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Scenario Data

Scenario Version: 5.1 (November 2017)

Game Version: TOAW 4.0.1.18
Play mode: PBEM, Hotseat, NLF PO, Allied PO

Designer: Curt Chambers

Turn Scale: 1 month

Map Scale: 5km/hex

Game Length: 134 turns

Dates:  Jan 1965 to Dec 1975

Send questions, comments, or suggestions to at curtchambers@hughes.net. 

Colors: 


United States:

Green

Free World Allies:
Light Green

Army of the RVN:
Yellow

Viet Cong:

Red

North Vietnamese Army:
Maroon

Calendar/Utility:

White

LRRPs/Targets:

Black

Introduction

Campaign for South Vietnam (CSV) covers the Vietnam War from January 1965 to December 1975.  The inspiration and many of the ideas came from the game “Vietnam: 65-75” by Victory Games.  The goal of this project was to create a scenario that provided for a strategic/political look into the conflict.

Be forewarned: This scenario is not for the player who wants to re-fight all the major battles of 1965-75.  Both sides have great influence over the direction of the war and it would take both players to consistently make historic decisions for an actual re-creation to occur.  Likewise, the player who requires immediate and constant action will be disappointed.  The game takes a while to develop and there are long periods of relative calm.  In fact, actual divisional level engagements are few and far between.  Most of the combat is small unit actions, with Allied forces trying to pin down and destroy VC battalions.  Tactical prowess never hurts, but victory will go to the side that better understands the relationship of their forces to the overall conflict.

In the Historical Briefing that follows, I provide a brief synopsis of the events leading up to the fall of Saigon in 1975.  Unless the player is already well-versed in the conflict, I strongly recommend that you read this introduction since it contains much of the rationale for the scenario’s rules and design decisions.

Note: For those less familiar with TOAW, the acronym “EEV” stands for Event Engine Variable and is used throughout this briefing.  It is a variable value that is maintained by the game engine and in this particular scenario is used to track the level of U.S. commitment to the war (“commitment” is a term borrowed from Victory Games’ Vietnam 1965-1975).

Historical Briefing

It’s been called the “Second Indochina War” by historians.  North Vietnam referred to it as the war of American imperialism.  In the United States we simply say “Vietnam”.  By whatever name you want to call it, the Vietnam War (the struggle for unified control of Vietnam) started centuries ago.  Events more directly relating to modern times commenced in 1941 when Communist activist Ho Chi Minh returned to Vietnam after 30 years in exile to establish the “Vietnam Independence League” (the Viet Minh).  He kept busy the next few years harassing the occupying Japanese and the remnants of the pre-war French colonial government.  At the time he was America’s ally, even rescuing downed U.S. pilots who were flying sorties in China against the Japanese.  When WWII ended Ho Chi Minh attempted to fill the power vacuum by declaring Vietnam’s independence (under a Communist regime).  At first he was ignored, then marginalized, and finally rebuffed as Chinese and British troops entered the country from the north and south respectively, to clear the way for a reoccupation by France.  The 16th parallel was established as the boundary between “North” and “South” Vietnam.  The boundary was not merely physical. There were numerous cultural, ethnic, and political differences between the two Vietnams.

In a complicated diplomatic move, the Chinese withdrew from North Vietnam and the British from the South, while the French moved in and negotiated with Ho Chi Minh over the future of his “Democratic Republic of Vietnam”.  But the French had visions of reestablishing their pre-war empire and proceeded to proclaim the “Republic of Cochinchina”, a French-controlled South Vietnam.  By the middle of 1946 negotiations had broken down and the French occupied Hanoi as the Viet Minh fled into the jungle.  On December 19, 1946 30,000 Viet Minh launched attacks against the French in Hanoi in the start of an 8 year struggle known as the “First Indochina War”.  By the early 1950s both China and the Soviet Union were openly supplying Ho Chi Minh’s guerillas with equipment, training, and political guidance.  At the same time the first U.S. advisors under the “Military Assistance Advisory Group” (MAAG) arrived to aid the struggling French Army.

After several bloody repulses assaulting the French using conventional military tactics, the Viet Minh resorted to ambushes and “hit & run” tactics, which increased French casualties without gaining any ground.  This type of combat was to be the hallmark of the Viet Minh right up to the fall of Saigon 25 years later.  The French were being slowly drained in North Vietnam so they switched strategies.  They created remote outposts, established and supplied by air in the middle of Viet Minh country, in the hopes of drawing the enemy into a major engagement.  One such “airhead” was at Dien Bien Phu.  The Viet Minh did respond but with a strength and determination unanticipated.  The resulting siege and capitulation of the garrison was a catastrophic defeat for the French and precursed their ultimate withdrawal from Vietnam by mid-1954.  The Geneva Accords Conference moved the border from the 16th to the 17th parallel, and gave the North to Ho Chi Minh (who was finally able to re-occupy Hanoi) and the South to Bao Dai (a pro-French puppet government originally installed by the WWII era Japanese).

Bao Dai was shortly thereafter replaced by Prime Minister Diem.  This would be the first of many transfers of power on the South Vietnamese political scene.  Diem, until his assassination in 1963, embarked on a series of divisive and repressive policies which did little to counteract the initiatives of the Viet Minh (who never did withdraw from the rural areas of South Vietnam as mandated by the Geneva Accords).  From 1955 to 1965 the situation in South Vietnam was a cycle of guerilla attacks against the south, government reprisals, and increasing numbers of U.S. advisors who unsuccessfully tried to professionalize the military and “Americanize” the government.  Ho Chi Minh organized the National Liberation Front and his guerilla fighters in the South became known as the “Viet Cong”, meaning “Vietnamese Communist”.  The Americans changed acronyms also, tossing out the MAAG in favor of the “Military Assistance Command Vietnam” (MACV).  The name change was indicative of America’s increasing militarization of their involvement in the country.

The ante was raised repeatedly in early 1965 as the American presence grew to a proportion that made it difficult to stay out of harm’s way.  An alleged attack on the destroyer U.S.S. Maddox led to U.S. air strikes against the North, to be followed by the landing of the first U.S. combat troops in March.  Although their orders were to protect the non-combatant advisors already in the country, the Marines soon had authorization to conduct “patrols” in the countryside around Da Nang, which brought them in more frequent contact with the Viet Cong.  By mid-1965 the U.S. was conducting offensive operations openly, although on a scale still unsuspected by the American public.  Believing that he was at a crossroads where he either had to commit or withdraw completely, President Johnson announced on July 28, 1965 that he would send 44 combat battalions to South Vietnam.  The war had begun.  
The first major U.S. ground action, Operation Starlite, resulted in over 600 enemy killed at a cost about 100 U.S. casualties.  In the first significant engagement between U.S. troops and the professional soldiers of the North Vietnamese Army (NVA), the Americans suffered 200 casualties while inflicting 2,000 on the NVA, who were forced to retreat. At the same time, infiltration of the South via the Ho Chi Minh trail (running through Laos and Cambodia near the SVN border) continued unabated and about 35,000 VC recruits blended into the countryside.  U.S. Intelligence estimated that by this time up to 50% of the rural areas in South Vietnam were under some degree of Viet Cong control, a feat made easier by the 90,000 desertions from the ARVN (Army of the Republic of Vietnam) during the same time period.  Meanwhile, back in the U.S., major anti-war protests were already being organized by the end of 1965.  Thus the first few months of open war saw U.S. victories on the battlefield and defeats in the political arena.

Despite mounting casualties, the war was going well for the Allies on a tactical level in early 1966.  It was during this period that the phrase “search and destroy” became a household term in America.  Tactically it simply meant to find the enemy and engage him (with his destruction always being the desired outcome).  But popular TV images inexorably linked it with burning villages and fleeing refugees.  Public support began to slide.  Ho Chi Minh seemed to recognize much quicker than anyone on the Allied side that the Americans were vulnerable to the ebb and flow of public opinion.  NLF battle plans were drawn accordingly.

By April 1966 the lethal B-52s were being used on a regular basis in the bombing campaign against the North.  The targets were carefully selected to avoid collateral damage, hence the introduction of the term “restricted bombing” into the American military vocabulary.  But as the months wore on and there appeared to be no end to the North Vietnamese infiltration via “The Trail”, the aerial attacks gradually moved closer to Hanoi and other populated areas.  It was becoming clear to those on the scene that the rules of engagement, both on land and in the air, could not be followed if the Allies were to fight the war on an equal footing.

U.S. political fortunes continued to slide during the remainder of 1966.  ARVN desertions were epidemic and the South Vietnamese government was constantly putting down or succumbing to one coup after another.  In September French President De Gaulle called for a U.S. withdrawal, and this at a time when Hanoi announced increased aid coming from China (to be followed by the Soviet Union a few months later).  By the end of the year U.S. troop levels reached 389,000, not counting the 45,000 from their Free World Allies (South Korea, Australia, Philippines, Thailand, and New Zealand).

The patterns established thus far repeated themselves during 1967.  The U.S. Army would, when it could pin them down, continue to be victorious in their engagements with the VC and NVA.  But as soon as the American soldiers left an area, the Viet Cong would be back rebuilding their network of tunnels, caves, supply stashes, and cadres.  The bombing of the North was an attempt to cut at the source what the U.S. failed to eliminate in the field: the establishment of NLF camps throughout rural Vietnam.  By all counts the Allies should have been winning the war but by May 1967 about 60% of the South Vietnamese population was under Viet Cong control.  It was in this climate that the U.S. instituted the “Pacification” program which attempted to buy the people’s loyalty with food, medical supplies, and an array of household goods.

As the Allies were employing their new strategy of guns and butter, the NLF was planning the final showdown.  The initial phase would be stepped up operations near the border areas in order to lure U.S. troops away from the cities, the second phase (Tet) would include attacks on the cities themselves, and the final phase imagined a conventional invasion from the North.  This ambitious plan, in the face of a sometimes restricted/sometimes not bombing campaign, might explain Hanoi’s repeated refusals to talk things out at the negotiating table.  The feeling in the U.S. that this was an un-winnable war was quickly becoming established even among those who had supported the U.S. involvement.  Thus the Communists could not have picked a better time for a major offensive.

The year 1968 started with an NVA assault against U.S. positions at Khe Sanh, which preluded a the series of battles throughout South Vietnam that became known generally as the “Tet Offensive”.  Fighting in the streets of Saigon and Hue was seen on the 6:00 news in the United States.  The Tet offensive can only be viewed as a resounding defeat for the NLF from a military perspective.  Every gain they made was shortly thereafter lost as U.S. forces delivered sharp counterattacks.  The Viet Cong were bled white, never to regain their pre-Tet strength.  And the anticipated general uprising among the South Vietnamese people never materialized.  However, in the shadow of the convoluted processes that took place in Vietnam, where military victory yielded public outrage, the Tet offensive was a success.  It eroded American public support to the point that involvement could no longer be justified.  Even as the smoke of Tet still hung in the air, U.S. military officials were arguing over whether to withdraw or to reinforce; how many soldiers and in which direction?  The new Secretary of Defense, Clark Clifford, recommended withdrawal.  General Westmorland thought an additional 206,000 troops might do the trick.  The President ultimately authorized only 13,500, preferring not to commit himself to either side of the debate.   In short, the Tet offensive broke America’s will to fight and this lack of resolve was to eventually filter down to the lowest levels of the military.

On the battlefield Allied forces continued to distinguish themselves, repelling an invasion by the NVA (the 3rd component of Hanoi’s grand plan).  But no amount of success could change their fortunes and by mid-1968 the Paris Peace Talks were already in progress.  These negotiations would endure 5 years before spawning an unenforceable treaty.  The Allies wanted all Viet Cong out of SVN while the North wanted them included in a “coalition” government.  The parties didn’t make it much past that initial irreconcilable difference.

On 11/5/68 Richard Nixon was elected President on a promise to get the United States out of Vietnam, becoming the 5th U.S. president having to deal with the conflict.  Troop levels were to peak shortly after Nixon’s election, and even though he authorized a secret bombing of Cambodia, the pieces were now in place to effect a gradual pullout.  First, there was the order against “Search and Destroy” missions (in no small part due to the carnage of “Hamburger Hill” in May 1969).  Then the term “Vietnamization” of the war came into being, which simply meant a gradual shift of responsibility from the U.S. to South Vietnam.  At the same time the first of 14 stages of withdrawal were being executed as elements of the 9th Division were pulled out.

Ho Chi Minh died in September 1969.  But the change in leadership, like that in South Vietnam or the United States, did little to alter the course of the war.  The United States continued to pull out personnel while increasing shipments of military aid. The Viet Cong continued to attack outposts and rural areas. The negotiators at the Paris Peace Talks continued to scratch their heads in frustration.  And the war eked further and further into Cambodia.  During this period the U.S. restrained itself from large scale ground actions but continued its on again/off again bombing strategy.  The first major all-South Vietnamese ground offensive took place inside Laos, supported by U.S. aircraft.  Although the NVA suffered nearly three times the casualties as the ARVN, the South Vietnamese forces were routed back across the border.  This lead many military observers to doubt SVN’s commitment to the war in spite of the Vietnamization program’s lavishing of supplies and equipment.  However, South Vietnam was not the only one wishing for the war to go away.  Morale and discipline within the U.S. ranks was starting to crack.  Soldiers and pilots refused to go on patrol.  Mid-level commanders openly criticized the military’s role.  By the end of 1971 U.S. troop levels had declined to about one quarter of their peak numbers, and a general unrest ensued as none of the remaining soldiers wanted to be the last U.S. casualty.

The NLF launched the “Eastertide Offensive” in 1972.  It was designed to sever SVN through the middle, and then attack both halves simultaneously.  By this time the U.S. Army had all but ceased to be a ground combat force, but substantial logistical and air support was still being provided.  The ARVN fought well and stopped the offensive at a cost of 40,000 casualties to the NVA’s 100,000.  But relations between the U.S. and President Thieu’s SVN government became strained after the U.S. showed its willingness to settle for a peace proposal that allowed the Viet Cong to remain in the country.  South Vietnam’s resolve was stiffening while that of her ally’s was weakening.

The Paris Peace Accords finally yielded a written agreement in January 1973.  It amounted to little more than a stand-in-place cease fire.  The United States agreed to pull out its few remaining forces, the Viet Cong were allowed to retain the areas of SVN that they currently held, and North Vietnam dropped its insistence (temporarily, as it turned out) on Thieu’s resignation.  A couple of months later America’s involvement officially ended as the M.A.C.V. was de-commissioned.  Privately, Nixon assured the SVN president of a U.S. retaliatory response if NVN violated the treaty.  But the Case-Church amendment (which forbade military involvement in southeast Asia) and the War Powers Act (requiring congressional approval to commit troops) made that a hollow promise.  The restricting of U.S. foreign policy did not go unnoticed by North Vietnam who started planning for yet another invasion of the South.  As it turned out Nixon never had to make good on his word, as he had already resigned when the final offensive took place. His successor, Gerald Ford, had no intention of ignoring the law or public opinion.  South Vietnam was now on her own for the first time in 30 years.

