can note a new target hex target for each battery. If the target hex remains the same, a favorable modifier applies to the fire accuracy.

Fire Delay

Artillery fire may be delayed. Before placing an artillery fire marker,the player rolls 2d6 and checks the Delay Table, in order to know if the artillery mission arrives this turn. If the mission is delayed, the fire is conducted again the following turn where the same procedure will be repeated (a favorable modifier applies for every delayed turn )

10.5- Artillery Effects

An artillery marker placed at beginning of the turn stays on the map for the entire turn. During the Operations Phase, a unit that MOVES into a hex. affected by the artillery suffers an artillery attack (strength indicated by the diagram). A unit can suffer a fire in every hex moved through within the blast area.

Only the MOVING unit is affected by artillery fire during the Operations Phase.

10.6- Firing Smoke

Designed to conceal movement, Smoke hinders the lines of sight and of fire (see 4). The fire procedure is the same as for high explosives, but if the firing check is passed, a Smoke-1 or Smoke-2 marker is placed in each hex affected by the bombardment.  This Smoke marker has a value indicating its duration in turns (1 or 2), and is flipped or removed during the Administrative Phase.

Smoke is considered to be the same height as the hex it is located in. Combat units place a Smoke marker of VALUE 1 in their own or an adjacent hex. 

10.7- Effects on buildings

If the result on the CRT is at least a loss result (l or E):

-  an off-board ARTILLERY fire of any type rubbles a wooden building and may set fire to it (see 15.3). Further, a Burning marker is placed in the hex on a result of l-3 on 1d6;

-  medium or heavy ARTILLERY rubbles stone buildings. Further, a Burning marker is placed in the hex on a result of l-2 on 1d6.

Effects on a building have no additional effect on units in the hex.

10.8- On-map Mortars

The mortars on map do indirect fire (with observers) but their fire is resolved as direct fire. They can also fire Smoke at the target hex.


A mortar fires when it is activated or as Defensive Fire. A mortar can fire on a hex when either it has a LOS, or when the HQ of its formation (or the higher-echelon HQ) has a LOS to the target hex. Mortar fire is resolved as regular fire, using the fire strength on the counter.  Note, only the modifiers fo INDIRECT FIRE apply.

Mortars have a minimum range, they cannot fire closer than this range. A mortar can only form a fire group with other stacked or adjacent mortars.

Remember:  Hindrance hexes do not affect mortar fire of but the LOS is blocked by more than five hexes of Hindrances.

10.9- Fire Coordination

During its activation the higher-echelon HQ can choose an action of coordinating mortar fire (or other weapons according to the scenario). When he is activated, this HQ can activate all (or only some) of the in-command mortars of in-command formations, to have them fire on one or more targets to which it has a valid LOS  This fire counts as an action for both the HQ and the mortars, and the mortars will not be able to fire when their own formations are activated.  SImilarly, an already-activated mortar cannot take part in this fire.

11-  Combat results


A direct or indirect fire attack affects all units in the hex, with a dice roll giving the result for EACH unit in the hex. There are five possible results:

-  no effect (-); 

-  Pin Check (S, S1, S2): the unit must roll less than its morale (normal or modified: S2 indicates that 2 is added to the result of 2d6) and receives a Pinned marker if it fails;

-  Neutralisation Check (N, N1, N2, N3): the unit must roll less than its morale (normal or modified: N1 indicates that one is added to a roll of2d6) and receives a Neutralised marker if it fails;

-  one step loss (1): the unit loses one combat step and it is automatically PINNED;

-  eliminated (E); the unit is eliminated. 

11.1- Pinned units

A pinned unit cannot move, and its fire strength is reduced.

To remove a Pinned marker:

-  a unit which receives a Pinned marker may remove it immediately or when it activates by suffering a step loss.

-  all Pinned markers are removed at the end of the turn in the Administrative Phase

11.2- Effects of Neutralization

A neutralized unit cannot move or fight. A neutralized unit who becomes neutralized a second time LOSES ONE STEP and remains neutralized. A Pinned result on a Neutralized unit has no effect.

