“Under the enemy napalm bombs, even the stone and earth took fire…our fighters held on, our guns continued to fire…Covered with blisters, our men were still able to smash their attacks…”

Vietminh Gen. Tran Do’s somewhat romanticized remembrance of improvised French 

napalm bombing from C-47s at Dien Bien Phu March 24th , 1954

Political Variants for Indochina:
The rules below are intended to add more of the political/small war dimension to game play, and enhance the aspect of manipulating both political indexes. The special new political mission of subversion may now be run by both sides’ cadre units. Additionally the Commies can impose their will on the populace through “Red Terror” & the FEF have a new role for their Gendarmerie (Police) units and a once per game turn recon mission capability for their GCMA and CIA cadre units.

Capturing Cities/Towns:

Both Players now get political points (and get political pts deducted) the instant that they take, retake, or lose cities or towns in Indochina during the course of the game.  Note: This rule will tend to encourage Historical Play since each player will get a political point bonus (and impose a deduction on his opponent) by taking locations.

Communist:

Commies take any of these cities in Cambodia & Vietnam: 

Phnom Penh, Hue, Saigon, Hanoi, Hiaphong,:  +4 Commie –3 FEF

Commies take the Royal Capital of Luang Prabang(town) or the administrative Capital

of Vientiane(city) in Laos: +3 Commie –3 FEF

Commies take any other town in Indochina +1 Commie –1 FEF

Commies take any other city in Cambodia or Vietnam: +2 Commie –2 FEF

Commies take Ninh Binh or Nghia Lo for the first time during a scenario: +1 Commie –2 FEF 

(this is in addition to the normal +1 & -1)

(Historical Note: Ninh Binh should start FEF controlled in Scenario 3, it was near the seat of a heavily Catholic Bishopric, Nghia Lo was a pro-French hill tribe capital)

Commies hold two of the three following towns for one FEF player turn:

Dien Bien Phu, Na San, Lai Chau: +3 Commie –3 FEF

(Awarded once per scenario and has already occurred in Scenario 3---

represents the over-running of the pro-French T’hai hill country  Note: Na San starts under Viet Minh control in Scenario 3)

FEF:

FEF take any town in Indochina +1 FEF –1 Commie

FEF take any city in Indochina: +2 FEF –2 Commie

FEF holds Hoa Binh for two Commie Player Turns 1951 & later: +4 FEF

( awarded once per scenario and has already occurred in Scenario 3)

Political Subversion:

Communist Subversion:

Subversion missions are run by Effective Communist Cadre units located in their home country targeted against same nationality pro-French units or the pro-French militias strength (1) that are printed on the map & that are located in the same country within 2 hexes of the subverting Cadre unit. The Subversion missions may take place during the Communist Reorganization Phase only, and up to three (3) missions may be attempted per Communist Reorganization Phase. No more than one of these missions may be conducted in Laos or Cambodia per Communist Reorganization Phase. The Communist Player expends –1 political point for each subversion mission run. Roll die on Table Below:

                                                       Target

                    Pro-French Cambodian,            Pro-French 

  Die              Vietnam, or Laotian                 Militia

 Roll                  National Army unit              Strength (1)*

0                             BF                                     BF                           

1                             NE                                    NE                                     

2                             NE                                    NE

3                             Int.                                    NE

4                             Int.                                    NE                              

5                             Int.                                    Def.

6                             Des.                                  Def. 

7                             Des.                                  Def.   

* Only strength (1) pro-French Militia without any pro-French unit(s) stacked                             

on it may be targeted. Ninh Binh & Tay Ninh Militia may never be targeted.

Deduct 1 from the die roll if the subversion target is a Vietnamese National Army Infantry Division, or any National Army para/mech unit. Add 1 to die roll if the Commies are 30+ political points above the FEF. Deduct 1 to die roll if the Commies are 20+ political points below the FEF level. Deduct 1 if it is a Laotian National Army unit or Militia strength being targeted. 

Explanation of Results:  NE: No effect

Des: Desertion, the unit is removed from play, treat as eliminated for political pt. purposes.