North Vietnam’s “Ho Chi Minh Campaign” started in March 1975 and envisioned the same broad axis of advance as the failed Eastertide offensive three years earlier.  But this time around they didn’t have to contend with massive U.S. bombing strikes and it took only a month for South Vietnam to collapse.  At the approach of the Communists, ARVN unit commanders vanished into the countryside.  The leaderless soldiers either followed suit or simply surrendered on the spot.  Emboldened by their success, the NVA abandoned the original parameters of the offensive and shifted to a direct drive on Saigon.  An emotional and despondent President Thieu desperately pleaded with the U.S. to honor the promises of its previous administration, but Ford turned his back.  Thieu resigned and his successor was unable to talk the NLF into a cease-fire.  There was actually little left to fire at.  On April 30, 1975, as the last Americans were evacuated by helicopter out of the U.S. Embassy, NVA troops poured into Saigon unopposed.  The Vietnam War was over.

Version History

Version 1.0 to 1.7

In house development for the pre-playtest versions.  Numerous modifications to scale and pacification.

Version 1.8 to 1.9

Initial playtest versions.  Too many changes to list, but these initial playtest versions bear scant resemblance to the finished product.

Version 2.0 – 2.1

· Removed restrictions on splitting Allied units (some formations are still prevented)

· Modified Optional Rule #2

· Changed TOEs of Regional Forces

· Changed U.S. Marine icon to allow airmobility

· Lowered NLF guerilla factor

· Added NLF air shock effect for Monsoon

· Modified initial VC mobilization rates

· Tweaked replacement rates and adjusted loss multipliers

· Added map aid to locate provinces

· Made some map corrections (northern terminus of HCM trail)

· Added improvement option for HCM trail

· Adjusted weather

· Fixed Free Fire bug

· Fixed U.S. withdrawal bug

· Modified ARVN mobilization to be more dependent on U.S. aid

· Moved U.S. reinforcements to an on-map request system (to free up T.O. slots)

· Added optional U.S. replacement requests

Version 2.2 – 2.4

· Modified unit sequence in OOB so that higher population province VC bats will reconstitute first

· Significant tweaking of OOB for both sides

· U.S. divisional formations have been split up into brigades

· Removed Cease Fire rules because I needed the events for other stuff

· Revised U.S. logistical support logic

· Changed sudden death rules

· Added PO playability for both sides

· Revised ARVN effectiveness checks

· Revised provincial borders and pacification zones

· Minor tweaks to the PO

· Revised Allied pacification schedule

· Revised some end-game mechanics to put more emphasis on provincial capitals

Version 2.5 – 2.6

· Revised ARVN coup sequence

· More tweaking of the Allied PO

· Increased U.S. replacements

· Revised HCM exclusion zone hexes

· Changed Political Section assigned equipment to better conceal its identity

· Fixed VC regiment entry bug

Version 2.7

· Fixed COSVN reconstitution bug

· Increase Allied sea transport

· Adjusted Cadre units to re-proportion combat values

· Allow splitting of Helo Transport units and reduced TOE

· Enabled ARVN air mobility

· Reset unplayable hex control to lessen Allied air interdiction effects

· Adjusted NLF pacification rates (again)

Version 2.8

· Adjusted attrition divider

· Removed the NVA air defense TO. Instead made it dependent on civilian casualties.

· Made most U.S. artillery airmobile

· Added canals to the Mekong Delta

· Revised VC cadre entry schedule

· Adjusted Allied reinforcement & withdrawal values

· Added Negotiations/Cease Fire option

· Added Economic Aid Program option

· Moved U.S. withdrawals from TO’s to an on-board system

· Removed ARVN air mobility

· Put U.S. and VC replacements back to the 2.5 system

· Adjusted Monsoon season

Version 2.9

· Made the HCM trail improvements automatic instead of T.O.

· Revised Strategic Bombing and added a “Bombing Halt” option

· Revised NVA HQ TOE’s for better reconstitution

· Changed Guerilla option to player-controlled VC reinforcement blocks

· Extended length of scenario to run Jan 1965 to Dec 1975

· Further refined both PO’s

· Set U.S. ground units to not reconstitute

Version 3.0

· Final tweaks.  This is the official “release” version

Version 4.0

· Game modified for use with TOAW III Matrix version

· Bombing campaign modified to balance with new AA rules

· PO balanced to work with new Elmer

· Modified graphic tiles for rice paddies

· Add new HCM trail option and construction

· Added new extended game length option

· Changed some unit icons (Marine symbol now airmobile capable)

· Redefined Laos/Cambodia border violations

· Modified Allied air reinforcement schedule

· Added penalties for rapid Allied buildup

Version 5.0
· Fixed Free Fire bug

· Made some minor map refinements

· Created refugee effects for Saigon

· Adjusted supply sources

· Split up the “Independent Brigades” group so that the individual brigades can be called up separately
· Split up the MACV support group.  Artillery and Aviation (helicopters) are now called in separately.

· Lowered movement multiplier (to make units more dependent on airmobile transport)

· Adjusted arrival times of Free World Ally troops

· Adjusted cost of U.S. reinforcements and replacements

· Adjusted TOE’s  (artillery and ancillary units consolidated with HQ)

· Completely re-worked NLF and Allied PO

· Adjusted airmobile reinforcements
· Adjusted U.S. combat troop replacements (done by Theater Option now.  No longer automatic)

· Created NLF option to call in additional Trail repair units
· Adjusted ARVN coup sequence
Version 5.1

· Corrected icons to work with TOAW IV

· Converted scenario to true full month turns

Programmed Opponent

Creating a Programmed Opponent for CSV presented special difficulties.  For the NLF, it was how to get the computer to play a game of cat and mouse – to know when to advance and when to stand down.  For the Allies it was how to engage in area control with the most efficient use of forces.

I avoided blatant PO cheats. No artificial shock bonuses.  But some of the finer mechanisms of the scenario structure were adjusted to accommodate the PO style of play.  For example, I just could not prevent the Allied PO from comitting random, senseless border violations.  So border violation penalties are suspended during an Allied PO game.  The NLF will just have to deal with Allied units on the Trail.
Warning!  There are Turn 1 & 2  events set up to detect Allied and NLF PO, which then activate remaining PO related events.  Make sure you choose the correct PO in the “game open” screen.  If you switch to the PO after the start of the game it will not play out properly.

The NLF PO follows a roughly historical decision chain.  The VC will generally follow optional rule #2 so the human Allied player should utilize optional rule #1 to maintain play balance.  The PO will alter its aggressiveness in response to U.S. troop escalations.  It will conduct at least one “Tet” style offensive.  Finally, it will attempt to capture Saigon at some point later in the game.  The NLF objective tracks are switched according to the current phase of the war and U.S. involvement.

The Allied PO will build in 3 phases.  The first phase comes in automatically the first year.  The second phase occurs automatically during 1966 and 1967.  The third phase occurs only if the NLF achieve a certain victory level.  When the EEV=95, the Allied PO will start to withdraw formations in an attempt to keep the EEV in the mid-90’s.  Battlefield logic centers on area control for U.S. units and a defensive perimeter for the ARVN.  The Allied objective tracks are utilized to set area control responsibilities depending on how many U.S. units are on board.

I’ve playtested against both POs and the NLF is by far the more challenging.  A human Allied player will have to fight hard the first 3 years to keep the NLF PO from overrunning the country.  It doesn’t have much of an end-game but its utilization of the VC closely mimics what a human player would do.  The Allied PO, on the other hand, just doesn’t get it.  It allows too many VC to go unmolested and is constantly committing border violations for no apparent reason.  The good news about the Allied PO is that it does understand area control and is quite prolific in its use of airmobile movement.  The human NLF player will have to play at least a respectable game to score a victory.

Map

The map is a standard 5km representation of South Vietnam adapted mostly from the boardgame (which was 10km), with some modifications added for TOAW purposes.  National and provincial borders are designated by the usual border lines.  Neighboring portions of Laos, Cambodia, and North Vietnam are also represented.

On the far right side of the map are 3 groups of hexes.  Starting from top to bottom they are: Guam airbases (main base for S.A.C.), U.S. staging area Philippines (where most U.S. units enter/reconstitute), and the supply and logistics section (transportation units and replacement cadres appear here).

To the left of South Vietnam in the non-playable area is a mini-map of the country.  Its purpose is to assist players in locating the provinces on the main map.  To the right of that are the Thai airbases, Ho Chi Minh Trail, Adjutant General units, and Free Fire selector.  The AG units are to request U.S. reinforcements and the Free Fire unit is used to toggle between Free and Restricted fire modes.

Province names are in upper case.  Country names are in upper case with extra spacing between the letters. City names are in lower case.  Provincial capitals are indicated by the presence of a victory objective.

The weakest link on the map is the cropland which is supposed to represent rice paddies and irrigated fields.  This is not the best solution for that unique terrain, but it will turn quite muddy near the end of the monsoon season.  I’ve interlaced it with canals to help inhibit movement. 
Play Balance

During development and playtesting of CSV it became clear that the NLF has an edge as far as playbalance goes.  The Allies did manage a victory about 25% of the time.  To balance it further than that I believe would detract from the scenario’s accuracy and authenticity.  If players, for the sake of competition or tournament/ladder play, wish to equalize the contest further they can try some of the following ideas:

· Play a mirror match

· Utilize optional rule #2

· Agree with your opponent to shift the final victory level one level to the Allies (so that a draw becomes a marginal Allied victory)

· Agree to force the NLF to capture Saigon for an overwhelming victory.  Any other result is an Allied overwhelming victory

The last item actually shifts the balance in favor of the Allies since the ARVN does not usually repeat its collapse of 1975.  It is also more gamey.  Although it is true that historically the NLF did capture Saigon, the war was already lost by most accounts. And a competent Allied player can ensure Saigon’s safety by abandoning the rest of the country.

All other things being equal, the scenario is optimized for PBEM matches.  Hotseat games actually shift the balance towards the Allies due to the variable turn initiative, and the results will be accordingly less historical.  I made no attempt to balance the scenario for play against either PO.  I put forth my best effort to make it play intelligently, but took a “damn the torpedos” attitude towards changing things for the sake of competition.

Optional Rules

There are no house rules in this scenario – anything goes within normal TOAW etiquette.  The following optional rules can be selectively used to adjust realism and playbalance.

Optional Rule #1: Turn possession visibility off

While playing the game as the Allied player, set the hex “Possession” visibility option to “Invisible”.  

By using this rule, the Allied player will not be able to determine VC positions simply from hex possession indicators.  He will have to scout an area, and if contact is made, bring in combat units to engage.  In short, he will have to conduct real search and destroy operations.  Not using this rule gives the Allied player a little too much intel regarding VC positions.

Optional Rule #2: Strict VC regional operations

VC main force battalions (the ones assigned to a province) may not leave that province until all provincial capitals in that province are under NLF control.  At that point they may expand into adjacent provinces.  

If a capital in their “home” province is retaken by the Allies then they may not continue advancing into adjacent provinces.  They may stay where they are or return to their home province, but they may not move further away from it. 

If all capitals of all adjacent provinces are also under NLF control then the battalions may continue expanding into provinces adjacent to those.

VC may freely move between their home province and Laos, Cambodia, Gia Dinh (Saigon) or North Vietnam as long as they don’t enter another province in doing so.  If their province contains a port they may use sea movement to move between their province and North Vietnam.

If a unit is inadvertently pushed out of its province (or re-constitutes there) it may elect to stay where it is.  If it chooses to move, however, it may not move further away from its home province.

Other Stuff
There are no restrictions on disbanding units for either side.  In fact, it is an integral part of VC survival doctrine.  See Strategy & Tactics for more information.

There are no restrictions on the blowing of bridges, even those that follow a road.  Both sides have plenty of Engineers.

There are no restrictions on amphibious invasions in either port or non-port hexes.

And finally, there are no restrictions on using embarked units to “recon” enemy held ports.

Pacification & Population Control

The Vietnam War was not a campaign for territory in the traditional sense.  It was a war for control of the people.  Without controlling any major cities or military objectives, the NLF for years was able to gradually gain control over the population, primarily in the rural areas.  They did this by establishing themselves in a province and creating a network which had a cumulative effect on the locals’ loyalties.  If the NLF was successfully kept out of a province for a length of time, the local sentiment would slowly swing back to pro-government. 

This is simulated in the scenario as an “occupation zone” set up for each province.  For each province that contains NLF units (that activate the event), a victory point is added to the NLF total.  The likelihood of triggering the event is based on a probability proportional to that province’s population (I also refer to this as a “pacification event”).  The more populous the province the more likely an event is triggered by an NLF unit.  See Appendix A.  At the same time a number of victory points (1 –3, depending on the situation) are automatically added to the Allied total each turn.  Thus, if the NLF player chooses to do nothing the Allied player is rewarded with a gradual increase in victory points. Each newstring “NLF activity in …” indicates that a point has been added to the NLF total for pacification.  Allied points are not accompanied by a newstring.  They just happen in the background.
There are 200 points of victory objectives split evenly between each side at the start.  The NLF’s victory objectives are protected and will not change hands.  They are there to provide the proper base and to scale loss penalties and victory levels.  The Allied victory points are distributed among the provincial capitals in proportion to the population.  These will not play a major role for most of the game since the NLF is unlikely to take down many capitals prior to the final invasion. Even late in the game the NLF’s primary source of points is pacification.  However, if the NVA is able to sweep through South Vietnam, the provincial capital points are enough to make a difference between a draw and a victory.

As previously mentioned, the Allied pacification points are automatic…the player doesn’t have to do anything to receive them.  They are a measure of overall government presence as well as economic aid supplied by the U.S. (to the extent that it reaches its intended recipients).  Some events, like Economic Aid, will increase the Allied points.  Other events, such as Free Fire, will reduce them.

Since pacification is supposed to represent the proportion of the population controlled by either side, it stands to reason that there is a finite number of points that could be gained in this manner.  I thus set up some events in order to “level” the pacification numbers.  The higher a player’s victory tally goes the more difficult it will be to earn additional points – the logic being that there are fewer of the population left to “convert”.

Victory Conditions

Sudden Death Victory Conditions

If the NLF obtains a victory advantage of 40 prior to EEV=75 he wins a sudden death victory.  
If the NLF occupies Saigon at any time he wins a sudden death victory.

Achieving a sudden death victory will immediately stop the game.  If neither of the above 2 conditions are met, the game goes the full length and is decided based on victory points.

The VC Infiltration route, the DMZ (2 hexes north of the border),  and the NVN Military Industrial Complex are off-limits to the Allies and physical occupation of any of these areas will result in an immediate NLF victory.  The reasoning for this (besides being declared off-limits by the President) is that such an international outcry would result that the U.S. forces would be withdrawn and the SVN government forced out of office.  Not to mention the risk of intervention from China or the U.S.S.R.  Furthermore, allowing a full-bore invasion of North Vietnam borders on the hypothetical and is outside the scope of this scenario.

