“Then I found myself facing the Viets, who I welcomed with shots from my Colt. A

 grenade exploded between my legs.”

First Sergeant Bleyer, 3rd Batt. of the Foreign Legion’s 13th Demi-Brigade recalling the assault on position “Beatrice” at Dien Bien Phu March 13th , 1954

Indochina Variant Scenario: The Campaign Game (1950-55)

The following is an attempt to draw up a scenario to cover the whole course of the

1st Indochina War from 1950-54. The game can even be extended into much of 1955 to cover a possible later ending of the war (see special rules Scenario 2 & the details of the “Navarre Plan” on pages 22-23 of the magazine). Play of this long Campaign game scenario is speeded up & streamlined through some changes in the sequence of play, game year, and the Monsoon turns and other rules. Additional rules outlined below can be added to enhance play nuances and general historical period atmosphere.

Map Changes:
Add the towns of Hoa Binh & Nghia Lo (both FEF militia value 1) in hexes 2443 & 2546 respectively. In Scenario 1  the Communist Player starts in control of Hoa Binh, the FEF controls Nghia Lo. In Scenario 2 both are controlled by the Viet-Minh.

Random Events Changes:
53: The “Earthquake McGoon” event may only happen once per game. After it happens this event becomes: “Corrupt Pro-French Vietnamese Elite”: FEF loses

two supply points & removes one Vietnamese National Army “heavy” infantry or “light”

infantry group from the map. If none are currently on the map, he has to remove one pro-French Vietnamese guerilla or breakdown any Vietnamese div. (1st or 2nd) currently on the map. Also reduce FEF political points by –2.

54-55: If this is rolled before 1953, don’t treat it as No Event: instead (pre-53) read it as

“French Colonial Infantry or Police Reinforcements”. The FEF receive one French infantry group or one Gendarmerie in the FEF Staging area at no cost in political points.

56: If this is rolled before 1953, don’t treat it as No Event: instead (pre-53) read it as:

“Change in French Command”. Reduce FEF political points by –5. The FEF may launch no more than three land attacks/over-runs during this turn (ambushes don’t count towards this total).

64-66: If there has been no Intervention don’t treat it as No Event:, 64: becomes “FEF Paras”: The FEF receive one available French or Indochinese para unit at no cost in political points. 65: becomes “Targeted VietMinh Assassinations”: The Commie Player may remove one pro-French Vietnamese guerilla. Also reduce FEF political points by –2.

66: becomes “Command Breakdown”: reroll to see which side is affected “1-2”: FEF  “3-6”: Commie. During this turn the affected side may launch no more than two land attacks/over-runs (ambushes don’t count). Supply points may not be expended by the affected side for any reason other than Defense Enhancement during the turn of the event.  

The affected side also is hit with –3 political points. 

Note: The one time “French Emergency Reinforcements” is no longer considered an “Intervention Force” for purposes of 64-66 and the World War Three Check. The FEF

Player may not call for these units unless the FEF political index drops to 45 or less, or the Chinese have intervened.

FEF Air Rule Modifications:

FEF Air & Commie Artillery:

FEF units may not use air transport in or out of a town or fortification that has an effective “called” Commie Artillery unit adjacent to it. Airdrops, however of paras and supplies are still possible to such a hex. FEF may use air transport movement in or out of

cities regardless of any adjacent Commie Artillery. FEF Base units may not be used  

as an airbase for strikes when tracing ranges if an effective “called” Commie Artillery is adjacent. The Commie player must call out verbally which hexes/stacks have effective artillery units if he wishes to prevent FEF air transport & Air strike basing, the Commie is never required to reveal their location. Note: This way the Commie can close airfields through Artillery fire, as actually happened during the siege of Dien Bien Phu. The Commie may “call” the Artillery location right at the start of the French Air Transport Movement, or just before the start of French Air Strikes.

FEF units & Air Transport:

No FEF Player Mechanized, DNA, division sized units or Base units may use air transport. They were just too “heavy”, particularly for the transport planes of the day.

All other FEF land units may use air transport.

French Air Unit Maximums:

Maximums for French nationality air units on the map/in game at one time:

Strike: 8  Transport: 6

Air Strikes & Monsoon Weather:

All Air/Naval Strikes in Monsoon Weather are subject to a  –1 die roll modifier on the Bombardment Chart.

USAF B-29s:

B-29 Strikes cannot be combined with other Air/Naval Strikes on the same hex in the same air phase. If a B-29 strike does not yield a “CD” result, re-roll the die on a re-roll of “6” apply the special CD result for B-29s.