Int.: The unit remains inactive until the end of the current Game-Turn, it may not move, attack, use supply points for any purpose, or conduct an ambush. It retains its ZOC.

BF:  Subversion Backfires, Communist loses two political points.

Def: Militia Defects to Communists. Place a Communist Militia unit on the town/city.

Treat as “taken by Communists” for immediate political point swings.

Limitations:  A given cadre may only in engage in one subversion per Communist Reorganization Phase. Chinese cadres may not do subversion. A given pro-French National Army unit or pro-French Militia strength may only have subversion attempted against it once per Communist Reorganization Phase. French & American Nationality units may never be subverted. The Communist Player has to call out which hex he is conducting each subversion mission from.

FEF Subversion:

FEF Subversion missions are run by Effective FEF cadre units located anywhere in Laos, or in Vietnam within 5 hexes of Dien Bien Phu, or one hex of Hoa Binh. These

 missions can only be targeted against Communist guerilla units located in the same areas

within two hexes of the FEF cadre running the mission. The Subversion missions may take place during the FEF Reorganization Phase only, and up to one (1) mission may be attempted per FEF Reorganization Phase. The FEF expends –1 political point per Subversion mission conducted. Roll of the Table below:

Die 

Roll

0    BF

1    NE

2    NE

3    Des.

4    Des.

5    TC

6    TC

7    TC/Pol.

Deduct 1to die roll if the Commies are 30+ political points above the FEF. Add 1 to die roll if the Commies are 20+ political points below the FEF level. Add 1 if it is a Pathet

 Lao Guerilla being targeted. 
Explanation of Results:  NE: No effect

BF:  Subversion Backfires, FEF loses two political points.

Des: Desertion, the unit is removed from play, treat as eliminated for political pt. purposes.

TC: Turncoat, remove from play, the unit becomes a pro-French guerilla unit of the correct nationality, treat as eliminated for political pt. purposes, but place a pro-French guerilla unit on or adjacent to the cadre that conducted the mission.

TC/Pol.: French get the Turncoat Result & add an additional +2 to their index.

FEF Recon:

FEF Recon missions are run by Effective FEF cadre units located anywhere in Indochina.

 These missions can only be targeted against any one Communist stack located

within two hexes of the FEF cadre running the mission. The Recon missions may take place during the FEF Reorganization Phase only, and up to one (1) mission may be attempted per FEF Reorganization Phase. The FEF expends –1 political point per Recon mission conducted. FEF Recon is always conducted before Subversion, 
and the same FEF cadre unit may not do both missions in the same FEF Reorganization Phase. Roll of the Table below for the result of the Recon mission:

Note: Commie stacks in cities/towns may not be targeted for recon

Die Roll:

0    CE

1    NE

2    Intel.

3    Intel.

4    Intel.

5    SK

6    SK

7  SK/Pol.

Deduct 1to die roll if the Commies are 30+ political points above the FEF. Add 1 to die roll if the Commies are 20+ political points below the FEF level. Add 1 if it is a Commie stack in Laos, or in Vietnam within 5 hexes of Dien Bien Phu being targeted. 
CE: Cadre ambushed and eliminated (normal political point adjustment)

NE:  No effect

Intel. : Communist has to reveal composition of stack

SK: Skirmish, cadre is disrupted, Communist has to reveal composition of stack, any one Communist unit (other than a division) has to be disrupted at the choice of the Commie Player.

SK/Pol.  Same as Skirmish but Communists lose –2 additional pol. Pts.

Communist “Red Terror”:

“Red Terror” is conducted by a Communist (who else?)Effective cadre unit located adjacent to a FEF active militia strength hex. “Red Terror” is conducted during the Communist Reorganization Phase & costs the Commie –1 Political Point. No more than one (1) “Red Terror” mission can be done per Communist Reorganization Phase and it is always conducted before subversion. The same cadre cannot be used for both missions in the same Communist Reorganization Phase. Red Terror can never be executed against Ninh Binh & Tay Ninh. Roll on the table below when executing the mission:

0  CC

1  CC

2  NE

3 Col. Shift

4 Col. Shift

5 Red Terror

6 Red Terror

7 Red Terror/pol.

Add 1 to die roll if the Commies are 20+ political points above the FEF. Deduct 1 to die roll if the Commies are 20+ political points below the FEF level.  Deduct 1 if it is a Laotian  Militia strength being targeted. 

