“It was 3,000 of them against eighty of us”

                                              Capt. Jean Lucciani, 1st Foreign Legion Parachute Batt.

         Describing the final Viet Minh assault against strongpoint                        “Hugette” 4  at Dien Bien Phu May 4th, 1954

Indochina Military Additions:

FEF Armor Superiority & the Viet-Minh 202nd Mech.:

FEF Effective Mech. units attacking or over-running into clear terrain or along a road/trail into a Town/City/Cultivated Shift One right in the combat. The FEF attacking force does not have to solely consist of mech units to receive the bonus, one or more mech units attacking/over-running in these circumstances imparts the Shift.“Dismounted” FEF Mech. units are considered to be infantry.

If the Communist Viet-Minh Mech unit (202nd regt.) attacks/over-runs into the same terrain as above it also receives the above bonus, but only if there are no FEF Mech units in the attacked hex and the 202nd Mech is at Effective status.

Combat Terrain Modification Clarification:

A Player can only receive one terrain modification for the terrain in a hex when defending in it.  Use the most favorable one for the particular defender if there is more than one terrain type (for example Cultivated in a town or city). 

Counterattacks:

This rule changes the sequence of play a little. Insert a Counterattack Phase at the end of each Combat Phase in both Player-Turns. During the Counterattack Phase the non-phasing Player rolls one die to determine how many attacks he can launch on adjacent enemy units anywhere on the map according to the normal rules, with one exception: counterattacks may only be launched from a single hex. Roll one die on the chart below for the number of allowed counterattacks (and in the case of FEF players air strikes).

Units may only attack once per counterattack phase.

Die         Communist               FEF

Roll        Player Roll:              Player Roll:

0      

0                           0/0




1      

0                           1/0

2      

1                           1/1

3      

1                           1/1

4         

2                           2/1

5          
2                           2/2

6          
3                           3/2

7+        
3                           3/2

Always deduct (both sides) one from the die roll if this is a monsoon turn.

Counterattacks always count as an attack for political/random events purposes.

Communist:  # = number of counterattacks that can be launched

FEF:  #  to left of slash= number of counterattacks that can be launched

          #  to right of slash= number of  available air strike units that can be used

                                          for a strike mission before any counterattack takes place.

                                          (B-29s cannot be used for such strikes)

FEF: Adds 1 to the die roll in Scenario 1 or the Campaign game until the event “Change in French Command”(see variant) happens. Deducts 1 if Commie 35+ higher in political points. Add 1 if at Limited or Full USA Ground Intervention.

Commie: Adds one to die roll 25+ higher than the FEF

                Deducts one to die roll 20+ lower than the FEF
Sappers vs.FEF Fortifications:

After a declared (Shift One Right) attack by a Viet-Minh “Death Commando”(DC) on a FEF fortification hex roll one die; on a “5 or 6” remove the Fortification from the map. A result of  “1-4 “ has no effect. No more than one DC unit can be mobilized per turn and only if located with a Viet-Minh Cadre inside Vietnam or China.

Sappers vs. FEF Airfields: (1951 & later only)

A Viet-Minh “Death Commando”(DC) unit located adjacent to a FEF base unit may announce a special “airfield raid” attack during any Viet Minh Reorganization Phase. No more than one such raid can be called per Viet Minh Reorganization  Phase. Roll one die for results of the raid: “1 or 2 “= Failure eliminate DC  “3 or 4”= No effect  5= eliminate DC & any one FEF air unit 6= eliminate one FEF air unit. Normal pol. Points are charged for the eliminations. If an air unit is eliminated re-roll the die to determine the type 1-2 air transport 3-6 air strike. B-29s may never be eliminated by such raids.

Historical Note: The Viet-Minh launched an extensive program of raids on French airfields during 1954, literally dozens of French aircraft were destroyed or badly damaged on the ground.