Extended Game Option

Historically the war ended in April 1975 (Turn 124) but I didn’t want to nail the NLF down to a hard date. Their real life counterparts had no such restriction (when the “Ho Chi Minh” offensive began in early 1975 they had planned on a 2 year campaign).  On the other hand, the Allied player should be rewarded for holding Saigon longer than his historical counterpart.

So on turn 109 (Jan 1974) an NLF Theater Option becomes available to extend the war.  The option is removed on turn 123 (March 1975).  If the option is not chosen the game ends on turn 124 (April 1975), and victory is determined normally.  If it is chosen the game will end on turn 132 (December 1975).  However, starting on turn 125 (May 1975) the Allies will receive an extra +3 victory points until the end of the game.  Thus the NLF player is taking a risk by extending the game.  If he doesn’t capture Saigon in that time he will lose by an even larger margin.
Weather

Climate

Weather is generally warm and humid in the delta and a bit more temperate in the central highlands. The actual temperatures in Vietnam are warmer than depicted in the scenario.  I set the temperatures in the scenario slightly cooler to promote mud (TOAW will dry up mud hexes if it is hot).

Monsoons

The monsoon hits different parts of Vietnam at different times.  For a majority of the south it hits near late summer and early fall and can last several months.  During this time storms will appear.

Since TOAW allows air operations even in 100% cloud cover, additional measures were needed to simulate this unique weather phenomenon.  At the start of the monsoon season Allied and NLF air shock will be reduced to 25%, and will be restored to its pre-monsoon levels when the storms are over.  

The monsoon season affected the NLF’s ability to move supplies down the HCM trail.  As a result the NLF’s supply radius is zero during this period.  With the Allied reduction of air power and the NLF loss of supply, the Monsoon is generally a time for both sides to rest up for the next campaigning season.

Allied Forces

Note:  I use the term “Allied” to refer to all forces under the player’s control.  The term “Free World Allies” in this document specifically refers to nations other than the United States which fought in Vietnam.
United States

The only U.S. forces that the Allied player gets for “free” are the 7th Fleet, the MACV HQ with some support, and a few security units. All other forces are brought in by disbanding the appropriate unit in the “U.S. Reinforcements” section of the map.  U.S. ground units do not reconstitute. Obviously, the U.S. did have the resources to rebuild destroyed units but the political fallout would have been enormous.  This way, the U.S. player is induced to wage a casualty-sensitive war, as his real-life counterparts did.

All U.S. forces will appear in the Philippines, and will have to be shipped to the mainland.  The player may experience transport shipping bottlenecks if masses of troops are brought in early in the game.

U.S. divisions and brigades are deployed at battalion level.  U.S. tactical doctrine during the war resulted in many small unit actions and a battalion deployment allows U.S. divisions to cover more area than their FWA or ARVN counterparts.

U.S. divisions also contain a Transportation battalion which enters the game the same time as the division.  They appear and remain just south of the U.S. staging area. Their purpose is to increase Allied transport asset sharing while U.S. divisions are in play (although you can disband them if you’re really hurting for trucks in the field).

Free World Allies

The FWA contingent is composed of troops from Australia/New Zealand, Korea, Thailand, and the Philippines.  They do not cost anything and enter automatically based on the current level of U.S. commitment (which is tracked by the Event Engine Variable, or EEV).  Their presence is dependent on the presence of U.S. troops and they are one of the first groups to be removed once final withdrawal is ordered.  

The South Vietnamese government restricted the operations that FWA units engaged in, especially the Koreans.  Therefore, except for the Australians, the formations are deployed in Regiments.  They have respectable proficiencies and replacement rates, but do not reconstitute.

The ARVN

Disloyalty, desertion, and a general fatigue from years of conflict combined to make the ARVN very unreliable in the field.  Man for man it was just as good as the NVA, but political turmoil, intrigue, and distrust hampered their command structure.

Field Divisions

ARVN divisions (except for the 3rd and 18th) start on-map.  The 18th will mobilize piecemeal as U.S. commitment rises.  The 3rd mobilizes during Vietnamization.  The starting ARVN field divisions are only partially mobilized and will be brought up to full strength during Vietnamization.  Field divisions do reconstitute.
All ARVN field divisions are subject to effectiveness checks each turn.  If the formation fails the check, it will be given Static orders and thus be unavailable for orders that turn.  

I was able to locate some information regarding ARVN divisional effectiveness.  Using short Unit Histories (see references & credits) , I rated each division in 4 categories summarized below.  

Reliability

This is the division’s willingness to engage in offensive operations (as noted by the number of major offensive operations it took part in).  In the scenario it is modeled as the event probability that controls whether the division is available for orders on any given turn.  Note that if an otherwise ineffective division is attacked, it becomes available for orders.  So it is best to place your unreliable ARVN formations in defensive situations where possible.

Loyalty

This is the division’s desertion rate.  The lower the loyalty, the higher the desertion rate. High desertion rates translate to lower replacement priority for the division, thereby keeping it understrength.  

Leadership

Were the division’s leaders competent or merely political appointees? This affects formation proficiency.  I had no hard data to go on here, just the opinions of some historians who chose to write about it.

Combat Effectiveness

Basically, how well the division performed in the major battles it was involved in.  Also included in this calculation is when and how the division was formed.  Divisions with a longer history, and fewer organizational changes (regiment swaps), will be rated higher.  I used the same formula for NVA divisions.  In the scenario Combat Effectiveness affects unit proficiency.



Reliability
Loyalty

Leadership
Combat Effectiveness

1st Division
Good

Fair

Fair

Good

2nd Division
Fair

Poor

Fair

Good

3rd Division
Poor

Fair

Poor

Poor

5th Division
Good

Fair

Good

Fair

7th Division
Good

Fair

Poor

Fair

9th Division
Good

Poor

Fair

Fair

18th Division
Poor

Fair

Poor

Fair

21st Division
Fair

Good

Good

Good

22nd Division
Fair

Fair

Fair

Good

23rd Division
Good

Good

Good

Good


25th Division
Fair

Good

Poor

Fair

Para Division
Good

Good

Good

Good

Marine Division
Good

Good

Good

Good

Corps Level Commands

The ARVN Corps level units in the game are maintained in Garrison status for most of the game.  These represent Regional Forces, Popular Forces, independent Artillery, and an assortment of other home grown military units that were tied to the defense of a particular area.  They also include some of the ARVN’s finest units: the Armored Cavalry Regiments.  Unfortunately, the early ACRs were mistrusted by higher government officials and restricted from open field operations (being assigned mostly to anti-coup garrison duties).  Vietnamization will result in the release of Corps level units for field operations.  Corps level units do reconstitute.

ARVN Rangers

The ARVN Rangers are one of the most potent weapons in the Allied arsenal.  Highly trained and loyal, they are not subject to the political whims that affected other elements of the army.  But they were also more reliant on U.S. training and support.  The Border Rangers, on the other hand, were little more than armed outposts designed to interdict infiltration from the Trail.  They are kept in Garrison status for most of the scenario.  Neither type of Ranger unit reconstitutes.
Support and Infrastructure

Supply and Air/Sea transport levels will rise as U.S. commitment increases.  When the EEV reaches 60 it will be capped and when it reaches 75 will slowly start to be withdrawn, and then accelerate when final withdrawal is ordered.  U.S. supply tended to be clustered in the ports of arrival.  This is partly a result of a lack of planning (for a more comprehensive supply net) and partly a lack of need since units could easily be flown into and out of supply, or supply itself flown to the units.  I set the Allied supply stockpile in the range 40-60 and the radius to 4.  This doesn’t provide much supply high in the mountains or deep in the jungle.  The net effect of this system is that units will go out into the field for a period of operations, but will eventually have to return to base for re-supply.  A number of ARVN supply units are also provided to represent smaller military bases out in the bush.

Airmobility

The U.S. 1st Cavalry and 101st Airborne were the only fully airmobile formations in the war (employing an airmobility doctrine with the appropriate level of organic transport).  However, nearly all U.S. and ARVN infantry units used airmobility at one time or another, usually to cut off an escape route or to quickly reinforce a battle.  The compromise solution I arrived at was to make the 1st Cav/101st units “lighter”, and include enough inherent helo transport to move the entire division.  Their aviation battalions also have a higher replacement priority.  Other U.S. divisional infantry units are airmobile capable, but only with enough transport to move a few battalions, not the entire division.  Most ARVN infantry and FWA units are not airmobile.  U.S. independent brigades are likewise not airmobile in the game.  Instead, they are motorized and better suited to tangling with the NVA.

Also, airmobility in Vietnam was subject more to availability of transport helicopters rather than trained air assault troops.  I had to tone down (reduce number of transport helos) the TOE’s of Aviation units because TOAW allowed more airmobile movement with them than what should have been by historical accounts.  At least early in the game, the Allied player should be judicious in his use of airmobile movement since it is easy to use up all your airmobile assets half way through a turn.

Specialty Units

As mentioned above, the 1st Air Cavalry and 101st Airmobile are completely airmobile and enter the game with inherent transport included.  They are light on ground transport and heavy equipment, and are most effective when moved by helicopter.  The 9th Infantry division was equipped with shallow draft boats in order to move around the Mekong Delta. Several battalions of the 9th Infantry have been converted into amphibious units which allow them to easily cross the maze of rivers and swamps.  The player is not forced to use the 9th in the Delta, but the amphibious battalions are lighter than standard infantry and somewhat wasted if used off in the jungle or mountains.

Vietnamization

The Vietnamization program was designed to shift responsibility to the ARVN by providing to them the training and tools to do the job.  Begun shortly before U.S. withdrawal, it was in reality a thinly disguised effort for the U.S. to save face.  Nevertheless, there were some in U.S. military circles that believed if it had been done sooner and with more enthusiasm it might have made a difference.

The ARVN field divisions, Ranger groups, and the ACRs (Armored Cavalry Regiments) all have elements that mobilize only when Vietnamization takes place.  In addition, all Border Rangers and Outposts are subject to this event.  The total mobilization time takes about 2 – 3 years (24 – 36 turns).  In addition to extra troops, Vietnamization will result in the Corps garrison lock being removed.  Vietnamization automatically takes place when the U.S. begins to withdraw (EEV = 95).  The Allied player may opt for this earlier by choosing the appropriate Theater Option.  But it doesn’t come cheap.  Choosing this option will add +10 to the EEV but will expand the ARVN by about 40%.  It’s an option that makes sense only if you plan to keep U.S. involvement low.

South Vietnam Political Instability

Throughout its existence the government of South Vietnam (GVN) was racked by coups and political instability.  While a successful coup was unlikely during direct U.S. involvement, the lack of confidence in the high leadership always placed the GVN on the brink of overthrow.
The GVN’s instability has already been generally built in to the ARVN’s combat and efficiency values.  This section provides for one final coup after the U.S. departs the country.

If the NLF victory level reaches +10 after U.S. withdrawal it will trigger a sequence of events that determine what support the GVN can expect from its citizens, and to what extent it affects the military effort.  Each event has a probability attached to it and is separated by a couple turns from the next event, so that the whole process plays out over the course of 6 months to a year.  All political instability events, if they occur, will be announced by a newstring.
First, the deteriorating  military situation may cause ARVN desertions to increase.  If this happens the Allied pestilence level will be increased to 3.

The next event checks for SVN political instability.  If the government is unstable then replacements are cut in half to reflect the difficulty that an unpopular regime has in drafting replacements.

If the GVN political instability has progressed to this point then a coup has been attempted, and the program checks for the outcome.  If the coup was unsuccessful then the ARVN Ranger corps will be withdrawn (reassigned to internal security).

If the coup was successful then the ARVN will be slapped with a crippling shock penalty to model a collapse in Command & Control.

A few turns after the successful coup, an event determines the effect that the new government has on the war effort.  If it is seen as worse than the old government then the pestilence is increased to 5.  In the less likely event that the new government is actually popular, then ARVN shock will be returned to 100% to reflect the positive effect it would have on their fighting abilities.

Allied Logistical Rules

Requesting Reinforcements

There are a number of Adjutant General units in the unplayable area, one for each U.S. formation that can be brought into play.  To request a reinforcement you disband the appropriate AG unit.  This will set in motion a series of events that apply the EEV cost and cause the selected units to appear in the U.S. staging area in the Philippines the following turn.  It will also throw a small amount of replacements into the pool.

Reconstitution

Most U.S. ground units do not reconstitute.  The few that do will appear in the staging area.  For some reason U.S. carrier based air units will not reconstitute on the carrier.  They will instead find a land base to appear at.  SAC units will not reconstitute at their Guam airbases.  They seem to like Thai bases for some reason.  It might have something to do with the distant hex modifier.

All ARVN units that reconstitute will do so in Saigon.  

U.S. Replacements

Of the many factors that influenced U.S. public support for the war, the U.S. casualty rate was the most influential. The projected losses of 500 per month were shocking enough…you can imagine the outcry when they reach 1000 per month in 1967 thru 1969.

To simulate this, U.S. units do not automatically receive replacements for their battlefield losses.  For each U.S. formation that is called up a very small number of replacements will be dumped into the pool.  But this won’t get them far.  A larger number of replacements can be obtained through Theater Options that appear throughout the game.  Each one selected will provide more replacements for U.S. units, but it will also add +1 to the EEV.  These replacement cadres are automatically disbanded by the event engine so the player never sees them.

The U.S. player is not forced to replace losses, but if he doesn’t U.S. units will start evaporating by mid-game.  In that event he’ll have to call in additional formations to maintain troop levels, which will wind up costing more than calling for the replacements when they were needed. 
ARVN replacements are handled normally via the replacement engine. 
National Liberation Front (NLF) Forces

The North Vietnamese Army

The NVA was a professional army equipped and supported by the Soviet Union and China.  The actual number of NVA forces at any given time is difficult to determine as they had also to maintain the Viet Cong.  Often, replacements were diverted south to infiltrate and join VC battalions.  The NVA also withdrew entire regiments to form the core of new VC divisions.  After Tet, the NLF gradually shifted focus back to the NVA at the expense of the severely depleted VC.  About 50% of the NVA will mobilize at their historical rates.  The remainder come in based on events, such as increasing U.S. commitment or Laos/Cambodia border violations.

You will notice that some NVA regiments are mechanized.  This did not actually happen until later in the war but I didn’t want to swap out entire units.  The compromise was to have these units start as mechanized, but understrength in armored transport.  When the APC replacements kick in these units will gradually acquire mechanized movement rates.

The Viet Cong

The VC were a guerilla army composed of northern recruits, southern fighters that had already been residing in the South, and whatever segment of the local rural population they could incorporate.  The VC main force units were subordinate to Hanoi and were reliant on the Ho Chi Minh Trail for supply and replacements.  The VC army is composed of several distinct branches:

Political Sections
These were party cells that administered the NLF’s policies in a given area. They were also used for recruitment. When information was received that a main force battalion would be operating in the area the “Politicals” would make sure that the local population was friendly to their arrival.  The Politicals would also do some advance recon and intel gathering for the battalion commander.  In the game they are for the most part merely a nuisance to the Allied player.  However, some of the Politicals serve an operational purpose by converting a hex to NLF control so that a non-Guerilla unit can enter (i.e. artillery).

