“Navarre will then be faced with the crucial decision of whether to engage more forces or fight it out to the last man with what is left at Dien Bien Phu.”

U.S. Ambassador Heath in Saigon in a secret night action cable to the State Dept.

March 31st, 1954

FEF Air Transport Ranges:

FEF Air Transport/Airdrop missions that move a unit more than 12 hexes from one airfield to another hex cost one supply point to execute. In the case of airdropped supply this range is traced from the nearest French base to the airdrop hex. In the case of arrival via air transport/airdrop from the FEF Staging Box this is always treated as an over 12 hex mission and therefore costs one supply pt. There is no need to trace a supply line, just expend an available supply pt.

Note: This prevents the French from easily moving entire groups of forces from one side of Indochina to another. Historically they had few transport aircraft and many of the ones they used in the conflict were requisitioned from civilian airlines for limited periods of intense effort. 

FEF Ports: 

In order for FEF units to arrive from the FEF Staging Box to the map via a port the French need simply to control the port, there is no need to have a base at the port. Tourane (Da Nang) is considered to be a minor port. Up to one regt/group may land at Tourane per turn if controlled unless the location is improved via American Intervention and the US port marker. FEF units may move via “naval movement” from one controlled port to another up to the capacity of both ports (the naval moving unit, which has to start in a port, counts against both the leaving and arriving port’s limits without counting against that turn’s amphibious capacity).  Naval and amphibious moving units may not continue movement after landing.
Stacking: 
A Player cannot have any number of cadres, bases, or battalions in a hex. Only one unit of these types per hex stacks for free the rest count against the hex limit just as if they were a regiment or group. 

Limited French Nationality Battalion Breakdown:

Add the following available battalion units to the French countermix:  x2 para batt: 1-6s x3 infantry batt: (1)-4s x2 mech batt. 1-8s. None of these units have disrupted sides, they are eliminated if disrupted in combat. These units may be created during the FEF reorganization phase at the option of the FEF player by voluntarily disrupting an effective French nationality para, infantry, or mech. group and placing the available “detached” battalion of the same type in the same hex and at the same time paying a -1 political pt. cost for each such battalion unit created. The “detached” battalion operates until it is eliminated in combat or “disbanded”.  A “detached” battalion that can trace an overland supply line to a French Base may be “disbanded” in any FEF Reorganization Phase thereby also granting the FEF Player +1 political pt. Eliminated or “disbanded” batt. units may be reused in future FEF Reorganization Phases. French batt units count just like group/regt.sized units for purposes of air transport capacity. “Dismounted” GM Groups (see variant rule in “Indochina file) may not “detach” a battalion.

Communist Regional Force Conversion:

A Viet Minh effective guerilla unit stacked with a Viet Minh (or Chinese) Cadre may convert itself to an effective Regular Infantry Regt. with the expenditure of one supply point & -1 political point during the Communist Reorganization phase. The stack doing the conversion (guerilla unit to regular regt.)  has to be within supply range of a Communist Base unit. No more than one unit per turn may do such a conversion unless the Chinese are at Limited or Full Intervention. In those two cases the limit is moved to two guerilla units stacked with cadres. Underground Guerilla units may not convert. 

Note: One Viet-Minh method of creating new regular units was to upgrade existing regional guerilla forces to regular troops.