-  A neutralised unit can only remove its marker in the Administrative Phase, by rolling less than or equal to its morale minus 1 (M-1) with 2d6.

Modifiers: presence of a non-neutralised HQ not neutralised (of the same formation or of the higher echelon) in the hex. : - 2 to the dice; adjacent HQ: - l to the dice. A HQ can only receive this modifier from a higher-level HQ.

12- Formation Morale

12.1- Hesitant Formation

After a certain number of combat steps lost by a formation (indicated by the scenario), the formation becomes hesitant. A corresponding marker is placed on the HQ of this formation during the administrative phase of the turn that this level of loss is reached.

The units of this formation are considered hesitant and have their morale reduced by l (including for activation).

Every step loss to a HQ counts as TWO STEPS of loss for this rule.

12.2- Demoralised Formation

After a certain number of combat steps lost by a formation (indicated by the scenario), it can become demoralized. The morale of this formation is checked during the Administrative Phase of the turn that this level of loss is reached.

The player must roll, with 2d6, less than or equal to the modified morale (M- 1) of the formation HQ.

- if the check is passed, the formation remains hesitant.

 The formation must check, using the same procedure, if it suffers additional losses in subsequent turns (one check per turn no matter how many losses). 

- if the check is failed,  all units of that formation are considered eliminated and removed from the map.

A formation that becomes hesitant and demoralised in the same turn checks with its morale - l.

Each scenario indicates the two values for hesitation and  demoralisation of the formations.

13- Assault

An assault takes place when an unit or a stack of units (these units must be activated together and start their movement stacked) enter a hex occupied by an enemy unit(this is the only case where two opposing units can stack together) while doing an Assault action.  The assaulting units must pay the MP cost to enter the hex.  This assault is resolved immediately. A pinned, neutralized or hesitant unit cannot assault but can defend if attacked.

A unit capable of performing Defensive Fire on the assaulting unit may  do so, BEFORE in the case of normal movement, but only after in the case of tactical movement.

Assault Resolution

Each player rolls 1d6 for each of their units and adds the morale of the unit and any modifiers. The sum obtained by each unit indicates the order of combat, the unit with the highest sum goes first attacking the unit of its choice, and so on in decreasing order. Units with the same total conduct their assaults simultaneously. The choice of the target is made at the moment when a unit actually attacks.

When a unit resolves its assault, the player rolls the dice, applies the modifiers and reads the result on the Assault Table. Troop quality (elite, veteran, etc.) is indicated by the scenario. The target unit can be unaffected, suffer one step loss or be eliminated.

Once all the assaults are resolved, the defender has the option of withdrawing one or more of his surviving units. Each unit can freely stay or withdraw. A unit which withdraws is placed in a adjacent hex which is free of enemy units and automatically becomes Pinned. The attacking player can then do the same (also becoming Pinned).

The units remaining in the hex must then resolve a new assault, repeating the procedure, and so on.

ASSAULT EXAMPLE

A unit of French paratroops(elite, morale 8) assaults a hex of medium cover containing two VC units (line, morale 7). The two players roll for initiative: the French player rolls a die and adds 8, for a total of 11; the VC throws a die for each unit and totals 12 and 8. The order of resolution is: VC- Paratroops- VC. The first VC throws the dice and gets 6. ThatÕs enough to cause a loss to the paratroopers (it would have been necessary to make 4 or less to eliminate them).

The French choose of course to attack the other VC and he rolls the dice, with + l (loss) and + 1 (medium cover). He gets 4, direct elimination! The combat ends because the VC player decides to withdraw his surviving unit. Victory!

14- Air Support

14.1- Air Support Request

The number and the quality of the aerial missions are given by scenarios.

The request procedure is exactly the same as that for the artillery, except that the secretly-chosen target hex doesnÕt need to be in the LOS of an any unit. Any mission delay is determined by the Delay Table.

14.2- Mission Resolution

When the air support arrives, it is placed on the target hex. The accuracy table is consulted, rolling 2d6. The marker is then placed in the final destination hex, in the direction chosen by the player. The mission altitude may be either imposed, or up to the player, depending on the aircraft type.  The altitude choice is made before the accuracy determination.