VC Guerilla Battalions
These represent the “farmers by day, warriors by night” type. They are generically named “Viet Cong” and should be considered light infantry at best. With the guerilla icon they can convert hexes to NLF control but are not well suited to combat operations.

Main Force Battalions
This is the regular combat arm of the Viet Cong.  They also have the guerilla icon but carry their historical unit names.  Their proficiencies and TOE are greater than the guerillas and are thus better suited for combat with U.S. and ARVN troops.

Main Force Regiments and Divisions
Main Force independent regiments carry the Guerilla icon and can appear anywhere in South Vietnam.  Regiments that are assigned to a division carry the Infantry icon and typically appear just inside the border or Laos or Cambodia.  They were very costly for the VC to raise and thus the divisional units have a low replacement priority.  The independent regiments are the largest units composed entirely of VC personnel (see notes on nomenclature).

The VC 5th Division was the only division composed entirely of VC personnel.  The remainder of the divisions usually contained a significant number of NVA soldiers.  The number of Rifle and Light Rifle squads is an indication of the relative number of NVA/VC personnel in a division.  Regardless of the size of their NVA contingent, VC divisions have less divisional support than their NVA counterparts.  

VC Mobilization

The student of the war will notice that the number of starting VC battalions does not match what was known to exist in early 1965 (about 30 battalions).  Most of the starting VC battalions will enter during a “mobilization period” from turns 1 – 20.  One reason for doing this was that just because a VC battalion existed did not mean it was active, and nothing I’ve found in my research suggested that all 30 battalions jumped up and started fighting when the U.S. hit the beaches in 1965.  To the contrary, when the U.S. arrived in force many units went underground (sometimes literally) for months until the time was deemed right to come out into the open.  Another reason for this was to spread out the initial pacification events over a few turns.  In short, to give the start of the game the feeling that the conflict had already been going on for awhile.

At the same time, about 50% of South Vietnam hexes have been set to NLF control at the start, representing areas of VC activity and control in early 1965.  If the Allied player does not recapture these hexes, then many of the mobilizing VC units will be un-spotted on their turn of arrival (opposite of what normally happens in TOAW).  In this case the NLF player will have the option of immediately putting them into operations or, depending on the optional rules in effect, of scattering them in an attempt to hide.  

Notes on VC/NVA Nomenclature

Early NLF divisional organization was somewhat of a mess.  VC and NVA regiments were mixed up in each other’s divisions and, as noted above, the regiments themselves were a various mix of northern and southern personnel.

Players will notice this mix and match technology with the lower numbered divisions.  Specifically the 5th and 9th VC divisions, and the 1st, 2nd, 3rd, and 7th NVA Divisions.  The distinction here between “VC” and “NVA” is marginal at best.  These early divisions with VC personnel will reconstitute but may be understrength depending on available VC replacements.

Another oddity you’ll find is divisions and regiments with the same number, differentiated only by a letter suffix.  My sources give different reasons for this but the most likely explanation was that they wanted to confuse U.S. intelligence. Prior to U.S. involvement they followed a more traditional numbering system.

Notes on entry hexes and Reconstitution
In real life the NVA used three different methods to get divisional and regimental sized forces deep into South Vietnam.

1.  The unit was formed on the spot from local recruits and elements of other nearby units.

2.  The unit was formed in North Vietnam, brought down the trail in small groups, and re-assembled

3.  The unit was formed in the north and moved down the trail more or less cohesively

I didn’t want to force the NLF player into using NVA divisions in their historical area of operations.  So in the game all NVA will enter and reconstitute in 63,0.  The NLF player can then use them as he sees fit.
Most VC units appear and reconstitute in their assigned province.
VC divisions appear and reconstitute on the Ho Chi Minh Trail.
The Ho Chi Minh Trail

The Ho Chi Minh Trail was a network of roads and trails that ran  through Laos and Cambodia that the NLF used to supply its armies in South Vietnam.  The Trail was the VC’s lifeline.  Food, weapons, replacements, advisors, and communications all came down from the North by way of The Trail.  The U.S. expended enormous amounts of ordnance to try and shut it down and used its existence as a justification to invade Laos and Cambodia.

The Ho Chi Minh Trail (referred to as the HCM Trail, or just the “Trail”) is represented in the scenario as a broken rail line and unimproved road extending from north to south a few hexes outside the SVN border.  I used a rail line instead of a simple road because I liked the idea of having to repair (upgrade) it in order to utilize its benefits.  The trailhead is at Techepone in Laos and terminates at Kampot in Cambodia, on the Gulf of Siam.  If utilizing the supplied alternate graphic tiles the rail line has been changed to represent a foot path (a squiggly green line) but it still uses rail movement per TOAW rules.
The rail line starts out as broken.  The NLF player is given a couple “Trail Repair” units that should start work immediately constructing the trail.  Just repair it like you would a normal broken rail line. All NVA engineers have trail repair capability as well.  The NLF player may decide to divert them from combat operations to trail construction in order to get it up and running faster.  To build the trail even faster, the NLF player can choose a Theater Option which will trade combat engineers for additional Trail Repair units.
In the scenario there are 2 types of supply that come down the Trail: road-bound material supply and manpower (replacements).  The first type is represented as supply sources at various points along the trail and are subject to the usual military interdiction.  The second type uses a separate trail sub-section that is needed to implement the strategic bombing rules.  

To simulate VC recruit infiltration along the Trail, I set up a series of Cadres (mobilization blocks) that appear and are available for disbanding, adding to the VC replacement pool.  The VC and NVA TOEs are such that only the VC units benefit from these blocks, and the force replacement editor was adjusted accordingly.  The cadres appear in a strip of hexes inside the non-playable area labeled “VC Recruit Infiltration Route”.  The Allied player is free to launch air attacks against these units in an attempt to destroy as much of their strength as possible before they are added to the replacement pool.  There is no political cost to conduct these attacks (air interdiction on the trail was considered an appropriate use of force).  However, without the insertion of LRRPs the targets are less frequently spotted. 

The Cadres are in Garrison mode when they enter and thus cannot move for a period of several turns.  This represents the time spent physically moving down the trail. While they are in this status they are vulnerable to being spotted and attacked from the air.  As time passes and improvements to the trail are made, the amount of time that a cadre spends in Garrison mode (and thus vulnerable to air attack) will be gradually lessened to reflect the decreased travel time. After the Garrison orders are removed, the Cadre can be disbanded immediately for VC replacements or moved to the relative safety of the interior row of hexes on the trail to be saved for later use.

See the following section, VC Replacements, for more information on how the NLF player utilizes the cadres.

VC Replacements

A critical issue in the scenario is the NLF’s ability to funnel replacements into the VC units in the south.  Nearly all VC battalions will be destroyed at one time or another.  A major key to victory for the NLF is to maintain the Replacement Pool at a level that allows for reconstitution.  If the VC are not maintained as a viable force then the entire burden of the war falls on the NVA.  Note:  I use the term “VC Replacements” to mean those elements of the TOE (mainly Light Rifle and Light Rifle AT) that only the VC utilize.  As previously stated, I set up the TOEs in such a way as to be able to control replacement rates separately for the VC and the NVA.  

The following rules apply only to VC. The NVA receive all their replacements at a fixed monthly rate.

Trail Infiltration

30 Cadre formations containing around 10,000 squads will appear on the trail infiltration route during the course of the scenario. Their entry is based on both turns and events. Upon initial appearance they are frozen along the edges of the trail for a certain number of turns as discussed in the previous section. Once they are free to move, the NLF player may immediately disband them for replacements, or move them to the interior of the trail to save for later use. They are still subject to bombing but are more or less safe since it is difficult for the Allies to spot units in the center row of the trail.  The number of turns that the cadres remain frozen will decrease as improvements to the trail are made.

This method of VC replacement gives the NLF player precise control over the appearance of VC units.  Often, it is desirable to save up several cadres and then disband them all at once.  At the same time you can disband the VC that happen to appear on the map until you’re ready to use them.  Using these methods the NLF player can go “underground” with the VC for a period of time and then spring back to life for a few turns of intense activity, just the way the real war was fought.  See Strategy & Tactics for more information on handling the VC.

Special VC Reinforcements

There are 2 special cadre units that enter the VC infiltration route.  The “Mil Region 5” unit enters at the north end (in the excluded hex) and the “B-2 Theater” cadre enters at the southern end.  Disbanding these units triggers the influx of about 10 battalions each.  This is in addition to the number of replacement squads contained within each unit that are gained when it is disbanded.  The Mil Region 5 reinforcement VC battalions will be in the I Corps and II Corps area and the B-2 Theater reinforcements are in the III Corps and IV Corps area.  These special cadres come in at different times.  MR5 is based on the EEV and B-2 is based on HCM trail improvements.

You are free to disband them whenever you wish.  But the real purpose of the special VC cadres is to allow the NLF player to conduct a ‘Tet’ style offensive, by suddenly flooding the map with VC battalions.  See Strategy & Tactics for detailed information on how to plan, build up, and execute an offensive.

VC Conscripts

The Viet Cong were able to wrest control of SVN’s population from the government by following a strategy of establishing themselves in the rural areas of the country.  On occasion, however, they would attack and occupy a provincial capital.  If successful, it gave them a chance to bolster their ranks with members of the local population that they previously couldn’t reach.

The VC OOB includes one conscript unit for each province in South Vietnam.  The TOE of the unit is proportional with the size of the population in the province it represents.  When the NLF captures a provincial capital, a VC reinforcement will appear in the hex on the following turn (assuming they still hold it).  This represents the portion of the population that the VC was able to convince, recruit, cajole, or conscript into active service.  

These units (with the Irregular icon) are meant to be disbanded  like Cadres and added to the VC replacement pool. But they can be left in place as a garrison if desired.  However, they make poor quality combat troops, do not receive replacements, and do not reconstitute.  

Optional VC Replacements

A major dilemma facing North Vietnam during the war was how much of its resources to commit to the “South” (e.g. VC) and how much to put into their own standing army. Men and material dedicated to the south had to take the long and dangerous journey down the trail, causing a high attrition rate. That committed to the north could be applied efficiently to the combat units, and was under more direct control.  It was recognized, however, that a strong guerilla army was critical if the traditional NVA forces were to ultimately succeed against the U.S. trained and equipped ARVN.

The NLF player has the option to divert extra replacements to the VC at a cost to NVA replacements.  The exchange rate is roughly 3:2, meaning for every 2 additional VC squads acquired, 3 NVA replacement squads will not appear.  Each of the below options will provide an additional 1500 VC squads and supporting equipment, for a total of 3000 additional squads possible. 

The first option appears on Turn 30 and stays on the board until Turn 60.  If you’ve not chosen the option by Turn 60 it is removed permanently.  Once chosen, a few turns later the additional VC cadres start to show up, and the NVA replacement rate is cut to 75%. 

A second option appears on Turn 60, regardless of whether the first option was chosen.  If chosen it will bring the NVA replacement rate down to 45%.  The second option is removed after Turn 90.  Once these two options are chosen (or removed by the game) no further VC enhancement options will be available.

See the Strategy & Tactics section for more discussion on how to best utilize these options.

Commitment

The level of U.S. involvement in Vietnam is measured in terms of commitment, which not only includes physical troops but actions and decisions as well.  U.S. military planners operated under the conflicting priorities of keeping commitment low while obtaining the necessary troops to get the job done.

U.S. Commitment is tracked using the Event Engine Variable (EEV).  As the Allied player makes decisions that increase/decrease the level of U.S. involvement the EEV is adjusted accordingly.  As the EEV increases various effects will be applied.  When the variable has reached 100 final withdrawal will be ordered.  The following are actions that will affect the EEV.

Requesting Reinforcements:

The list below shows the U.S. units available for reinforcement.  The first number is the cost to bring the unit in.  The second number is the deduction from the EEV when the unit is chosen for withdrawal.  

(6/2)
MAF Support Group:
26th and 27th Marine brigades, MAF artillery, additional MAG units

(3/2)
1st Marine Division:  
Full division minus amphibious support

(3/2)
3rd  Marine Division:  
Full division minus amphibious support

(3/2)
1st Infantry Division:  
Full division

(3/2)
4th Infantry Division:
Full division

(3/2)
9th Infantry Division:
Full division (including amphibious battalions)

(4/3)
23rd Infantry Division:
Full division (11th, 196th, and 198th brigades)

(3/2)
25th Infantry Division:
Full division

(4/3)
1st Air Cavalry Division:
Full division including helo transport

(4/3)
101st Airmobile Division:
Full division including helo transport

(2/1)
MACV Support Group:
Engineers, MPs, recon units, independent air cav battalions

(5/1)
2nd Air Division:

31 squadrons of aircraft

(5/1)
13th Air Division:

29 squadrons of aircraft

(6/2)
Strategic Air Command
16 squadrons of heavy bombers (B-52s)
(1/1)
3/82nd Abn:

One brigade detached from the 82nd Airborne
(1/1)
199th Lit Brigade:

One independent brigade

(1/1)
1/5th Mech:

One brigade detached from the 5th Mechanized Division

(1/1)
11th Arm Cav:

One independent armored cavalry regiment

(1/1)
173rd Abn:

One independent airborne brigade

(2/0)
Artillery Group

17 artillery battalions
(4/0)
12th Aviation Group
6 aviation battalions (transport helos) and 3 air cav battalions
Additional U.S. Replacements: +1 each Theater Option chosen
Border Violations

Each violation of Laos/Cambodia border = +1

Strategic Bombing

Declare Bombing Offensive = +1
Halt Bombing Offensive = -1
Initial bombing attack: +1 (per hex)
Continued Restricted bombing resulting in civilian casualties = +1 (per occurrence)

Continued Unrestricted bombing resulting in civilian casualties = +2 (per occurrence)

War Progress
Allies winning by 60 or more:  -1 to EEV every 3 turns

NLF winning by 10 or more:  +1 to EEV every 2 turns

Early Vietnamization Option: +10

Buildup Penalties
Buildup penalties kick in when the EEV reaches 15, 30, 45, 60, and 75.  For each level reached, 1 is added to the EEV every 5 turns.  Thus, once the EEV reaches 75, an average of 1 additional point per turn is added to the total.  If the Allies manage to lower the EEV later on, the specific level penalty is suspended.  There are also additional penalties for building up too fast.

Reducing the EEV Through Voluntary Withdrawal

For each U.S. formation brought into play, a utility unit will appear in the AG area of the map.  Disbanding this unit will cause the indicated formation to be withdrawn and will recover part of the original cost to bring the formation in, thus reducing the EEV.  Exception:  The Artillery Group and Aviation Group are only withdrawn during final withdrawal.  Once a formation is chosen for voluntary withdrawal it may not be brought back in.  The utility  units contain a few ARVN rifle squads that will be thrown into the pool when they are disbanded.  This is to represent equipment that the U.S. left behind when they pulled out.