CC: Cadre Compromised eliminate Communist Cadre on the mission normal pol pts for the loss are scored/lost.

NE: No effect

Col. Shift: All Commie attacks against the hex shift one right this Player-turn only

Red Terror: Place a “Red Terror” Marker on the hex. All Commie attacks against the hex shift one right until the “Red Terror” marker is removed. The “Red Terror” marker can only be removed via a “Special Police” Operation, or voluntarily by the Communist Player.

Red Terror/pol. Same as above, but the Commies also get a political bonus of +3 Pol. Pts

The Communists may have no more than six “Red Terror” Markers on the map in Vietnam at one time, and no more than one each in Laos & Cambodia. The Communists may always voluntarily remove “Red Terror” Markers at the end of their Player-turn. 

“Red Terror” may not be attempted against a city/town hex with a FEF fortification marker on it, or a  French Gendarmerie unit in it.

FEF “Special Police” Operations:

“Special Police” Operations are conducted by Effective FEF Gendarmerie units located adjacent to Communist Militia units or stacked with a “Red Terror” Marker. This operation is always conducted after Subversion, and Recon in the FEF Reorganization Phase. Up to two (2)“Special Police” Operations can be conducted by the FEF Player per FEF Reorganization Phase. A given Gendarmerie unit may only participate in one “Special Police” Operation per FEF Reorganization Phase. Roll on the following table. Each “Special Police” Operation costs the FEF Player –1 Political Point. 

Note: When using this rule Communist Militia are always shown “on top” of the stack.

Die             Target-- Adjacent                    Target---Stacked with

Roll            Communist Militia                  “Red Terror Marker”

0                        BF                                                 BF

1                        AM                                                NE

2                        NE                                                 NE

3                        ME                                                RE

4                        ME                                                RE

5                        SSK                                               RE

6                        ME//pol.                                        RE//pol.

7                        ME//pol                                         RE//pol.                  

Deduct 1to die roll if the Commies are 30+ political points above the FEF. Add 1 to die roll if the Commies are 20+ political points below the FEF level. Add 1 if it is a Commie Militia unit, or “Red Terror” Marker in Laos being targeted.

Explanation of Results:

NE: No effect

BF:  Operation Backfires, FEF loses two(-2) political points.

RE:  Remove “Red Terror” Marker

RE//pol. Remove “Red Terror” FEF gains two(+2) political points

AM: Ambush: Gendarmerie unit flipped to disrupted side

ME: Commie Militia unit eliminated (regardless of which hex it is in, even if city/town)

SSK: Special Skirmish: Commie Militia unit eliminated, any other Commie unit in hex (owners choice except a division) has to take a step loss. Gendarmerie unit flipped to disrupted side.

ME//pol. : Commie Militia unit eliminated, additionally FEF gains two(+2) political points

Recap on above “political” special operations and missions:

all cost –1 political point to initiator’s pol. Pt. total per operation/mission

FEF:

Type:                  Unit used:              Target:                 # that can be attempted per 

                                                                                       FEF Reorganization Phase.

Subversion         Cadre                     Guerilla                    1

Recon                 Cadre                  Commie Stack            1

Special Police    Gendarmerie      “Red terror Marker”     2

                                                        or Militia unit

Communist:

Type:                  Unit used:              Target:                 # that can be attempted per 

                                                                                       Commie Reorganization Phase.

Subversion          Cadre                     FEF Militia (1) or          3

                                                        Pro-French National

                                                        Army units

“Red Terror”      Cadre                  FEF Militia hexes             1

“Red Terror” marker Scenario setup:

Scenario 1:  Can Tho

Scenario 2:  Thai Binh, Cao Mao, Bac Lieu

“Red Tide”: Bac Lieu