If the enemy player possesses an anti-aircraft weapon capable of firing on the aircraft (that possesses a LOS and is within range), he can attempt to interrupt the mission. The LOS against a aircraft at middle or high altitude is considered as being versus a hex of higher elevation than all of he hexes on the map (the blind-hex rule applies however). An aircraft at low altitude is considered like level 3.

In order to resolve his AA fire, the player rolls 2d6, applies the modifiers and must get a result less than or equal to the FIRE VALUE of the firing unit. If the fire succeeds, the air support marker is removed and the mission ends. An anti-aircraft unit can only fire once per Air Support Phase, which doesnÕt prevent the unit from being activated normally in the Operations Phase.

14.3- Aerial Missions

Generally, an aerial mission affects the target hex in which the marker is placed and the two hexes immediately behind for bombing and the two hexes in front for ground support. The marker must therefore placed in a particular direction (see diagram).

For this first module on Indochina, there are three types of air missions:

bombing: the target hexes and the two hexes immediately around it are attacked as per INDIRECT fire (see table).

-  napalm bombing: the target hexes and the two hexes immediately around

are attacked as per indirect fire.

- ground support: only the target hexes are attacked as DIRECT fire, with the value indicated on the marker.

Bombing can be done from medium or high altitude, ground support can be done from low or medium altitude, at the playerÕs choice and announced  at the beginning of the mission.

14.4- Terrain Effects

Effects on buildings are the same as for artillery (bombardment only, see 10.7). A napalm bombardment also ignites the three target hexes regardless of their nature after resolution of the bombing (a Burning marker is placed in these hexes, see 15.3) and Smoke markers are placed in the adjacent hexes.

15- Special Rules

15.1- Parachute drops

Air drops are resolved at the start of the Operations phase, before the Initiative Phase by the owning player. The owning player is automatically the FIRST player to become active in the turn that the parachute drop takes place.

The Drop Zone marker is placed in the hex indicated or chosen (according to the scenario) and in a direction chosen by the player. He rolls 1d6 in order to determine which direction the marker moves, and another d6 for the distance of movement, affected by the weather (see page 38).


The distance die is then rerolled using he same procedure for each unit dropped, to determine their scatter on the ground from the DZ marker.  The units are dropped in the same direction as the marker, in front of it (see example).  If a unit lands:

-  in an enemy-occupied hex, there is an assault. Paratroop survivors are Pinned;

-  in a jungle, steep hill, building or Burning hex, the player rolls 1d6.  On a result of 1 or 2, the unit suffers 1 step loss (a leader is thus killed), 3 to 6 it is Pinned.

- off map: it can enter the map ON THE FOLLOWING TURN in the hex closest to its point of landing, by spending all its MP.

15.2- Entrenchments

Entrenchments represent all the possible efforts to improve individual protection (foxholes, machine gun nests, etc.). They provide a favourable defense modifier (against fire and assault) and require two turns to build.

The marker has an ÔUnder ConstructionÕ side, and a ÔConstructedÕ side.

If the unit which is building the entrenchment leaves the hex before construction is finished, the marker is removed. Once constructed, all units can benefit from entrenchment. The entrenchments provide medium cover.

Also, prepared positions (bunkers, trenches, etc.) are available in certain scenarios. They are placed according to scenario instructions. Prepared positions can never be built during the game. They provide heavy cover.

15.3- Burning

Fires can erupt following artillery fire on buildings or a napalm bombardment: a Burning marker is placed in the hex.

A Burning hex acts like Smoke for lines of sight. Units are forbidden to enter a Burning hex.

A unit situated in a Burning hex becomes Pinned. At the beginning of the Administrative Phase, it is placed in an adjacent hex free of enemy units, at the playerÕs choice (even if it is neutralized), respecting stacking limits.  If this movement is impossible, it is eliminated.
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Errata:

Ground support attacks with a value of 12 for the French IndoChina scenarios

There are no ÔMalfunctioned WeaponÕ markers - make some

There are no Artillery Observers -  HQ act as observers in the scenarios

All heavy-weapon infantry units have 4 Movement points.