Both Reinforcement and Withdrawal units are part of the Adjutant General formation.  The Reinforcement units have the icon colors of the formation they bring in while the withdrawal units are all green on white, in order to easily differentiate them.  This system was used instead of Theater Options because (due to a known TOAW bug) the Allied Theater Option screen would not fit all TO’s if all of the U.S. units were brought in.

Effects of the EEV

Other than reinforcements, buildup penalties, and support points, no significant game effects occur until the EEV reaches 95.  Newstrings appear at various EEV levels to remind players of the increasing U.S. involvement.  The NVA (and to a lesser extent the VC) often mobilized additional forces in direct response to U.S. escalations.  Several divisions of the NVA and some VC battalions will mobilize as the EEV reaches different levels.  FWA mobilizations and Allied logistical support are also dependent on the EEV.  
U.S. Withdrawal

When the EEV reaches 95 there will be a newstring “U.S. troop levels exceed maximum !”.  This is the Allied player’s cue that he should start withdrawing units using the above procedure.  As a general guideline, withdraw one formation each time you see this newstring.  If the Allied player fails to do this then Final Withdrawal will occur much quicker.  The Allied player may get away with letting this newstring occur for a couple of turns, but you need to be careful.  Once the EEV hits 100 you can’t take it back.

Eventually the player will run out of units to withdraw and the EEV will reach 100 at which point the Pentagon orders final withdrawal as indicated by a newstring.  All remaining U.S./FWA units will then be automatically removed from the game over the next few turns.

Other adverse Allied game changes occur when the EEV first reaches 95, such as a declining US and ARVN morale.  The U.S. player can delay these by choosing some voluntary withdrawals at an earlier stage.  Of course, this decision must be weighed against the need to have the formation on-map.  Also keep in mind that vietnamization occurs at EEV = 95 so delaying this would have some negative consequences as well as positive.

EEV Newstring Indicators

For each action (except the automatic buildup penalties) that changes the EEV a newstring will appear with the value in parenthesis.  Example: “Allied bombing causes civilian casualties (+2)”.   
For each EEV milestone (15,30,45,60, and 75) a newstring will appear with the absolute value in parenthesis.  Example:  “International leaders call for U.S. withdrawal (45)”.  Note that the actual value may be slightly greater than the number in parenthesis if there were several changes at the same time.
Sovereignty

The war was not confined to South Vietnam.  The NLF had been using Laos and Cambodia for years to funnel recruits down to the VC units in the South (drawing frequent U.S. response), and the U.S. had been bombing North Vietnam long before their “official” involvement in 1965.  However, the NLF seemed to get away with it (not withstanding an occasional crackdown by Cambodia).  The U.S., on the other hand, suffered severe political repercussions every time news leaked of a new operation outside SVN’s borders.

The area of the game map that represents Laotian and Cambodian terrain is divided into several event occupation zones.  One point added to the EEV for each zone occupied.  The event recycles and if the U.S. continues its advance another point will be added, and so forth.  In other words the penalty can be minimalized if you get in and get out quick.  The zones are set up so that a buffer of at least one hex will exist all along the frontier.  The area of Cambodia that extends into SVN near Saigon (the so-called “parrot beak”) is not covered at its tip.  

A violation of the DMZ (3 hexes north of the NVN border) results in an immediate victory for the NLF.  In reality the penalty would not have been this great.  But since only a small sliver of NVN is represented on the map, the rule was necessary to keep the scenario playable in the face of an ahistorical and improbable Allied invasion.  A “what-if” scenario including all of Vietnam would certainly be an interesting project.

The areas of the Infiltration Route and the NVN Military Industrial Complex are considered well within their respective country’s borders and may not be physically occupied (the only way to get there would be an airmobile landing).  Doing so results in an immediate NLF victory (see Victory Conditions).

Free Fire

U.S. air power operated under a restrictive set of rules of engagement designed to minimize civilian casualties.  Occasionally, the U.S. would declare a “Free Fire Zone” into which all available firepower was to be directed.  While helping out with the local military situation, it made pacification more difficult (even when the civilians were evacuated beforehand).  The theory was that anyone who remained was considered VC and thus fair game.

This is modeled in the scenario as a “slide track” located inside the non-playable area.  The Allied player uses the provided unit to move back and forth between Free Fire and Restricted Fire.  To ensure that the effects are properly applied, the player should only move the unit from one extreme end to the other, and avoid moving it back and forth in the same turn.  Once a fire mode is chosen, it remains in effect until the counter is moved back to the opposite side.  When Restricted Fire is in effect Allied air power will operate at a 50% air shock penalty.  When Free Fire is in effect Allied air power is at 100%, but an NLF victory point is added each turn that Free Fire is in effect.  

The Free Fire bonus will be trumped by monsoon effects.  If you choose Free Fire during the monsoon season, you will not get the shock bonus but the victory point penalty will still be applied.

In reality, Free Fire affected all forms of bombardment, including artillery and naval, and was applied on a province by province basis affecting pacification only for that area.  The above rules are what I was able to accomplish within the TOAW system.

Strategic Bombing

True to nature, the U.S. tried not to hurt anybody while bombing the crap out of North Vietnam.  Targets were chosen more for their likelihood of collateral damage than military value, and the bombing was used as much for a political tool as military.  The term “restricted bombing” means attacking targets only in those areas that were deemed to cause minimal civilian casualties.  “Unrestricted bombing” refers to the later U.S. practice of hitting targets in more urban areas.
Northern Targets and Civilians

There are 4 target hexes that the Allied player can choose from.  The bottom two targets are in the restricted zone and the other two in the unrestricted zone.  All four of these targets are contained in an island of hexes in the non-playable area called the “North Vietnam Military Industrial Complex”.  Each target hex will contain three units:  1) a target unit, 2) a civilian unit, 3) a FLAK unit.   The target and civilian units are very similar, but the effects of their destruction differ.  Destroying a target unit will affect the NLF’s war production, while destroying a civilian unit will increase the EEV due to public outrage.  The Air Defense FLAK unit is comprised of Heavy AA guns.  There may be more than one Air Defense unit in a target hex if the NVA enhanced air defense has been activated.

The effects to the NLF of target destruction are cumulative and are as follows:



Restricted Zone

Unrestricted Zone
Both Targets
Supply

Supply - 5

Supply - 10

Supply - 15
Industry

Replacements – 15%
Replacements – 30%
Replacements - 40%
The political costs of bombing (additions to the EEV) are:  



Restricted Zone

Unrestricted Zone

Initial Attack
     + 1each hex

     + 1each hex
Civilian Losses
     + 1each civilian unit
     + 2each civilian unit
HCM Trail Targets

There are no “Target” or “Civilian” units per se on the trail.  Instead, the Allied player directly bombs the replacement cadres in order to reduce their strength prior to disbandment.  They have some AA protection but there are no MiGs.

Long Range Reconnaissance Patrols

The famous LRRPs of Vietnam are represented abstractly in the scenario as units in excluded hexes adjacent to targets in the North and on the HCM Trail.  The presence of the LRRPs will guarantee that any adjacent target is visible to the Allied player.  
Declaring a Bombing Offensive

The Northern target units and LRRPs do not start the game.  The Allies bring them in by choosing the Theater Option to commence bombing.  Choosing this option adds +1 to the EEV due to the bad publicity that a bombing campaign causes.  This is in addition to any additional penalties for eliminating civilian units.  If the player does not choose this then no attacks against the north can be made, and attacks against the HCM trail will be sporadic at best.

Note that there are MiGs based in North Vietnam.  They can be attacked (attack the air base) regardless of the status of the bombing campaign.

Calling a Bombing Halt

Using a Theater Option the Allied player may call a bombing halt.  All LRRPs and the Northern target units are withdrawn.  The Allies get –1 deducted from the EEV.  Cadres on the trail can still be bombed but without the LRRPs it is infrequent that they are even spotted.  Once a bombing halt is called it cannot be re-started (I realize that is not historical but it was a necessary design tradeoff).

Diplomacy

The U.S. and North Vietnam negotiated on and off throughout much of the war. But with South Vietnamese opposition to a diplomatic settlement, neither side realistically expected a political solution to the conflict.  But they kept on negotiating, each for their own reasons. The U.S. wanted to find a way out and convince the public it was doing everything it could to end the war.  The North Vietnamese negotiated in part to deny the U.S. the moral high ground, and in part to placate their communist patrons, China and the USSR. In the end they did it to buy themselves time to build up for what they considered the inevitable military solution.  The resulting agreement was basically a “standstill cease fire”.  The U.S. withdrew and the remaining antagonists were allowed to remain in areas they currently controlled.  Few believed that the peace would last, and they were right.

The diplomacy rules allow the players to negotiate a cease fire.  Though it is little more than a battlefield pause, it shows how each side welded its military operations to diplomatic maneuvers.  The Diplomacy Option is removed if either side is controlled by the PO.

When the EEV reaches 95 (the Allies historically started to push hard for a political solution when withdrawal was imminent) the Allies will have a Theater Option to “Offer cease fire”.  Selecting this option will deduct 5 from the EEV to reflect the favorable effect such an overture would have on public opinion.

The NLF’s board will then be updated with a Theater Option to “Accept cease fire”. If he accepts then the 5 EEV points are added back to the EEV and a cease fire goes into effect.  The 5 EEV points are reapplied because 1) the U.S. public now expects at least a partial withdrawal since the fighting has stopped, and 2) a U.S. withdrawal would necessarily be part of any diplomatic agreement.

There are small delays built into each of the above stages. Specifically, there is a 2 turn delay between the cease fire taking effect and the +5 addition to the EEV.  This gives the Allied player an opportunity to withdrawal some troops so that the +5 modification doesn’t cause the EEV to reach 100 and trigger final withdrawal.  To play it safe, the Allied player should withdraw at least two formations when a cease fire goes into effect.
The cease fire will remain in effect until the NLF player chooses to violate it.  3 to 6 turns after the cease fire goes into effect the NLF will have a Theater Option to violate it.  There is no delay. The open fire takes effect on the turn after the Theater Option is chosen.  When the NLF violates the cease fire the Allies are awarded +20 VPs to model the negative political impact it had on South Vietnam’s population.  (Historically, by then the NLF had given up on a political resolution to the war and intended to win by brute military force).

See the Strategy & Tactics section for more information on how the cease fire impact the scenario.

Economic Aid

The U.S. shipped vast quantities of economic aid to South Vietnam, not so much to win the “hearts and minds” as to buy them.  Only a small proportion actually reached the people, with the majority being pilfered by black marketeers and corrupt ARVN generals.
To the extent that economic aid reached its intended recipients has already been factored into the Allied pacification rates.  These rules model the effect that a more vigorous program might have had on the overall conflict.

At game start the Allies will have a Theater Option to “Begin Economic Aid Program”.  Selecting this option will apply +1 VP each turn at a cost of +1 EEV point every 5 turns.  After the program has started, a Theater Option will appear to turn it off.  The Economic Aid program is automatically terminated when the EEV reaches 100.  Once the program is terminated it cannot be re-started.

Strategy & Tactics

This section does not recommend one strategy over another.  Rather, it merely points out what is available and some of the considerations that should be included in the player’s overall planning.  More than most TOAW scenarios, this one requires a comprehensive strategy from the beginning.
Allied

Operational Strategies

You cannot affirmatively defeat the NLF; all you can do is prevent them from winning and you do that first by avoiding the sudden death victory conditions, and second by making the enemy use as much time as possible to achieve his goals.  The Allied strategy can take a passive or aggressive nature.  

The passive strategy tries to keep U.S. involvement at a minimum, use the ARVN as much as possible, and pace yourself throughout the war by maintaining just enough control to keep bad things from happening.  Only threatening NLF units are attacked (those that could trigger a pacification event).  This strategy is vulnerable to a coordinated NLF offensive that, over a course of just a few turns, might achieve enough success to end the game.  It’s strength is that it prolongs U.S. involvement and forces the NLF player to do something.  If both sides take a passive stance and do nothing it favors the Allies.

The aggressive strategy is to try and deal such a harsh blow to the NLF in the first couple of years that they would be unable to recover from it later on.  To do this you will need U.S. troops, and lots of them.  You will also need the NLF to cooperate by providing you with units to destroy.  By using this strategy you should be able to “gain control” by late 1967, inching your victory level up towards the 40 – 60 range (depending of course on what the enemy are up to).  The NLF will most likely respond by laying low.  If you find that you have many units sitting around doing nothing, chances are you over-committed.  

Buildup Considerations

Which U.S. units to bring in will depend on the situation.  The 1st Air Cavalry and 101st Airmobile are 2 obvious divisions for going after the VC.  If the NVA is attacking in force, the 1st, 4th, and 25th Infantry divisions pack more conventional punch and are not as costly.  If the Delta is under attack, the 9th Division is the weapon of choice since it’s 2nd Brigade can easily traverse the maze of super rivers.  The 23rd (Americal) Division enters in its component brigades complete with brigade level support. They can be used independently or as a division.  

A major decision for the Allied player is how rapidly to build up.  Much will depend on what the enemy does for an opening book.  If he comes out of the gate charging, you’ll have no choice but to bring in at least 2 or 3 divisions the first year.  The NLF can make a serious run at victory at game start if the Allied player isn’t paying attention.  Keep in mind, when calculating future troop needs, that there can be a delay before the troops arrive in the Philippines (due to stacking limits).  Once there, it is at least one turn to ship them to the mainland (assuming there is shipping available).  The point is that a couple months can pass between the troop request and the division being combat-ready.  Try to anticipate future needs vs. just reacting to the current situation.

I would put a voluntary moratorium on new troops requests once the EEV hits 60.  Try to get the job done with the units at hand and try not to overreact to NLF feints by calling in another division.  On the other hand, if the situation calls for it, go ahead and request more reinforcements.  Keeping U.S. involvement low is not worth it if the NLF is allowed to gain too much control.  The dynamics of the scenario are such that victory can swing to the NLF quickly, but to the Allies slowly.  

Almost as important as knowing when to bring U.S. troops in is knowing when to send them home.  Plan to start withdrawing units when the warning newstring appears. You might get away with waiting a couple of turns if there is an emergency in progress, but I wouldn’t wait too long.  Once the EEV = 100 you can’t take it back.

Air Power
Allied airpower is capable of unleashing hell.  In the scenario, you can reach interdiction levels of 20-30%; you can provide so much ground support that a crack marine company will hold its own against an entire NVA regiment; you can obliterate targets in North Vietnam; you can destroy the entire NVA air force in just a few raids; you can conduct devastating direct attacks on VC units; or you can cause a 50% casualty rate among recruits infiltrating down the trail.  I even had one of my NLF playtesters comment that he observed his victorious attacking unit evaporate as it attempted to move into the vacated defender’s hex.