Some Consolidated Scenario Setup Notes:

Mong Cai:  In the “Red Tide” scenario one of the available FEF fortifications must be set up in Mong Cai on the Chinese border. In Scenario 2 Mong Cai should probably start under FEF control with a fortification, but I haven’t researched whether or not it was still held by the French at that late date in the war (October 1953).

Scenario 1: Communists control Thanh Hoa at start (they seem to from the maps I’ve seen) & Hoa Binh (see variant for this location). They also control Thai Nguyen (source 

on this control in Sept.1950 is Vietnam at War by Phillip B. Davidson).

Scenario 2: Communists control Na San & Hoa Binh. FEF controls Ninh Binh (the French only abandoned Ninh Binh in June 1954 after Dien Bien Phu had fallen). Na San was abandoned in early August 1953 when some 9,000 men pulled out via air transport.

Pathet Lao: In all scenarios (including Red Tide) all Pathet Lao units (including militia) have to start within 4 hexes of Sam Neua. 

In Scenario 1 the Communists may not setup in Vietnam within 4 hexes of Dien Bien Phu or 2 hexes of Na San. In Scenario 1 and “Red Tide” Nghia Lo is FEF controlled, in scenario 2 VM control.

In Scenario 2 the FEF has a fortification in hex 3029 (this was the French main base in the Laotian Panhandle at Seno it was threatened by the VM in 1954).

FEF Air Strike Changes: The Final Word

Keep the current air system pretty much intact (still no close support, since each player-turn is two weeks to one month of action), but make the following combat results and rules changes to the air and supply rules. Some of these changes have already been talked about on consimworld.

1) Commie Divisions may not be eliminated solely by strikes (even B3), except atomic strikes) 

2) Commie units may not be eliminated by strikes unless a B3 result happens vs. an already Disrupted unit, or by atomic strikes. 

3) Disrupted Bases (both sides) may provide supply points, but reduce the range (if Commie only) by one hex from their normal range. 

4) The FEF Player may not strike non-adjacent Commie units during the Air Phase of the 

Communist Player-Turn, or when counterattacking or conducting over-run/ambush    combat.

5) Commie “Death Commando” batt. units are never effected by any strike result except a B3 result (elimination in that case) or an atomic strike.

6) The FEF may only “fly” up to 3 air units(transport or strike) twice per Game-turn by paying the supply point cost to place them back in the available box at the start of the FEF Player-turn air phase. This limitation is increased to 6 air units at any level of American Intervention. B-29s may never be “flown” twice per Game-turn.

USSR Intervention in Indochina:

The following represents active USSR Intervention in Indochina beyond the level of basic logistical support to the Chinese. The main effect of this Intervention is to increase the forces the PLA can deploy against the FEF, however some specialized units are added to show the types of forces & new “toys” that Soviet Russia could have provided to support its “comrades”…..

Add the following units to the Communist Countermix (total of 13 units & markers):

x3 PLA Infantry divs 10+5

x1 PLA Artillery Regt. 5-4

x3 PLA Mech Regts  3-6   flip to  1-3        (see special rules)

x1 USSR Cadre           1+4 flip to (1)+2   (see special rules)

x1 USSR MIG Fighter Marker                   (see special rules)

x1 USSR IL Transport Marker                     (see special rules)

x1 USSR/PLA Rocket Arty. Regt. 9-(4)-3 flip 4-(2)-3  (see special rules)

x1 USSR/PLA Engineer Regt. 2-4 flips to a 1-2  (see special rules)

x1 USSR Air Supply Marker (see special IL Transport rules)

Conditions and Arrival of USSR Intervention:

USSR Intervention may not be declared before Feb. 1953. There is only one level of this Intervention and the cost is 20 pol. Pts added to the FEF total (-5 to the Commie total also if FEF hits 100). USSR Intervention may only be declared if the Communist Player is already at Limited or Full Chinese Intervention. Additionally the Communist has to be below 50 Political points, or the USA has intervened in order to make USSR Intervention “politically correct” & possible. USSR Intervention units appear as follows:

USSR Cadre, PLA Infantry & Artillery units: arrive in China within 3 hexes of a Chinese City immediately. USSR Cadre costs 3 Political Points to replace & -3/+2 when elim.