Scatter Table

1d6 = direction (1=North, 2= NE, 3=SE, 4=S, 5=SW, 6=NW)

1d6= distance (0-2= target hex, 3,4=one hex, 5,6=two hexes, 7=3 hexes)

Distance modifiers:

Second fire without correction:  -1

Third Fire without correction:  -2

Distance from the Observer:


less than 10 hexes:  -1


more than 20 hexes:  +1


more than 30 hexes:  +2


No Observer:  +3

Air modifiers:


Low altitude: -1


Medium altitude:  0


High altitude:  +2

Artillery and Bombing Table

Type: Range from marker/Strength(Smoke for Smoke Missions and Napalm):

Light:  0/10(2):  1/4(1)

Medium:  0/12(2):  1/7(2):  2/4(1)

Heavy:  0/16(2):  1/10(2):  2/6(2):  3/4(1)

Ground Support:  0/12

Bombs:  0/14:  1/8:  2/5

Napalm:  0/16(Flame):  1/9(2):  2/4(1)

Terrain Effects on Indirect Fire:


Medium Cover:+1


Heavy Cover:  +2


Concealed Unit:  +1 (mortars only)

No other terrain modifiers apply

Artillery & Air Delay

Artillery:  Base 7


French:  -1


Each additional turn:  -1

Air:  Base 6


Bad Weather:  +1


Each additional turn:  -1


Ground Support:  -1

AntiAircraft Fire

Type (12.7 mm)


Low:  +1


Medium:  -


High:  Impossible

Aides:


Die roll/value


0/+1


1/0


2/0


3/-1


4/-1


5/-1


6/-2


7/-2

Die modifiers:


+1 Elite


-1 Green

Spotting (Day/other)

Infantry Move Status:  Clear:  Light Cover:  Medium Cover:  Heavy Cover

Immobile:  10/5:  2/0:  0/0:  0/0

Tactical:  12/6:  3/1:  1/0:  1/0

Moving:  20/10:  8/4:  3/1:  2/1

If a Hindrance is between the observer and the concealed unit, it is considered to be in Light cover.

Fire Modifiers

¥  Firer:  attack strength

-  Distance:


Against adjacent hex:  x2


Greater than normal range but within twice normal range:  x0.5

-
Move and Fire:  x0.5

-
Pinned Firer:  x0.5

-
Firer in Smoke:  x0.5

¥  Target:  Dice

-
Target in tactical movement:  -1

-
Target in movement:  -2

-
Target concealed:  +2

-
Target in Smoke:  +1

¥Terrain:  Dice

-
Light Cover:  +1

-
Rice Paddy, Brush (per hex traversed):  +1

-
Medium Cover:  +2

-  Heavy Cover:  +3

¥Rate of Fire Check

Pinned or Hesistant Unit (cumulative):  +1

Parachute Drop

DZ Marker

Direction=1d6

Distance


light wind:  1d6-2 (results less than 0 = 0)


medium wind:  1d6


Strong wind:  1d6+2

Unit Placement:

1d6 in the drop direction for each 

Assault Table

Initiative Check Modifiers (cumulative)


Pinned Unit:  -1


Neutralised Unit:  -2


Hesistant Unit:  -1


Concealed Unit:  +2


Paradropping Unit:  -2

Assault Combat Results

(Roll less than the indicated number with 2d6)

Assaulting unit quality: Roll to cause a step loss/Roll to eliminate


Elite:  9/6


Veteran:  8/5


Line:  7/4


Green:  6/3

Dice Roll modifiers (cumulative)


Crew or HQ:  +2


Pinned:  +1


Hesitant:  +1


Neutralised:  +3


Loss:  +1


Lower Elevation:  +1


Higher Elevation:  -1


Defender in Medium Cov:  +1


Defender in Heavy Cover:  +2


Against a Parachuting uni:  -1


Target has Move Marker:  -1

Unit/Formation Activation Modifiers (cumulative):