You can do any of these things.  But you can’t do them all.  And you can’t do it 4 months out of the year due to the monsoon.  How the Allies use their airpower should depend on the situation.  If the NVA is attacking in force I think ground support is the best way to go.  A strong interdiction level will be successful if the NLF is moving a lot of units around…especially down the trail (TOAW air strike logic seems particularly fond of targeting HQs).  In short, the use of airpower in this scenario is not radically different from any other.  The thing to keep in mind is that it assumes more responsibility for the total war effort than in other scenarios.  Used wisely, you’ll be amazed at the results.

Strategic Bombing

Strategic bombing is something of a paradox.  Long term strategic bombing campaigns are almost always declared unsuccessful once all the facts are known.  Yet the military (particularly the U.S.) invariably appear ready to try it again.  And the recipients of aerial offensives almost always exaggerate civilian losses while minimizing military damage.  If you choose to embark on a bombing campaign in the scenario, be aggressive and consistent.  It takes approximately 2,000 B-52 sorties (fewer if using Free Fire) to destroy one of the industrial targets if you attack frequently.  A bombing campaign also makes more sense if you have chosen a passive buildup strategy, since the political costs are more easily absorbed.  Unless you are guaranteed destruction of the target, avoid a strategy of bombing aggressively for a few turns and then backing off.  The U.S. constantly did this in the war and all it served was to give the NLF a chance to repair damage.  Targets and AA defenses do repair themselves (receive replacements) but civilian losses do not.  In other words, whether you bomb slow and gradual or with a massive blitz the political costs are the same.

Bombing the trail is a different story, and should be undertaken regardless of strategy and whenever possible.  There is no political cost involved, losses are minimal, and the target doesn’t have to be completely destroyed.  Every squad you destroy on the trail is one less you’ll have to face later on.  But this would come to the detriment of other bombing targets as well as combat operations.  It’s your choice… all the pieces are there for you to put together as you see fit.

Economic Aid
The key to deciding if/when to implement economic aid is determining to what extent the EEV penalty will harm your overall war effort.  If enemy activity is low and you planned for a small U.S. force anyway, the aid program can be a good investment.  But it’s a trade-off to having U.S. troops on-board and the NLF may be able to make up the points by increased activity.

There are other more immediate uses for economic aid.  If the victory level is below –10 you can use it on a short term basis to get yourself out of the cellar.  Since +1 is added to the EEV every couple turns anyway (at Victory –10) the program would more than pay for itself.  

Note that a long term Economic Aid program combined with early Vietnamization makes an interesting experiment in nation building.  

Free Fire

I recommend using Free Fire sparingly since you can usually get the job done without it.  When deciding whether to use it, you need to see if the benefits outweigh the costs.  For example, let’s say there are 5 VC battalions you need to destroy but could only get at 2 without free fire.  In this case it is beneficial because not destroying the other 3 battalions might cost you 3 victory points, versus the 1 for using free fire.  But there are 2 problems with this logic:  1) the situation is seldom so black and white, 2) Free/Restricted fire becomes effective on the turn after you move the selector unit, so you would have to anticipate the above situation in advance.  Not to mention that the enemy will know that Free Fire is in effect and is unlikely to accommodate your plans.

I tend to use free fire to support planned operations and for aerial blitzes against the north (you can wipe out a civil defense unit in a single turn if you do it right).  In any event make it count.  The cost is the same regardless of how many air units participate.  Best to wait until your air power is fully developed.

Intelligence

If you use Optional Rule #1, you should avoid the habit of going into unknown areas with your combat troops.  There are plenty of recon units available to the Allied player.  Use them.  Otherwise, you’ll find yourself in the situation of no combat troops available just when you’ve located a really ripe target.  A freshly arrived VC unit will always be visible.  Go after those first.  But existing ones can also cause a problem and should not be left unmolested.  Check the newstrings.  They will tell you where there has been VC activity during the previous turn.

Keep track of the NVA divisions.  The NLF starts the game with 1 division mobilizing in the DMZ.  They will continue to mobilize about 1 - 2 per year for the first few years.  Watch the replay for flashes of NVA moving down the trail.  You can also use your Heli recon units to search the trail, but be careful, they are vulnerable to AA fire.  The reason you want to know this information is to prevent a damaging raid by positioning blocking forces opposite an NVA division.  
Combat Tactics

When a VC unit is located you’ll want to surround it if possible.  If attacked head on they tend to either retreat before combat or split up after combat in which case you’ll have three headaches instead of one.  If it is near the Trail, you can usually get away with just pushing it back across the border (careful not to cross it in hot pursuit).  Air assault tactics (boarding the unit on helicopters and disembarking directly on the defender’s hex) can be useful if the attacker has enough of a superiority.  About a 3 to 1 advantage is the minimum I would air assault with.  If the units are closer in strength, there is a fair chance that the defender will simply retreat from the landing zone, and the attacking unit may be unable to split up and deploy.  Attacker’s losses also tend to be higher when using this tactic.  Airborne units can use airmobile movement also but don’t use them to air assault since they lose all air capability if destroyed and reconstituted.

At some point in the game you’ll be faced with the temptation to pursue defeated NLF units onto the Trail, which would entail a violation of sovereignty (moving into Cambodia or Laos).  NLF units tend to retreat towards the trail and after a time large groups of them can be found clustered around supply sources. You have to weigh the short term gain against the long term political damage.

About artillery.  Allied artillery in this scenario has no infantry protection against ground attack.  The best use for them is in garrisoned firebases which can cover a given radius.  If attacked on their own, they will probably retreat or evaporate.  If you use them to complete encirclements, do so at your own risk.

Be careful about leaving weak units near the border.  The enemy can attack and possibly push them across, thereby triggering a border violation penalty.  In one of my playtests I had to disband a company of Marines to prevent them from being pushed into North Vietnam and ending the game.

Roundups and Area Control

A roundup is an operation to re-capture an entire province or group of provinces that have fallen under enemy control.  Depending on the situation, this can require fewer troops than if you were to go after each enemy unit in detail.  In its simplest application, you simply surround the enemy block with an unbroken noose and start contracting.  Allocate forces that you won’t need for other area control… weak and resting units are good choices for this kind of operation.

On the other hand, if the war is going poorly overall, re-capturing a province may not be the best course of action.  Because the Event Engine works off of Change of Possession (see Event Engine notes), once a province has been completely enemy occupied it can do you no more harm.  This strategy of abandoning lost provinces makes more sense if it is late in the game, and the province in question borders a large block of already held NLF territory.  However, if you use this strategy for a province located in the middle of otherwise friendly populations, the NLF will simply use it as a safe haven and a base to expand operations into neighboring provinces.

Actually, the issue of re-capturing hexes is more complex than it appears.  The game starts with large swathes of South Vietnam under VC control, mostly in the rural areas.  If you choose not to re-capture those hexes it will force the VC to move towards your strongpoints if they want to keep the victory level moving their way.  But it will also allow them to create their own strongholds at the same time.  On the other hand, there are 2 indisputable advantages to re-capturing enemy controlled hexes: 1) it increases the interdiction level and, 2) it reveals reconstituting VC units.

All things considered, it is probably best to try and re-capture these areas.  Just be aware that it won’t be a correct solution 100% of the time.

Airmobility
U.S. field divisions each have an aviation btn when, at full strength, is enough to airmobilize about a brigade.  Some independent brigades (i.e. 173rd, 3/82nd Abn) have an aviation company.  The 101st and 1st Cav each have 3 aviation btns.  Additional airmobility beyond that is taken from the independent aviation btns of the 12th and 17th aviation groups.  Half of those will come in as the EEV rises and the other half mobilize when the Independent Brigades reinforcement is taken.  The aviation units have a range of 40 hexes so the player should locate them in the areas of the map where airmobility is most needed.  Note: if an aviation unit has provided support it can’t be moved that turn, and once you move an aviation unit it won’t provide support for that turn either.

Using the Replay
The replay takes on an added importance to the Allied player in this scenario, aside from the usual advantage of catching glimpses of the enemy as they move from one controlled block to another.  Most of the time you won’t have enough troops to go after every single visible VC unit.  By carefully watching the replay (and maybe even taking notes) you’ll determine to an extent which units have moved.  As stated in the previous section these should be your priority targets for the turn.

Sometimes the replay will also show NLF units evaporating, which is the message that is displayed when a unit disbands.  This could be referring to either field units or cadres.  But in either case if you notice a large number of units disbanding, expect increased VC activity in 2 – 4 turns.

Conclusion

Finally, there are no front lines in this war (at least not until the end).  You must shed your linear perspective of a WWII style front and adopt a “sphere” type command.  Position your formations so that they can cover a given radius.  After they have conducted an operation, it’s a good idea to bring them back to the center of the circle to be prepared for the next action.  After a while, you’ll learn where to expect the VC to pop up and you can station your forces accordingly.  Although it would be nice to have a solid front from Quang Tri to Kien Giang, you just don’t have the troops to do it.  And even if you did, the NLF wouldn’t likely play by those rules.  Remember, it’s not about gaining or losing ground… it’s about area control.
NLF

Operational Strategies

The NLF player has fewer decisions to make but they have a greater impact on the pace of the game.  It is the NLF player’s decisions that influence U.S. buildup, bombing strategies, casualty rates, and the timing and location of major battles.  This reflects history: over 90% of the land engagements in Vietnam were initiated by the NLF.  This isn’t quite so apparent in the game unless you consider capturing a (vacant) enemy hex as an attack (the TOAW engine does).  However in most cases, if the NLF doesn’t want combat he can usually avoid it.

One of the first things the NLF player should determine is how he wants to win.  He can win by capturing Saigon; a knockout blow based on points; or going the distance and simply outlasting the Allies.  This decision will then lead to others as the NLF develops the overall grand plan.  However, like the Allied player, the NLF player cannot make decisions in a vacuum and the end-game strategy will be decided as much as by what the Allies are doing (or attempting to do) as what the NLF player wants to do.

The Saigon Strategy

To capture Saigon early in the war, the NLF will need a little bit of finesse and a lot of luck.  You’ll need to move a force of about 3-5 divisions down the trail, without being seen, and station them outside the SVN border opposite Saigon.  You’ll want to draw as many Allied forces towards the north as you can.  You’ll do this by a combination of VC activity and NVA feints across the DMZ.  You’ll want as many VC battalions as possible between Saigon and the main Allied forces.  These will be used to blow bridges, block roads, and harass enemy movement wherever possible.  When you decide to make your move, do it quickly.  Advance on a narrow front and don’t get too hung up on supply and flanks.  If you aren’t on Saigon’s doorstep in 3 turns, pull out or risk losing your entire force.  If it is later in the game and the U.S. has already withdrawn, the risk of annihilation is less but it will still be a tough battle against the ARVN.  The advantage of this strategy is the cost is low.  Even if it fails your NVA forces will be rebuilt within a couple of years.

The Blitz Strategy

The Blitz strategy is a knockout blow based on points, to achieve a sudden death victory by gaining a victory advantage of 40 prior to U.S. withdrawal.  This is exactly what the 1968 TET offensive attempted to do.  It failed, but caused such a reaction from the U.S. (additional troop requests) that it resulted in their eventual withdrawal.  Keep in mind that under the best of circumstances, you can hope for no more than 6-8 points per turn (not counting captured capitals).  If you can’t achieve sudden death within a year of the offensive, odds are it is going to fail.  But it may have other benefits as mentioned above.  The mechanics of how to prepare and execute one of these offensives is covered later.

The Allies are also vulnerable to this strategy at the beginning of the scenario, since it is difficult for them to assemble a large body of combat ready troops prior to 1966.  By immediately invading Quang Tri with the NVA, and conducting very aggressive offensive operations with the VC, you can cause the Allies at the very least some tense moments that first year.  The highest I’ve seen the victory level go in an operation like this is 25, which is still 15 points shy of sudden death victory.  If your U.S. opponent is asleep at the wheel, it’s possible to pull it off.  

Whether conducted early or late, the Blitz strategy is likely to drain the NLF, especially the VC.  It can take about 2 – 4 years to recover from a defeat.  If you want to attempt it, do it prior to 1970.  This will give enough time for the VC to recover and remain a factor late in the game.  Remember that the sudden death victory based on points is no longer possible after EEV=75.   So start the campaign early enough that you can finish up before that happens.
Grinding it Out

The last method of winning is the most unexciting  but probably the best prospect against a good U.S. player.  Start with conservative attacks across the DMZ.  During the VC mobilization period VC should be split up and spread out.  Be as annoying as possible.  The goal is to elicit early troop requests by the Allied player.  If you can cause him to run the EEV up to 45 by the end of 1966, you’re doing well.  You may try a small Tet style offensive with this strategy, but don’t base everything on it.  It will most likely fail.  

With this strategy, keep steady and constant pressure on the Allies.  Disband your Cadres as they arrive, while keeping a small reserve for the occasional push.  Keep the NVA out of harm’s way and don’t expose the VC more than necessary.  You’ll eventually wear the Allies down and the U.S. should be pulling out by 1971.  After that, a slow steady invasion by the NVA coupled with opportunistic actions by the VC should net you at least a minor victory by game’s end.

A variation of this strategy is called the “wave”.  Each year, disband all your cadres at once (of course you should vary the timing from year to year).  This will result in a few turns of intense activity followed by several turns of silence.  The objective is to cause the Allies to overreact and call in more troops.

Forcing U.S. Troop Escalations

Regardless of strategy, you want to force the U.S. to commit as much of his forces as possible without too much risk to your own.  You will unlikely be able to do anything but run for the first 2 years.  But that doesn’t mean you shouldn’t challenge U.S. battlefield supremacy once in a while. Never let the Allies rest.  Force them to guard everything.  If you find a weakly covered area, exploit it aggressively until countered by significant forces, then move on to something else.  This tactic was termed “nomading” by the U.S., in reference to the NLF’s constant shifting of units from one region to another.  Barring a catastrophic mistake by the Allies (like leaving the approaches to Saigon undefended), the NLF cannot hope for victory as long as the U.S. is there in full force.  Thus a prime ingredient of any NLF strategy should be to maximize U.S. response while minimizing your own casualties.  But it’s difficult to achieve both, and sometimes you’ll just have to take casualties to guarantee continued U.S. escalation.

Don’t forget the ports and beaches.  An NVA battalion can be transported by sea to any number of beach landing zones.  You won’t be able to start a second front, but do this enough and the Allies will feel compelled to garrison these areas.  More areas to guard = more troops needed = EEV increases.

Managing Resources

The importance of managing resources should not be overlooked.  The NVA replacement rate allows for periodic spurts of activity, but not for months of constant action. For the first half of the game try to build up as large of an NVA replacement reserve as possible.  You will need it later on, especially if you plan to divert NVA assets to the VC.  The VC replacements are a little trickier to manage.  The on-hand squads at start won’t last very long.  You’ll eventually need to disband cadres to keep the VC at full strength.  Once you disband a Cadre and it becomes replacements, TOAW dishes them out in its own mysterious way.  You don’t have much control over which units get reconstituted.  