PLA Mech. Regts: receive one per turn on each of the three turns after the USSR turn of Intervention within 3 hexes of a Chinese City.  PLA Mech regts can’t be replaced. 

USSR MIG Fighter, IL Transport & Air Supply Markers: receive on the turn after USSR turn of Intervention. These markers are held off to the side until used.

USSR/PLA Rocket Arty. Regt receive two turns after USSR turn of Intervention within 3 hexes of a Chinese City. This unit costs 5 political points to replace.

USSR/PLA Engineer Regt: receive on the turn after USSR turn of Intervention within 3 hexes of a Chinese City. This unit costs 4 political points to replace

Additionally starting the turn after the USSR intervention the Communist Player receives 2 additional supply points per turn for “free”. This is in addition to any supply points

provided via Chinese aid or Intervention.

USSR Intervention Special unit rules & abilities:

PLA Mech. Regts: These units have the same “Armor Superiority” advantages as the Vietminh 202nd Regt. (see above). 

USSR Cadre: A disrupted Communist unit stacked with an effective USSR cadre may undisrupt and flip to the effective side during the Commie Recovery Phase at no supply cost on a die roll of 1-4 (1-3 if in an enemy ZoC. The USSR cadre may attempt to undisrupt up to two units in the same stack in this manner per player turn. The Soviet cadre must be able to trace a supply line of any length back to a Commie base in order to exercise this ability. The USSR cadre may not operate more than 10 hexes from China.

USSR MIG Fighter: This marker may be used once per game turn to intercept a FEF strike or transport mission that is taking place within 11 hexes of a Chinese city. To judge location the interception hex must be one in which an air strike is taking place or the beginning or end hex on an air transport/airdrop mission. Roll 1 dice to find result of the interception: “1,2”= MIG shot down remove and return to play at no cost two turns later  “3”= no result “4, 5”= mission aborted by one of the intercepted units (FEF choice) “6”=One intercepted Air unit shot down& eliminated and mission aborted for any units/markers carried by a shot down air transport unit. A shot down MIG adds +2 to the FEF political index. Add 1 to the MIG roll if the USA has not yet intervened. B-29 missions may never be intercepted.

USSR IL Transport Marker:  This marker may be used once per game turn to transport a Communist Cadre or a Viet-Minh/Chinese Regular Infantry regiment or the USSR air supply marker from a Chinese City to a hex up to 25 hexes away (traced over land not sea only). These transport missions take place during the air phase of the Commie Player-Turn. The destination for the missions may be any Commie controlled town or city hex with a Communist militia unit present that is not within 3 hexes of an FEF ground unit. Additionally no hex of the traced flight path may pass over fully sea hexes or within 3 hexes of an FEF ground unit. Roll one dice for each transport mission on a “1” the air transport marker is shot down with all on board and returns at no cost three game-turns later “2-3” mission aborted for that turn “4-6”mission successful. Deduct 1 from the roll if the USA has intervened. A shot down IL adds +1 to the FEF political index plus the adjustments for loss of any carried cadre or infantry regt.. After it is used up (or shot down) the first time, the USSR air supply(used just like the FEFs) may be repurchased for 3 political points.

USSR/PLA Rocket Arty: The unit has separate attack and defense strengths. The second bracketed number is the strength on defense only. If the unit attacks while on its effective side—immediately flip it over to the disrupted side after rolling the die, but before applying any combat results. The unit also has the AA abilities of regular artillery.

USSR/PLA Engineer Regt: If this unit joins an attack on a French fortified hex & is on its Effective side the battle shifts one right in favor of the Commie. The Engineer Regt., if it does not attack or move in its player turn, may build a fortification in the hex it is in during the following Commie Recovery Phase at no supply point cost. 