HQ out of Command:  M-1


Hesitant Formation:  M-1


HQ Pinned:  M-1


HQ Neutralised:  M-2


HQ Eliminated:  M-3

¥  Unit out of Command:  M-1


If Pinned:  M-1


If Hesitant:  M-1

Terrain Effects on Movement

Terrain Type:  Movement Cost


Clear: 1


Road/Trail: 1 (Bonus of 2 MP if move is entirely on roads or trails)


Grove: 1


Buildings: 1


Rice Paddy: 1.5


Brush: 1.5


Jungle/Forest:  2


Gentle Hills:  +1


Steep Slope:  +2


Stream:  3

Rail Battle in Annam

 Tam Quan, 19-22 July, 1949

Operation BETA, southern Annam.  Various units take part in an amphibious operation whose objective is the destruction of the railroad station at Tam Quan.  Despite a Viet Minh counterattack, after the parachute drop of a ton of explosives more than six locomotives and twenty railroad cars are destroyed, a serious blow to Viet Minh logistics in Annam.

Viet Minh - set up first, troops shown plus 6 dummies

Batallion of Viet Minh recruits

Unit quality:  1st company, green; 2nd company and heavy weapons section:  line

Unit size:  section

Command Range:  3 hexes

SetUp:  1st company is placed in Tam Quan (villages 1 and 2); the heavy weapons section is placed IN BATTERY in An-Son (village A); 2nd company enters from the west edge of board B on turn 4.

French Union troops - set up second, troops shown plus 6 dummies

3rd Combat Group of the 2nd BCCP, Navy commandoes, and Foreign Legion.

Unit Quality:  elite

Unit Size:  half-section

Command Range:  3 hexes

Air Support:  2 missions of Ground Support

SetUp:  Enter the east edge of board A, or along the railroad on the north edge of board A.

Special Rules

RED numbers indicate the hesitation and demoralisation levels of each formation.

Only mortars may place Smoke.

Only hexrows Axx01 through Axx07 are playable.

Game Length:  10 turns

Initiative:  the French have the initiative for the first turn, on subsequent turns the French have a +1 die-roll bonus for initiative

Weather:  Good

Visibility:  Day

Terrain:

-place a railroad  from A101 to A2301;

- village 1:  1a in A1102, 1b in A1302

- village 2:  2a in B1213, 2b in B1214

- hills are gentle

Victory Conditions:

The French player wins by completely capturing Tam Quan (villages 1 and 2, no more Viet Minh in either) and holding it until the end of the scenario.

Otherwise the Viet Minh win.

A Blow for Nothing

Dong Khe, 27-28 May 1950

The Viet Minh capture the fort at Dong Khe on the RC4, but the 3rd BCCP is immediately parachuted in to recapture it and link up with the 10th Morrocan Tabors arriving from That Khe.  In less than an hour the Viet Minh are swept away by the paratroopers who retake both the citadel and the village.  Unfortunately the Viet Minh will again capture the position in September to seal the fate of the Lepage and Charton columns during the RC-4 disaster.

French Union

Elements of the 3rd BCCP

Unit Quality:  elite

Unit Size:  1/2 section

Command Range:  3 hexes

Higher Echelon:  10 hexes

Air Support:  3 missions of ground support

Setup:  GC1 and GC2 are parachuted on turn 1, by formations.  The PC Ops (Operations Headquarters, ie Higher Echelon) is parachuted on turn 2.

Viet Minh - setup first, units shown plus 5 dummies

Elements of the 308th brigade

Unit Quality:  line

Unit Size:  section

Command Range:  3 hexes

Higher Echelon:  10 hexes

Support:  TWO missions of light artillery directed by the Batallion HQ or the heavy Weapons HQ.

SetUp:  The 1st company units are placed in A0412, A1010 and within a radius of 5 hexes from A1011.  The heavy weapons company is placed in village 1.  The 2nd company enters on turn 3 through hex A1001 with the batallion HQ.

Special Rules:

Only rows Axx09 to Axx15, A06xx to A23xx et B01xx to B18xx are playable.