Your VC replacement ratio can be used as a rough gauge as to whether you are consuming resources too quickly, although it will involve some record keeping.  Keep a side record of all disbanded cadres (the actual number of remaining Lt Rifle and Lt Rifle AT squads).  Divide the total by the total number of destroyed VC squads (Light Rifle and Light Rifle AT).  Your goal is to maintain a 1:1 ratio for as long as possible.  If it drops too low (i.e. 1:2) you should be more cautious.  If it becomes high (2:1) and you’re losing, you should be more aggressive.  But this formula doesn’t calculate total strength. Another way to look at it is compare your total strength (assigned squads) with the total number of destroyed squads.  You can determine potential versus actual strength by including cadres-in-waiting.

Ironically, it was the U.S. that came up with the term “crossover point” to describe the point in the war where they were eliminating VC squads faster than they could be replaced.  But the concept is actually more useful to the NLF, and in any event is nearly impossible for the Allied player to accurately calculate as Westmoreland and the Chiefs were to discover.

VC Combat Tactics
Without exception, the most important tactic available to the NLF is disbandment.  When a VC unit appears, if you have no need for it at that time, or if it is unable to escape from nearby Allied units, you should consider disbanding it.  VC battalions reliably reconstitute in 3 – 5 turns and maybe the situation will be more favorable when they come back.  Combine this with proper timing of disbanding VC cadres and you’ll exert a high level of control over the rate of appearance of your VC army.

Learn the ins and outs of TOAW’s spotting rules.  I still don’t know them all.  I do know that when a VC unit enters Allied territory (either during movement or as a reinforcement) it will be visible to the Allied player during his turn.  If the VC stays in friendly territory the whole time there’s a good chance it can stay hidden.  If it moves adjacent to Allied territory without entering it…well this is the part I’m not sure of.  Sometimes they are revealed and sometimes not.  Remember that if you entrench your units every turn that information may be available to the Allied player.  But you can use this to your advantage also.  If you find that the Allies are targeting hexes with an entrenchment value you can dig-in first and then disband your units.  The Allies will wind up chasing ghosts.

There are a surprising number of options available to a newly arrived VC unit.  First, conduct a threat assessment.  Which Allied units are nearby?  Are they Airmobile?  Is the ARVN unit that’s facing you notorious for being unreliable?  What is the victory level (do you need to turn up the heat)?  What is your loss ratio?  The purpose of these questions is to gauge 2 things: 1) the unit’s probability of surviving the turn, and 2) how much do you need the unit on-map at the current time.

Your options for the unit are as follows: Disband; Attempt to convert a hex and then disband; Split up and attempt to convert several hexes and disband or not; Dig in; Convert a hex and Dig in; Run for the border; Conduct an attack.  These may seem like obvious or trivial choices but they have a great impact on pacification (your primary source for points), your army’s survivability, and the likely Allied response.

VC artillery initially enters in conjunction with a Pol Sec and within range of a target.  The intent here is that you use them to bombard the target for a few rounds and then disband them at the end of your turn.  You may be able to come up with other uses for them.  Like all VC, they do reconstitute.
VC Deployment
The initial instinct of many first-time NLF players is to split up all their main force battalions and spread out in a starburst pattern.  One way to look at this is that at least one of three separate companies are likely to survive and trigger pacification versus a single dug-in battalion.  Maybe.  The VC units vary greatly in their composition and TOE.  I’ve seen some battalions withstand attacks by multiple Allied regiments for several turns.  In my opinion, the real advantage to splitting up units is not so apparent - it backs the Allies into a corner.  They have to choose between using costly air assault tactics or leaving too many units unmolested because they don’t have the numbers to surround every single band of VC.  The bottom line is that splitting up the VC usually increases your odds for pacification points, but digging in a single battalion usually results in greater losses for Allies in the ensuing battle.  But these effects are sometimes reversed depending on the tactics that the Allied player is using to assault your units.

The NLF player often has to choose between earning victory points or causing Allied casualties.  Given the high Allied loss intolerance, sometimes you can have it both ways since casualties can also increase your victory level.  Like most other issues addressed in this Strategy & Tactics section the right answer at any given time depends on a multitude of variables.

NVA Operations

Don’t commit the NVA too hastily.  Against an average Allied opponent you’ll take much worse than you dish out.  After the U.S. pulls out, the possibility of a conventional invasion is there but don’t rush it (the NLF’s failed Easter Tide offensive in 1972 was rushed.  Most thought they should have waited).  The trick to commanding the NVA is to use them selectively.  Early in the game against I Corps is usually a safe bet.  Otherwise, try to find areas that are undefended, or defended only by ARVN troops.

There are some opportunities for combined NVA/VC actions.  One such tactic is the basic frontal attack by the NVA with the VC coming up from behind to cut off retreats.  Another useful tactic I’ve found is to use the VC to screen the NVA.  By making the initial advance with the more expendable VC, and then waiting a turn for the ZOC to change, you can hide your main NVA force from enemy view while at the same time using the VC to recon the intended path of advance.  

U.S. Withdrawal

Once the U.S. withdrawal sequence has been set in motion, it is a good idea to lay low for a while.  This is because by that time in the campaign the NLF is usually pretty worn out.  Also, without having to worry any more about the political cost of border violations, the Allied player is prone to massive HCM trail offensives during this period.  There is also an ahistorical desire to get as much mileage out of the withdrawing troops as possible.

NLF Offensives

The NLF player is not forced into a Tet offensive and has the discretion to utilize the resources in another time and place.  However, the typical NLF style offensive can be effective if the Allies are unprepared or under-respond.  An NLF offensive is a “one-two” punch. You want as many VC battalions as possible appearing simultaneously while at the same time conducting some limited cross border operations with the NVA.  

To prepare an offensive, you’ll need to undertake the usual preparations such as planning your axis of advance and building up your forces.  For the VC, start saving up cadres.  About 1000 squads (10 full-strength cadres) will do for a moderate sized offensive.  Finally, pick your turn.  Something between 6 and 12 turns in advance is usually sufficient.  

On D – 2 disband your replacement cadres. On D – 1 disband your special VC reinforcement cadres (Military Region 5 and the B-2 Theater units). Disband one of those for a medium sized offensive or both for a large offensive.  Also, up until D – Day, disband any other VC units that happen to come in on their own.  You might want to leave just a few floating around so as to not reveal your intentions.

Your cross border NVA attacks will occur either on D-day, D – 1, or D + 1, depending on the nature of your offensive and your objectives.  For a general offensive with no specific objectives it is best to lead it with the NVA by attacking on D – 1 (to give your VC a fighting chance at the provincial capitals).

If you have a specific objective to be captured by the NVA (i.e. Saigon, Hue, Da Nang) then the NVA shouldn’t move until D + 1 or D + 2 in the hopes that the VC will tie down the Allies far from your intended axis of advance.

I’ve noticed most of my playtesters will conduct their offensives during the monsoon (to escape Allied air power).  NLF supply is greatly reduced during the monsoon so personally I prefer to conduct offensives during the normal campaign season.  If you have a few air units available, setting them all to Air Superiority for a couple of turns should give you some temporary relief from interdiction.

After a few turns if your offensive is not going well you should call it off.  Unless the Allied units are extremely weak there is nothing to be gained by further fruitless attacks.  Don’t retreat (even Guerilla units will get hammered by disengagement penalties).  To terminate the offensive just disband all your operating units where they stand.

Intelligence

The Allied player uses intelligence to manage his escalation and efficient deployment of resources.  For the NLF player, it goes much deeper.  His entire doctrine and plan for winning the war should be based on accurate knowledge of what is happening on the Allied side.

First, let’s look at escalation.  The newstrings make it easy for you to know which U.S. units have arrived, but you will have to watch the replay and do some recon to know where they are being stationed.  Knowing which units have arrived, and when, is critical to estimating the current value of the EEV.  If the EEV is averaging less than 2 points per turn, then the Allied player is building at a leisurely pace and you should step up activity.  If the Allies are building at 4 or more points per turn, then you should lay low since your opponent is doing all your work for you.

Next, you’ll need intel on deployment.  As discussed earlier, a prime tactic for the NLF is to conduct raids from the trail into SVN.  The success and cost of these raids is dependent on choosing an unguarded area to invade.  Use your VC units to probe up and down the frontier to determine Allied deployments.  An ARVN division is not usually cause for concern.  But a group of transport helicopters usually means an airmobile division is in the area and could spell a quick and costly end to your operation.  As a side note, historically the NLF spent many months researching and planning an operation and would not follow through if there were too many pieces of the puzzle missing.

Finally, use your cumulative intelligence base to determine when is the best time for a final run at victory.  Calculate how many turns it will take to get at least an advantage of 41 (NLF minor victory) at whatever turn pacification rate you think you can sustain.  Then calculate how many of the 100 provincial capital VPs you’ll need to fulfill this balance.  The reason for doing this is that a common mistake by the NLF player is waiting too late in the game to make their final push.  They expect the ARVN to crumble as it did historically, and it usually does not happen that way in the scenario.  If the NLF player waits too long, there just won’t be enough time left to gain the required pacification points.  If the NLF player moves too early (before he is ready or if considerable U.S. forces are still present), then he may waste his last reserve of offensive firepower.  Once again, timing is everything.

Admittedly, this part of the game is, well, gamey.  In reality, the NLF didn’t have a deadline of April 1975.  That’s just when it happened to occur.  Most historians agree that they could/would have gone on many more years had it been necessary (in fact, when their final offensive started in 1975 they had planned for a 2 year campaign).  Perhaps a future version of CSV will have 200 turns and extend into the 1980s.  Until then, the NLF player must watch the clock.

Conclusion
To sum up NLF strategy and tactics: Never let the Allies rest. Force them to guard everything.
Diplomacy

There’s a few things both players need to know about the cease fire rules and how they interact with the scenario so I placed each player’s diplomacy S&T notes in this one section.

Who does a cease fire benefit? Normally, a cease fire will benefit the stronger side so you always want to approach it from a position of strength.  For the most part, a cease fire locks the scenario in place so the side that is winning stays winning.  But in CSV, with its pacification system, there are a couple of twists.

First, VC main force battalions will still enter during a cease fire, even in Allied territory.  And the Allies won’t be able to attack them.  So initially, as pacification events are triggered the NLF will benefit regardless of the overall situation.  On the other hand the game engine allows interdiction strikes so the NLF can still get pounded during a cease fire.  There’s an opportunity here for a “gentleman’s agreement” between players. Additional diplomacy, if you will.  For example, the NLF player can agree not to disband any cadres during the cease fire in exchange for the Allied player taking all his air units off Interdiction.

Remember that the NLF earns points only by triggering pacification events; the Allies earn them automatically each turn, whether or not a cease fire is in effect.  Eventually the NLF will run out of reconstituting VC units and the victory level will start swinging back toward the Allies.  The longer the cease fire lasts, the more the VP tally tilts towards the Allies.

So as you can see the benefits of diplomacy flip-flop back and forth. First, the Allies get an EEV bonus.  And then it is negated.  Then the VC get some freebies as reconstituting units are immune from attack.  And finally the NLF runs out of a source of points and must attack or risk losing the game by sitting out a cease fire.

The bottom line is that in most games the Allies should go ahead and choose the option.  It forces the NLF player into a diplomatic corner – having to choose between giving the Allies an EEV bonus in the short run vs. giving them a pacification bonus in the long run.  The option should be avoided if VC activity is very heavy or the NLF controls large areas.  In this case a cease fire would damage the Allied player militarily since it would allow a large enemy force to remain intact and unmolested.  Remember the first rule of diplomacy – negotiate from a position of strength.

The NLF should accept the cease fire if they believe that they can rebound later on to mount a serious offensive.  They should also accept it if they are doing fairly well and can afford the +20 point penalty for violating it later on.  And if the NLF is doing really really good, they can accept the cease fire and possibly just let the game ride out for a marginal victory.  When should the NLF not accept a cease fire? If the EEV is no longer an issue (the Allies are near or already past final withdrawal) and you don’t need the respite to build up your forces, then avoid the option.  If you are losing badly (Allied VP level above +80) then I would also avoid it since the +20 point penalty for violating it will probably put the game out of reach.

Like many other options in this scenario, the Diplomacy rules require the players to accurately gauge the overall situation and anticipate how it would fit in with their particular strategic plan.

Pacification and the Event Engine

Since so much of the game revolves around the provincial occupation zones, both players should understand how this works.  TOAW first checks hex control, then resolves occupation events, then brings in reinforcements.  So a newly appearing VC unit will not trigger the pacification event until the following turn.  The second thing to remember is that VC units appearing in Allied held territory will always be visible on their turn of arrival (it’s a TOAW thing).  

The pacification zones are circular groups of hexes within each province.  In some cases they overlap and in others there is a gap.  Thus, a unit on the border between two provinces may trigger one, both, or neither of the pacification events.  Provincial borders have been rationalized to minimize this effect.

Once an occupation event is triggered, it will not trigger again if the original unit does not move.  Thus, TOAW looks at change of possession rather than mere occupation for these types of events.  However, if a new unit shows up in a different (Allied controlled) location within the same province, or the original moves, then the occupation event could in theory be re-triggered.

While on the subject of how TOAW does things, players should also understand that replacements are taken before reinforcements, but after events are checked.  This can lead to some nasty surprises for the Allied player.  Often the Allied loss penalty spikes during their turn but will come back down the following turn when replacements are taken.  But in the meantime, it may be enough to trigger an EEV penalty or, worse yet, a sudden death NLF victory.  So you should check your loss penalty near the end of your turn to anticipate if it will trigger a negative consequence.

I’ve also noticed another interesting occurrence relating to the sequence in which events are executed by the engine.  NLF pacification events are applied first and the Allied automatic pacification is applied last.  Most other events go in between.  This means that, for example, if the Allied victory level is –8, and the NLF triggered 2 pacification events during their previous turn, the +1 penalty to the EEV (for a victory level of –10) will be applied even though the turn start victory level is actually –7.  To make it even more confusing, other victory level related events may or may not occur in the same situation.