Laos and Cambodia: The Indochina War Backwaters

Background: For much of the time frame the game covers Laos and Cambodia were the 

“back of the beyond” corners of Indochina. Laos was not invaded by the Viet Minh until April of 1953 and Cambodia did not see major Viet Minh units on its soil until early 1954. In both countries the local anti-French insurgents were very weak and had been just recently organized (the Pathet Lao was created only in 1949 when 25 men gathered to form an “army”). Also the populations of these states were very low in comparison to Vietnam’s 25-30 million. Laos only had a million and a half people, while Cambodia had about five million or so. However in the game the FEF player can garner a harvest of  +11 political points a turn by simply continuing to hold these boondocks kingdoms. 

Change the FEF Political Points Phase values for Laos and Cambodian cities and towns as follows to the list below: 

FEF Player adds:

+1 each only for Luang Prabang, Vietiane, and Phnom Penh.

+1  for holding 5+ towns in Laos

+1  for holding 5+ towns in Cambodia

+1 for holding Battambang in Cambodia

The maximum FEF point harvest per turn for these backwaters is now down to +6 political pts per turn. Communist political pts for locales held in the two states remains unchanged.  One change is made in Vietnam for the Commies:  they get +1 Pol. Pt if they hold 5-9 towns in Vietnam at the Political Pts Phase, but with no deduction for the FEF side.

Monsoon and Game Year and Play Sequence Changes:

Play Sequence: Joint Mobilization:
To speed up play in the campaign game the concept of Joint Mobilization by the two players at the same time is introduced. Mobilization by both sides is conducted right after Random Events and just before the Communist Player-Turn starts. Separate FEF and Communist Mobilization is no longer carried out with the exception of the arrival of Intervention units and “French Emergency Reinforcements”. These Intervention and Emergency units may arrive (and costs for them are paid) at the start of each Player Turn, when called.

Sequence of Joint Mobilization:

1) Both Players roll to see how many supply points & free units the other one gets for USA or Chinese Aid.

2) Both Players determine how many political points they are spending and for which units and how many supply points & announce to each other what they are buying & the total political point costs when both are finished choosing.

3) The Communist Player places his newly mobilized units on the map while the FEF Player looks away from the board. The Commie while he is doing this may also rearrange the stack order of any of his stacks on the map.

4) The FEF player openly places his newly mobilized units on the map or in the correct box.

Game Year: Telescoping Monsoon Turns:

There are now only nine Game Turns per Game year.  The five Monsoon Game Turns become only two Turns referred to as “Early Monsoon” & “Late Monsoon” or “Monsoon 1” & “Monsoon 2” respectively. A Years worth of game turns would run as follows: Jan., Feb., March, April,  Monsoon 1, Monsoon 2, Oct., Nov. Dec.

New Telescoped Monsoon Turn Rules:

Since each Monsoon turn now represents the passage of two to three months some rules are changed to reflect that fact:

1) Roll on the Random Events chart twice each Random Events Phase during a Monsoon Game Turn. 

2) Up to four units on each side can double their movement allowance (at no supply cost) during Monsoon Turns. Moving units during Monsoon turns still pay normal Monsoon Movement Point costs. 

3) If a side conducts four or fewer attacks/over-runs(ambushes don’t count) during a Monsoon turn it garners a bonus of +4 Political points during the Political Points Phase at the end of the Game-turn.

4) Up to two-thirds (instead of 50%) rounded up of each FEF air unit type may be flown/used per Monsoon Game-Turn. Example: if the FEF had six airstrike and three air transport units it could use four and two respectively. The number of B-29s available (in the case of US Intervention) is never affected by Monsoon weather

5) All Air/Naval Strikes on the Bombardment table suffer a –1 die roll deduction during Monsoon turns.

(24.0) Political & Military Victory Conditions:

Background:  The Political and particularly the Military Victory Conditions given in the game seem almost impossible to obtain and do not well reflect the actual goals of each side in the conflict. It was not necessary for Ho Chi Minh to take every city on the map in order to obtain an unqualified military victory, simply over-running the Red River Delta would have sufficed to bring down the French Empire. In the case of the French, by 1953-54, they were no longer fighting for a military defeat of the Viet Minh, but simply for the survival of French influence in Indochina. 

Political Victory: 
Commie: Hold ten or more towns in Vietnam and have 30 more Political Points than the FEF

FEF: Hold all the capital cities: Luang Prabang, Vientiane, Saigon, Phnom Penh, Hue, Hanoi, Haiphong and have 40 more Political Points than the Communists.