Only mortars and artillery can place Smoke.

Game Length:  10 turns

Initiative:  one the first and second turns, the French have the initiative, on subsequent turns the French have a +1 die roll modifier.

Weather:  Good, Light Wind

Visibility:  Day

Terrain:

- village 1:  1a in A1208, 1b in A1008

- prepared position in A1010

- entrenchment in A0412

- steep hills

Victory Conditions

The French player wins if he captures the Dong Khe citadel (no Viet Minh units in the prepared position in A1010), and the ÔMontmartreÕ position (the entrenchment in A0412) and controls at least two hexes of the village.

Otherwise the Viet Minh player wins.

The Long March

Tu Le, 16 October 1952

BigeardÕs 6th BPC is parachuted over Tu Le, to gather the garrisons of various posts in Thai country which are retreating before the irresistible Viet Minh drive on Laos.  Barely escaping encirclement, the 6th BPC crosses 50 miles of jungle with the Viets on their heels, before rejoining the French forces waiting for it on the Black River.

French Union - set up first, the Garrison units are not concealed

Elements of the 6th BPC and the garrison of Gia Hoi

Unit Quality:  elite for the paras, line for the Thais

Unit Size:  1/2 section

Command range:  3 hexes

Higher Echelon:  15 hexes

Support:  TWO bombing missions

Set up:  The HQ and the garrison are placed in Tu Le, the other units are placed on Map B outside the Viet Minh entry zone.

Viet Minh

Elements of the 308th Division

Unit Quality:  veteran

Unit Size:  1 section

Command Range:  3 hexes

Higher Echelon:  10 hexes

Setup:  Enter through the north and east edges of map B between hexes 0107 and 1104, one company per turn.  The HQ can enter with any company.  The reinforcements (renforts) enter on turn (5+1d6) through the north or south edge of Map A.  At the start of the game the player makes a secret die roll for when they will enter.

Special Rules

Only rows A06xx to A23xx are playable.

Civilians have 4 MPs.

Only mortars can place Smoke.

The two Medium Machineguns of the French heavy weapons section can be divided among the other formations of the company.  If eliminated they still count as losses for the heavy weapons section.

 Game Length:  15 Turns

Initiative:  on the first turn the Viet Minh have the initiative, roll normally on subsequent turns

Weather:  Good

Visibility:  NIGHT for the first three turns, Day for the rest of the scenario

Terrain:

- Hill 2:  2a in B1411, 2b in B2105, 2c in B1914

- Steep Hills

Victory Conditions

The French player wins by exiting through hex A0608 after turn 7, without losing more than 10 combat steps.  Eliminated Civilians each count as 3 combat steps.

Otherwise the Viet Minh player wins.

In the Valley of the Viets!

Khau Vac, 6 October 1951

Parachuted into the rear of the Viet Minh who are attacking the post at Nghia Lo in force, the 2nd BEP and the 8th BPC are tasked with harassing the Viet Minh communications.  While the bo-dois are continuously attacked by aircraft in front of the post, the paras violently engage their reinforcing units, managing to break the morale of the Viet Minh, who retreat across the Red River on October 15.

French Union - set up first, troops show plus six dummies

Elements of one company of the 2nd BEP (Foreign Legion Parachute Batallion)

Unit Quality:  elite

Unit Size:  1/2 section

Command Range:  3

Setup:  anywhere between rows B05xx and B19xx except in village A.

Viet Minh

Elements of Regiment 209

Unit Quality:  Line

Unit Size:  1 section

Command Range:  3

Setup:  Enter through hex 0107

Special Rules

Only mortars can place Smoke.

Game Length:  10 Turns

Initiative:  Viet Minh on the first turn, French have a +1 modifier on subsequent turns

Weather:  Good

Visibility:  Day

Terrain:

- Hill 1:  1a in B0312, 1b in B1011, 1c in B0714

- Hill 2:  2a in B1411, 2b in B2105, 2c in B1914

- steep hills

Victory Conditions

The Viet Minh player wins if he exits 10 combat steps through hex B2303 before the end of the scenario.  Otherwise the French win.