World War Three Check Table: USSR intervention adds +1 to any roll on the WWIII check table.

USA Intervention & Incursions into “Red”China: “Security Zone” rules

 Full Ground USA Intervention also allows the FEF player the option of declaring a “Security Zone” inside China. The declaration may be made at the start of any game-turn once four or more USA divisions are deployed in IndoChina. Add 20 points to the Commie Political total. All hexes adjacent to Vietnam in China from hex 1850 to 1242 may now be entered & attacked by FEF forces, and any hex in China may be struck by airstrikes (but not atomic attacks), FEF forces may also attack/over-run and ambush from hexes within the “Security Zone” into adjacent hexes in China that are still prohibited to FEF entry. FEF units in Vietnam border hexes have ZoCs that extend into “Security Zone” hexes. FEF units in “Security Zone” hexes have ZoCs that extend into all adjacent hexes. If the 20 pts added to the Commie pol. Index bring the total to 100 reduce the FEF pol. Index by five.

World War Three Check Table: If there is any FEF unit in the “Security Zone”, or if the FEF bombed China on the last game-turn add +1 to any WWIII check.

Viet-Minh Inter-Zone V, FEF Beach-heads, & “Operation Atlante”:

The following is an attempt to better represent some of the important features of the war in the hard-core Communist controlled Central Coast area of Vietnam designated by the Viet-Minh as “Inter-Zone V”. This area was also the site of the major French amphibious landing of the war(“Operation Atlante”) in Jan. 1954. 

1) Add the towns of Tuy Hoa (hex 1912), Bong Son (1816), Cheo Reo (2114) & An Khe (hex 2016). Tuy Hoa & Bong Son are always Viet Minh controlled w/militia at the start of any scenario, An Khe & Cheo Reo are always FEF controlled at any scenario start. All of these towns should show FEF militia strength of (1).

2) The FEF Player receives an additional bonus of +3 political points if he holds 

Tuy Hoa or Qui Nhon for three consecutive Communist Player-turns. This bonus is only awarded once per game

3) The Commie Player receives an additional bonus of +2 political points the first time he takes control of each of the following towns in a scenario: Kontum, Pleiku, Nha Trang, Tourane, Da Lat, & Ban Me Thuot.

FEF Beach-head Bases:

These cost 3 supply points and may be purchased only during the Mobilization Phase.

Beach-head Bases are held off the map until they are deployed at the end of a FEF Player-Turn in any coastal hex occupied by an FEF unit. The FEF may have no more than two (or three if at Limited/Full USA Ground Intervention) beach-head bases on or off map at one time. Beach-head bases have only one step with the values of (1)-0. They may never move or be used as a base for FEF Air Strike units. They may be voluntarily removed from play at the end of a FEF Player-Turn, so that the marker can be repurchased & reused. Beach-head bases can be used to allocate supply points (just like a normal base unit). They are always considered to be “in supply” and units and regular bases may trace supply lines to them. Up to one FEF regt./group may naval move per turn  from or to the beach-head just as if it was a port.

FEF amphibious “surge” markers:

These cost 3 supply points and -2 political points. Up to one per turn can be purchased each FEF Reorganization Phase. Each “surge” marker can be used and expended/removed for one of two purposes:

a) To increase a FEF player-turns amphibious capacity by two regiment/groups.

b) To evacuate up to two regiment groups from any coastal hex. The “evaced” units may return to any friendly port/beach-head that has port capacity to accept them that player turn, alternately the units could be “evaced” to the “Far East Staging Area” box.

No more than 2 FEF amphibious “surge” markers can be in play & held off map for later use at any one time. They both may be used in the same FEF player turn.

Semper Fi!:

Combat odds always shift one in the FEF’s favor when the US Marine division attacks, defends or over-runs while on its Effective side.