Military Victory:

Commie: Hold three cities anywhere in Indochina & ten towns in Vietnam.

FEF: Hold all Cities in Indochina & all but five towns in Vietnam.

Other Random Rule Changes:

Fortification Marker Limits:

The FEF may only have up to 15 fort markers on the map at one time. The Commie up to 10. The Players may make up additional markers as required. Forts may be voluntarily removed during the owning player turn.

Underground Rules:

The Commie Player may also have up to three Viet Minh Regular infantry regts & 1 Death Cdo batt.. in  Underground Status at any one time. These regular units & commando have to be on or adjacent to a cultivated hex in Vietnam when they go underground. The Commies may never have more than 20 total units “underground” at one time. Historical Note: This is a way of representing the main force and regional Viet-Minh regts that operated throughout the entire war in pockets within the French “controlled” Red River Delta and behind the “De Lattre Line”. One way to cut down on record keeping is to mark these units with made-up “Underground Markers” and simply leave them in place (the FEF may stack on top of them) until they “surface” again.

French & US Marines:
The two FEF Marine (one US div, and one French group) units do not count against the Amphibious Invasion capacity of the FEF. They may be freely used for such invasions without counting against the limit. 

Increasing Commie Logistical Range:

The VietMinh continually increased the supply range at which they could support operations during the war. Therefore normal (not Monsoon) Communist Supply range varies by year as follows:

1950-51: 5 hexes

1952-53:   6hexes

1954:   7 hexes  1955:   8 hexes (now 4 hexes in Monsoon in this year only)

French Para Volunteers: (a new unit)

Once per game (1953 or later) the French may convert (at two supply points cost) any one French “heavy” infantry group to para status. French Political points have to be at 50 or less. Replace any French effective infantry (2-4) group within 2 hexes of a French base with the 2-4 (1-2 flip) “Volunteer” para group. This switch is done during the Joint Mobilization phase. The switched out infantry group can return on a later turn at the normal political point cost or via a random event. The “Volunteer” para group may not be returned to the game if eliminated. 

French GM Dismounts: (2 new units)

Add x  2 “Dismounted”(sans heavy equipment) French Nationality Mech. Groups a 3-5 that flips to a 2-3. This unit may be traded for any Effective 4-8 French Mechanized unit at a FEF base. Mech. Groups that have dismounted remain “heavy” units, but

may now  use air transport, in fact this would  be the main purpose of any swap. The unit may “remount” by returning to a base and trading with its original counter.

Starting & Ending the Campaign Game (1950-55):

The game starts with the same general setup as Scenario 1. The first Game-turn however is the “Monsoon 2” Turn of 1950. The second turn would be October 1950. In the Joint Mobilization Phase of turn 3 (November 1950) the FEF receives his “free” x1 mech  & x1 airborne groups per the scenario Special Reinforcement. Unit setup for both sides is the same, however the FEF have to garrison each of the x5 forts along the Chinese border with a least one French nationality: mech, infantry, or airborne group per fort. There is no requirement to maintain these garrisons after the initial setup. The Campaign game continues into 1955 if not ended by random event (ceasefire/WWIII) or sudden death (pol pt. Zero) victory or mutual agreement/exhaustion of the players.

Ending the Game At the end of “Monsoon 2” (Turn 46) 1955 roll the die, on a “1” the game ends. If continued a “1-2” at the end of Oct. 1955 ends the game. In Nov. 1955 a roll of “1-4” ends the match. Dec. 1955 (Turn 49) is always the last Game-Turn of the Campaign Scenario. Special Note:  it is suggested that all optional rules be used when playing the Campaign Scenario & in fact all the variant rules above and below assume the use of all optional rules.

Special Turn 1 (“Monsoon 2” 1950) Campaign Scenario Rules:

a) There is no Random Events Phase

b) The FEF Player during the Joint Mobilization Phase of Turn1 may only pay political points to bring on supply points or the two available French airborne supply markers. Other FEF units may not be purchased. 

c) No roll is made for US Military Assistance on Turn1.

d) French Emergency Reinforcements may not be called for on Turn 1.

Special Setup Note: Thanh Hoa, Thai Nguyen, & Hoa Binh start controlled by the Viet-Minh. No Viet Minh units may setup inside Vietnam within 4 hexes of Dien Bien Phu or 

2 hexes of Na San.