The sum of all this is that the Allied player needs to pay careful attention anytime the victory level dips below zero.  If you don’t stay aware of the above TOAW nuances you could be in for some unwanted surprises.
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Appendix A

Provincial Values



Pacification
Assigned
Assigned
Conscript

Province

Probability
VC Btns

Politicals

Size

NLF Supply

An Giang

50

2

2

120

An Xuyen
15

3

1

n/a
Bac Lieu

25

2

1

70

Ba Xuyen
35

3

2

90

Point

Bien Hoa

40

4

2

100

Binh Dinh
65

7

2

150

Point

Binh Duong
15

5

1

n/a

Binh Thuan
20

4

1

60

Chau Doc
45

4

2

110

Chong Thien
20

5

1

60

Dinh Tuong
35

6

2

90

Go Cong

10

2

1

n/a

Hau Nghia
15

5

1

50

Unit

Khanh Hoa
45

6

2

110

Point

Kien Giang
30

6

1

80

Kien Hoa

50

5

2

120

Point

Kien Phong
30

3

1

80

Kien Tuong
30

2

1

80

Kontum

30

6

1

60

Unit, Point

Long An

30

2

1

80

Long Khanh
25

4

1

70

Unit, Point

Phong Dinh
25

2

1

70

Phu Bon

25

4

1

70

Unit, Point

Phu Yen

25

5

1

70

Unit

Phuoc Long
15

3

1

50

Quang Nam
45

9

2

110

Unit, Point

Quang Ngai
60

4

2

140

Unit

Quang Tin
30

6

1

80

Quang Tri
20

0

1

60

Sa Dec

20

2

1

60

Tay Ninh

30

9

1

80

Thua Thien
65

4

2

150

Unit, Point

Tuyen Duc
15

3

1

50

Unit

Vinh Binh
30

3

1

80

Vinh Long
45

3

2

110

Unit

Appendix B

Reinforcement Schedule

Note: some formations have elements that enter based on different criteria as indicated by entries in the both the Turn and Event columns. Also, a random delay is built in to some event based reinforcements.
United States

Formation

Turn Entry
Event Entry
MAF Support Group


Theater Option

Marine Air Groups


Theater Option

1st Marine Division


Theater Option

3rd Marine Division


Theater Option
26th Marine Reg



Theater Option

27th Marine Reg



Theater Option

M.A.C.V.

1 – 3

Theater Option

USASC




Enter during U.S. withdrawal

USAPAC



Theater Option

23rd Artillery Group


Some enter on Theater Option and others based on EEV level

54th Artillery Group


s/a

41st Artillery Group


s/a

52nd Artillery Group


s/a

108th Artillery Group


s/a

97th Artillery Group


Theater Option
1st Infantry Division


Theater Option

4th Infantry Division


Theater Option

9th Infantry Division


Theater Option

23rd Infantry Division


Theater Option

25th Infantry Division


Theater Option

1st Air Cavalry Division


Theater Option

3/82nd Abn Brigade


Theater Option

101st Airmobile Division


Theater Option

199th Light Brigade


Theater Option

1/5th Mech Brigade


Theater Option

11th Arm Cav Reg


Theater Option

173rd Abn Brigade


Theater Option

12th Aviation Group


Theater Option (piggyback on MACV and air divisions)

17th Aviation Group


Based on EEV (1 Avn Bn starts)

7th Air Force



Theater Option (except 3rd Tac Group which starts game)

2nd Air Division



Theater Option (2 squadrons start)

13th Air Division



Theater Option (1 squadron starts)

S.A.C.




Theater Option (2 squadrons start)

7th Fleet




Theater Option

75th Infantry LRRPs


Theater Option

Free World Allies
Formation

Turn Entry
Event Entry
ROK 9th Infantry Div


EEV = 45

ROK Capital Div



EEV = 30

ROK Marine Bde



EEV = 30

Australian TF



EEV = 15

ANZAC Battalion


EEV = 15

Philippines CAG



EEV = 45

Thai Black Panther


EEV = 60

Thai Queens Cobra


EEV = 60

Army of the Republic of Vietnam

Formation

Turn Entry
Event Entry
Para Div
ision

Start – 35
One brigade enters during Vietnamization

Marine Division

Start – 68
One brigade enters during Vietnamization

1st Division

Start

One regiment enters during Vietnamization

2nd Division

Start

One regiment enters during Vietnamization

3rd Division



Vietnamization

5th Division

Start

One regiment enters during Vietnamization

7th Division

Start

One regiment enters during Vietnamization

9th Division

Start

One regiment enters during Vietnamization

18th Division



Mobilizes incrementally based on EEV

21st Division

Start

One regiment enters during Vietnamization

22nd Division

Start

One regiment enters during Vietnamization

23rd Division

Start

One regiment enters during Vietnamization

25th Division

Start

One regiment enters during Vietnamization

I Corps


Regional Forces and some ACRs start.  Remainder based on Vietnamization

II Corps


s/a

III Corps

s/a

IV Corps

s/a

Chief of Staff

s/a

I Ranger Group

Some start.  Most enter during Vietnamization

II Ranger Group

s/a

III Ranger Group

s/a

IV Ranger Group

s/a

Border Ranger I



Vietnamization

Border Ranger II



Vietnamization

Border Ranger III



Vietnamization

Border Ranger IV


Vietnamization

Popular Forces



Vietnamization

RVN Air Force

Four squadrons start. Remainder on Vietnamization

RVN Navy

Coastal Force starts.  The remainder enter on Vietnamization

Viet Cong
The following chart indicates the number of battalions that enter based on a Turn or Event.  As with the Allies, there is a delay built in to many of the event based reinforcements.

Turn
Number


Event


Number
1
6


EEV = 15

1


2
4


EEV = 30

3

3
4


EEV = 45

4

4
4


EEV = 60

5

5
4


EEV = 75

4

6
3


EEV = 100

3

11
3


NLF winning by 10
4

12
3


NLF winning by 20
3

13
1


HCM Trail Improvements
4

14
1


MR 5 Disbanded

10

15
2


B-2 Theater Disbanded
10

16
2


Pipeline Completed
3

23
2


Withdrawal Completed
3

24
3





25
3

Formation

Turn Entry
26
1


1st VC Reg

3

27
2


2nd VC Reg

5

30
1


3rd VC Reg

12

35
3


62nd VC Reg

25

36
2


63rd VC Reg

48

37
3


67th VC Reg

13

38
3


271st  VC Reg

Start

39
2


272nd VC Reg

14

40
3


274th VC Reg

15

41
2


275th VC Reg

11

42
2


5th VC Division

10 – 14

47
1


9th VC Division

22 – 25

48
1

49
3

50
2

52
1

54
1

59
2

60
1

63
2

64
2

73
1

75
1

76
1

77
1

North Vietnamese Army

Formation

Turn Entry
Event Entry
361st AA Division
Half start
Other half based on civilian casualties

559th Command Grp
Start (HCM trail air defense)

1st NVA Division

10-13



2nd NVA Division


NLF winning by 10
3rd NVA Division



NLF winning by 20

4th NVA Division

106
6th NVA Division

108
7th NVA Division



Trail extended
8th NVA Division

110
303rd NVA Division
112
304th NVA Division
23-26
308th NVA Division
1 – 4
312th NVA Division


EEV = 15



316th NVA Division


EEV = 30

320th NVA Division


EEV = 45

320th B NVA Division


Final withdrawal completed

324th NVA Division


EEV = 60

325th NVA Division
16-19
711th NVA Division


EEV = 75

305th Para Brigade
23

18th B NVA Reg



NLF winning by 20
21st NVA Reg



HCM trail pipeline completed
24th B NVA Reg



Enters in response to Laotian border violation by Allies

27th NVA Reg



s/a

27th B NVA Reg



s/a

31st NVA Reg



s/a

33rd NVA Reg



Enters in response to Cambodian border violation by Allies

66th NVA Reg



s/a

95th NVA Reg



s/a

95th B NVA Reg



Final withdrawa completed
101st NVA Reg



Trail improvements
126th NVA Sapper
6



207th B NVA Reg



EEV = 60
246th NVA Reg



Soviet/Chineese aid

270th NVA Reg



EEV = 100

271st B NVA Reg



EEV = 15

274th NVA Reg



EEV = 30

320th NVA Reg



EEV = 45

202nd Tank Brigade


Final withdrawal completed

203rd Tank Brigade


s/a

303rd Mechanized



s/a

338th Mechanized



s/a

341st Mechanized



s/a

B-3 Front Artillery


1 unit each at EEV = 60, 75


B-5 Front Artillery


1 unit each at EEV = 15,30,45,60,75,95 and 100

921st Air Reg

Start, 12

Soviet Aid

923rd Air Reg



EEV = 15, 30, 45

925th Air Reg



EEV = 60, 75, 100

927th Air Reg



U.S. withdrawals

Viet Cong Replacement Cadres

Cadre
Entry Turn/Event

Availability Turn*
1
3


12
2
USSR/Chinese aid
Entry turn + 9
3
14


20
4
EEV = 15

Entry turn + 9
5
23


32
6
EEV = 30

Entry turn + 9
7
29


37

8
EEV = 45

Entry turn + 8
9
35


43
10
EEV = 60

Entry turn + 8
11
38


46
12
EEV = 75

Entry turn + 7
13
47


54
14
Trail Improvements
Entry turn + 3
15
51


55
16
Pipeline Completed
Entry turn + 2
17
59


63
18
Trail Construction 
Entry turn + 4
19
63


66
20
NLF winning by 10
Entry turn + 6
21
66


68
22
NLF winning by 20
Entry turn + 5


23
71


72

24
NLF winning by 60
Entry turn + 4
25
74


75
26
MR 5 Disbanded

Entry turn + 3
27
77


78
28
B-2 Disbanded

Entry turn + 2
29
83


84
30
Final Withdrawal

Entry turn + 1
Opt 1
Theater Option

Entry turn + 6
Opt 2
Theater Option

Entry turn + 4
VC User Controlled Reinforcement Cadres

MR 5
EEV = 30

n/a

B-2
Trail Improvements
n/a

* Availability turn refers to when the garrison orders are lifted and the cadre can be disbanded or moved to the interior of the trail complex.  There is a variability of +4 turns.
Appendix C

Historical Timeline

Significant historical events and their relationship to the scenario.  

Date
Turn
Event







Jan 65
1
Johnson aides advise SVN is unable to cope

Feb 65
2
Viet Cong attack U.S. compound at Pleiku



In response, Johnson authorizes limited bombing

Mar 65
3
Operation Rolling Thunder begins



U.S. also bombs the HCM trail



The first Marines arrive in Vietnam

Apr 65
4
Hanoi turns down peace offer



Johnson authorizes more Marine battalions



Johnson authorizes patrol operations by Marines



15,000 students protest bombing

May 65
5
3rd Marine arrives








173rd Abn arrives



7th Fleet arrives









U.S. bombs North Vietnam







Approval of Johnson’s war policy at 80%

Jun 65
6
Nguyen Cao Ky takes over as Prime Minister

Jul 65
7
President Johnson announces massive U.S. buildup



1st Marines start to arrive






Aug 65
8
MAF support elements start to arrive






U.S. Marine Operation Starlite begins

Sep 65
9
1st Air Cavalry Division arrives





Oct 65
10
1st Infantry Division arrives







Anti-war rallies in 40 American cities

Nov 65
11
2nd Air Division continues buildup







35,000 protesters surround the White House


Dec 65
12
13th Air Division continues buildup







Approval of Johnson’s war policy has dropped, but remains high

Jan 66
13
25th Infantry Division arrives





Feb 66
14
S.A.C. continues buildup






Mar 66
15
South Vietnamese  Buddhists attempt coup

Apr 66
16
B-52 bombers used against North Vietnam




May 66
17
Loyal ARVN troops counterattack Buddhists

Jun 66
18
U.S. bombs Hanoi and Haiphong





Jul 66
19
U.S. Marines launch Operation Hastings in Quang Tri

Aug 66
20
4th Infantry Division arrives





Sep 66
21
Operation Attleboro begins in the Iron Triangle

Oct 66
22
China and USSR announce aid to North Vietnam



Nov 66
23
More student anti-war protests





Dec 66
24
U.S. admits civilians “accidentally” bombed




Jan 67
25
9th Infantry Division arrives





Feb 67
26
Operation Junction City begins





Apr 67
28
200,000 anti-war protesters march in major U.S. cities


May 67
29
U.S. increases pacification effort with economic aid



Jul 67
31
Westmoreland requests 200,000 more reinforcements





Johnson authorizes only 45,000




Aug 67
32
Two U.S. planes that crossed Chinese border are shot down

Date
Turn
Event







Sep 67
33
Hanoi turns down another Allied peace offer




Oct 67
34
NVA bombards Marines at Con Thien



Approval of Johnson’s war policy at 54%

Nov 67
35
101st Airmobile Division arrives







U.S. reports the war is being won





Dec 67
36
23rd Infantry Division formed





Jan 68
37
Marines are attacked and surrounded at Khe Sanh

Feb 68
38
TET offensive begins



Several Brigades arrive in response to offensive



Mar 68
39
Approval of Johnson’s war policy drops to 26%



Says he will not seek re-election





Apr 68
40
Operation Pegasus in Quang Tri begins






Anti-war protesters seize buildings at Columbia University


Jul 68
43
Congress increases tax to pay for war




Oct 68
46
Operation Sealord in the Mekong Delta begins





50,000 people in London protest war




Nov 68
47
Nixon is elected on a promise to withdraw from Vietnam



Jan 69
49
Paris Peace Talks begin






Feb 69
50
NLF launch a mini-TET offensive





Mar 69
51
Nixon authorizes bombing of Cambodia




May 69
53
Handling of Hamburger Hill battle draws criticism





Hanoi rejects Nixon peace offer

Jun 69
54
Vietnamization program begins







(in game terms, this would start in a few turns)

Jul 69
55
First U.S. combat units are withdrawn (9th Infantry)



Sep 69
57
Ho Chi Minh dies. No change in NLF policy




Mar 70  
63
Government and communist troops clash in Cambodia



Apr 70
64
Nixon announces U.S./ARVN troops have invaded Cambodia


May 70
65
National Guardsmen shoot 4 students at Kent State



Jun 70
66
Senate repeals Gulf of Tonkin resolution




Sep 70
69
The last U.S. offensive, Operation Jefferson Glenn, begins in Thua Thien

Nov 70
71
Discipline in U.S. military units is on a steep decline

Dec 70
72
Congress passes law that forbids funding for ground operations in Vietnam

Apr 71
76
An all-ARVN offensive, Lam Son 719, ends in an NLF victory

May 71
77
Anti-war protests continue. Although in game terms it is insignificant

Aug 71
80
Australia and New Zealand withdraw from Vietnam

Dec 71
84
U.S. resumes bombing of North Vietnam

Jan 72
85
Hanoi rejects another Nixon peace offer

Apr 72
88
The NLF Easter offensive begins.  U.S. conducts massive carpet bombing strikes.



The ARVN fights well and the communists are defeated.

May 72
89
U.S. announces Operation Linebacker, a plan to mine NVN harbors. This sparks a whole 


new round of anti-war protests around the world.



Jul 72
91
Jane Fonda visits Hanoi






Oct 72
94
U.S. meets with SVN President Thieu to discuss peace plan.  Thieu is opposed to it.

Nov 72
95
The last U.S. ground combat units are withdrawn

Dec 72
96
Intensified bombing of North Vietnam continues

Jan 73
97
The Paris Peace Accords are signed.  A cease fire is in effect

Aug 73
104
U.S. halts bombing in Cambodia

Aug 74
116
Nixon resigns

Sep 74
117
Congress drastically cuts funding for South Vietnam

Dec 74
120
North Vietnam violates treaty to test President Ford’s resolve. The U.S. does not respond

Jan 75
121
North Vietnam’s final offensive begins.  The U.S. says it will not intervene

Mar 75
123
South Vietnam abandons I Corps as all major northern cities fall under NLF control

Apr 75
124
North Vietnamese troops enter Saigon.  President Minh offers unconditional surrender.