(29.0) Intervention Force (USA & CHINESE) Rule Changes:

USA Intervention:

General: Its not really logical that “US Ground Intervention” by itself contains no US Air-Naval support. Also the US when confronted with the problems of Indochinese terrain and distances would likely have at least made a stab at coming up with some 

few specialized units to meet the demands of the new war. Additionally with the Korean War lasting through the summer of 1953 its not likely that the US would have been willing or able to intervene before late ’53. Other issues are also dealt with below from 

B-29s to A-bombs to the logistical advantages the FEF would gain through an American Intervention.

Add the following US units to the counter mix (total of 12 counters)

x 1  B-29 marker

x 1  Base unit (1)-3 flips to a (1)-2

x 1 Airborne Supply Marker

x 1 US Army Infantry Div.(2nd Div.) 20-7 flips to a 10-4

x 3 US Army Parachute Regts 4-6s that flip to 3-3s 

      (504th, 505th, and 325th ) these can only be initially created by

      breaking down the 82nd Airborne. If eliminated they return 

      to play at the cost of 4 political points. The 82nd can only be returned

      to the board by rebuilding from the three component regts.(cost of –1 pol. pt.)

x 3 US Army Mechanized Regimental Combat Teams (RCTs) 5-8s that flip to 3-4s

      The above RCTs can only be initially created by breaking down any US Army Div. other than the 82nd Airborne If eliminated they return to play at the cost of 3 political points. The broken down div. returns to play as the 82nd Abn. Div above.

       Note: The US Marine div. may never breakdown

x  1 US Army Ranger Regt. 3+6 that flips to a 2+4 (USSFGp). If eliminated this

      unit returns to play at the cost of 4 political points.

x  1 “Dismounted”(sans heavy equipment) US Army RCT/Para Regt. a 3+4 that flips to a 2-2. This unit may be traded for any US RCT/Para Regt at a FEF/US base. Para units that 

have been dismounted may not airdrop, but may still use air transport. RCTs that dismount may also now use air transport. The unit may “remount” by returning to a base

and trading with its original RCT/Para Regt. counter. Note that the flip side reverts to a “heavy” unit.

Timing and Levels of US Intervention:  No US Intervention can be called until Nov. 1953, there are now four different levels of US Intervention: air/naval, limited ground, full ground, and atomic. The first three are cumulative, for example limited ground also includes forces received under air/naval and full ground includes all the forces from the other two types of conventional Intervention. The FEF Player may move up the escalation ladder on succeeding turns by upgrading the level of intervention.

Air/naval: Cost is 20 political points added to the Commie Total: the FEF player gets 2 B-29 air units and two die rolls worth of other air (transport or strike). In addition the CIA unit arrives along with one (only) naval support unit. Also one US airborne supply marker is now available. This intervention may not be called unless the FEF political point total is 50 or less or the Chinese have already intervened. Starting the turn following Air/naval Intervention the FEF gets 2 supply points per turn free in addition to any US aid from the table.

Limited Ground: If upgraded from Air/Naval the cost is 10 political points, if done directly the cost is 30 political points added to the Commie Total. The FEF gains the forces listed above for Air/Naval plus the following assets: One US division (of any type) & one base unit. Also the breakdown Parachute Regt./RCT units are now available for use along with the “Dismount” RCT/Para Regt. This intervention may not be called unless the FEF political point total is 45 or less or the Chinese have already intervened.

Starting the turn following Air/naval Intervention the FEF gets 5 supply points per turn free in addition to any US aid from the table.

Full Ground: If upgraded from Air/Naval the cost is 30 political points, upgrade from Limited Ground is 20 political points. If done directly the cost is 50 political points added to the Commie Total. The FEF gains the forces listed above for Air/Naval & Limited Ground plus the following assets: 1 B-29 air unit, two die rolls worth of other air (transport or strike), one base unit, one naval support unit, and one die rolls worth of US divisions (of any type). Also one additional US airborne supply marker is now available.
This intervention may not be called unless the FEF political point total is 40 or less or the Chinese have already intervened. Starting the turn following Full Ground Intervention the FEF gets 8 supply points per turn free in addition to any US aid from the table. Three turns after Full Ground Intervention the FEF receives one US port counter and the US Army Ranger Regt.

Atomic:  This is a stand alone option. It cannot be declared or called for until January 1954 & the FEF political point total is 35 or less or alternately if the Chinese have intervened. Once it is called for the player rolls one die to see how many atomic strikes he has available:  die roll “1” is one strike “ 2-4” is two strikes  “5 or 6” is three strikes. The political cost for using the atomic strike(s) is only paid when the bombs are actually dropped (50 political points added to the Commie total). The FEF Player is never forced to use available atomic strikes.

Note: If the above political point additions push the Communists to 100 (max) political points reduce the FEF Political Pt. Total by the following amounts depending on the Type of Intervention called:  Air/Naval: 0 pts Limited Ground: 5 pts Full Ground:10 pts Atomic: 10pts.

Special Rule: Maximum #s of USA Air units the FEF may have on map at one time:

B-29: 3   Strike: 13   Transport: 8

World War Three Check Table: Only the highest level of US conventional Intervention is considered as a + modifier. Air/Naval& Limited Ground is at +1  Full Ground +2. Atomic is still +4 more on top of any US conventional Intervention.

Chinese (PRC) Intervention:

General: Some of the same kinds of factors affecting the USA Intervention also apply in their own national specific way to the possibility of PRC Intervention in the 1st Indochina War. China too was engaged in Korea until mid-’53. The seven PRC units in the counter mix represent just a fraction of the forces the Chinese would have available to deploy into Indochina. During the late-1950 Korean Intervention, for example, the PRC deployed into combat some 30 divisions as an initial force alone. 

Add the following PRC units to the counter mix (total of 16 counters):

x 1 Base unit: (1)+3 that flips to a (1)+2   rebuild cost 4

x 6 Infantry Divisions: 10+5 that flip to a 5+3 rebuild cost 6

x 2 Cadre units: 1+6 that flip to a (1)+3  can be rebuilt at the cost of 2 political points

x 4 Artillery Regt. 5-4 that flip to a 3-2 can be rebuilt at the cost of 5 political points

x 3 Breakdown Infantry Regts  3+5 that flip to (2)+3

The above Infantry Regts can only be initially created by breaking down any PLA Infantry Div. If eliminated they may be replaced at the cost of 3 political points. The broken down inf. div. may only re-renter play if the 3 regt. are recombined (cost –1 pol. Pt.) All Chinese units may only be rebuilt anywhere in China within 3 hexes of a Chinese city. 

Timing and Levels of PRC Intervention:  No PRC Intervention can be called until Nov. 1953, there are now three different levels of PRC Intervention: Covert, Limited , and Full. These three are cumulative, for example Limited also encompasses forces received under Covert, and Full also includes all the forces from the other two types of PRC Intervention. The Communist Player may move up the escalation ladder on succeeding turns by upgrading the level of intervention.

Covert:  The cost is 10 political points added to the FEF Total. The Commie gains the following: One PLA division, Two PLA cadre & One PLA Artillery regt. Also the 3 PLA inf. regt. units are now available for breakdown use. This intervention may not be called unless the Commie political point total is 50 or less or the USA has already intervened. Starting the turn following Chinese Covert Intervention the Commie Player receive 2 supply points per turn free in addition to any Chinese aid from the table. PLA Cadre is treated just like Viet-Minh Cadre for all game purposes.

Limited : If upgraded from Covert the cost is 20 political points, if done directly the cost is 30 political points added to the FEF total. The Commie gains the forces listed above for Covert plus the following assets: Five PLA infantry divisions, two Artillery regts. & one base unit. This intervention may not be called unless the Commie political point total is 45 or less or the USA has already intervened. Starting the turn following Limited PRC Intervention the Commie receive 3 supply points per turn free in addition to any Chinese aid from the table.

Full: If upgraded from Covert the cost is 40 political points, upgrade from Limited  is 20 political points. If done directly the cost is 50 political points added to the FEF Total.
The Communist gains the forces listed above for Covert & Limited PRC Intervention plus the following assets: Six Infantry divisions, one Artillery regt., & one base unit.

This intervention may not be called unless the Commie political point total is 40 or less or the USA has already intervened. Starting the turn following Limited PRC Intervention the Commie receive 4 supply points per turn free in addition to any Chinese aid from the table. Also the Commie gets two other advantages from Full PRC Intervention.

a) Chinese Air Force: FEF has to roll one die per turn and reduce his available air points (after any reduction for monsoon) by the amount on the die for that turn.

b) Free Chinese Replacements: The Commie may re-enter one eliminated PRC infantry division per turn at no political point cost…the “freebie” starts the turn after Full PRC Intervention and arrives each joint Mobilization Phase.

If the above political point additions push the FEF to 100 (max) political points reduce the Commie Political Pt. Total by the following amounts depending on the Type of PRC Intervention called:  Covert: 0 pts Limited : 5 pts  Full:10 pts 

World War Three Check Table: Only the highest level of PRC  Intervention reached is considered as a + modifier. Covert is at:  +0  Limited: +1 Full: +2.

