
CONTRE LES VIETS

Introduction


"Contre Les Viets" is a set of adaptations for Arty Conliffe's "Crossfire" ("CF") Rules to reflect the special circumstances of the War in French Indochina between 1945 and 1954.  You have to have a set of CF and the "Hit and Dirt" supplement to play "Contre Les Viets."


The rule changes are laid out according to the CF paragraph numbers.  Generally anybody who is familiar with CF should have no trouble with "Contre Les Viets."  There are two major types of changes:

● Additions to CF to reflect the special conditions in Indochina.  These are usually home grown but I have also borrowed extensively from Barrie Lovell's "Incoming" adaptations of CF for the "Second Indochina War" which can be found at Mike Ruffle's very fine "Grunt" website.

● Changes to CF, either because I prefer them to the CF systems, (such as off board artillery, suppression effects etc.,) or because CF, which modestly (and perhaps unnecessarily in my opinion, because it is a cracking system,) only aims at company sized infantry actions with a very few AFVs, doesn't cater for them, (such as soft vehicles, airstrikes, rivercraft etc.)  Again a lot of this is my own work but a lot is borrowed from Barrie Lovell's, Lloyd Nikolas' and Tim Marshall's ideas and rules adaptations.  So as not to break up the rules too much the totally new stuff has been included after the normal CF rules sequence.


The terms "French" and "Viet Minh" (VM) in these rules are both misnomers but are convenient shorthand for all the troops of the Corps Expeditionnaire Francais d'Extreem - Orient and the Indochinese Nations of the French Union, even though only a minority were from the French Mainland; and their opponents from 1945 to 1954 even though the Vietnam Doc Lap Minh Hoi was disbanded in 1951.


OK, its time to mix up some Vinogel, break out the 33 Beer and Gauloises, or spice up your cold rice ball with some nuoc-man fish sauce, and prepare yourself for a walk down the Street without Joy.

Rules Changes

CF Rule Number
Changes



1.0
FIGURE SCALE


(Addition)
● Vehicles/guns = 2 to 4 real items

● Mortars may equal one weapon, if on board, or a battery of 2 to 4 off board.



2.2.1
Quad .50s



(Addition)


● Quad .50s are HMGs but they must be established in a permanent firing position at the beginning of play.



2.2.1
Autocannon



(Addition)
● 20mm, 37mm and 40mm auto cannon are either vehicle mounted or must be established in a permanent firing position at the beginning of play.  They may either fire as HMGs or as direct fire artillery.



2.2.2
Light Mortars



(Change)


● Mortars up to 82 mm may be moved during play.  However they may not fire in an initiative in which they move.  Mortars which are not established in a permanent firing position at the beginning of play may only fire "over open sights" or by having their fire directed by their own FO.



2.2.2
Recoilless Rifles



(Addition)

● 57mm and 75mm RCLs may be a squad in their own right in which case they treated like light mortars and HMGs for attachment to platoons, and for movement and firing restrictions.  57mm RCLs may be carried by individual figures and fired either from the shoulder or monopod, in which case they are treated like a bazooka for attachment to a squad and for movement and firing restrictions.

2.2.2 
Flame throwers



(Addition)
Manpacked flame-throwers are carried by individual figures and are treated like a bazooka for attachment They may move and fire in the same initiative.



2.3

Commanders



(Addition)
● Add Political Cadres for VM only: +1 or +2 to morale.

● Depending on their type, and the scenario, some Company Commanders may be assumed to include on FO for their own mortars or for on-board or off-board artillery.



2.3.3
Killed Commanders



(Change)
● Killed PCs are replaced by a PC with no addition to morale at the end of the player's next initiative.

● Replacement PC's arrive at the squad in that platoon nearest to the spot where the original PC was killed, or on the CC.

● CCs who are killed by fire (not melee) may be replaced by a PC.  The PC moves to the spot where the CC was killed and is replaced by a CC with no addition to morale at the end of the player's next initiative.  The PC can, in turn, be replaced in the usual manner.

● CCs killed in melee or killed political cadres cannot be replaced.



4.0 

Command Control



(Change)
● Veteran French and VM sappers = Germans

● Veteran VM and Most French = US

● VM and Green French = Russian



4.4+

Terrain



(Addition)
● Dry Paddy
-
Does not block LOS





Troops on edge count 



cover from direct fire.

● Wet paddy-
Treat as fields for




LOS and Cover.




Test for bogging down





To bog
To unbog
Permanent 

bog




Infantry
1
AUTO
-


Wheeled
123
56
12


Half Track/Tank
12
456
1


Amphibious
1
3456
1


 +1 to unbog if other vehicle assisting




● Dense Jungle


Infantry may only move as individual squads or group move in Indian file.

 
Throw D6 - 2 = No of Base widths can move.


Score of 0 = No further move this initiative.


Combat only at point blank range.


Bogging down or stopped in jungle does not lose initiative.



4.4.2+
Bunkers



(Addition)

● RCLs or bazookas may not be fired from inside Hardpoints/Bunkers/Buildings.

● Sniper spider holes are treated as bunkers but : 

-
Arc of fire 450 directly to front only. 
-
Suppressed result kills sniper

● Buildings Bunkers/Spider holes may be attacked by RCL/Bazookas.





5.3 

Hidden Placement



(Change)
● Camouflaged VM fieldworks in cover are not automatically detected.  Throw a D6:


-
within one base = automatic 



detection.


-
more than one base = 6 to detect.



if target has fired = 3456 to detect.



(automatic if HMG, Bazooka or 

RCL fired.)

● VM may move into, or in, or leave camouflaged fieldworks without being detected unless enemy is within 1 base.  VM already detected in cover may make a retreat move into fieldworks in the same terrain piece.




● "Trinh Sat" intelligence and reconnaissance units were deployed down to company level in the VM.  Where the VM have had the opportunity to "prepare the battlefield" Trinh Sat activities may be represented by the umpire revealing the location of selected hidden French units.  If there is no umpire Trinh Sat reconnaissance can be represented by the VM player designating a straight line from the any point in his deployment area to any point in French area to be attacked.  All French hidden units, minefields and punji stakes within two base widths of either side of this line are revealed to the VM player.



6.2.1.
Reactive Fire



(Change)

● -1 hit dice if target is not the closest to the firer.



6.3

Target Proximity



(Change)
● Suppressed squads may be ignored for target proximity ~ phasing firer's choice.



6.4.1
Crossfires



(Addition)
● CCs with line of sight to PCs may coordinate multi-platoon cross fires.




6.5.2
Suppressions



(Change)
● Suppressed squads in the open ground hug immediately after the fire group that suppresses it finishes firing.




6.4 

Firing Dice



(Addition)
● Quad .50s, such as those at Dien Bien Phu, normally fired with only two barrels, not four, keeping the others in reserve for jams and to prevent overheating. (There is no justification to count them as 16 dice!!) Thus they fire with five dice but because of their better sustained rate of fire they have the following advantages: (a) if firing in their own initiative they do not lose the initiative the first time they fail to suppress an enemy.  If they fail to suppress twice in the same initiative then the initiative passes; and (b) if they are firing in reactive fire they ignore the first "no fire" they receive in that initiative.  If they receive two "no fires" in the same every initiative then they become "no fire".



6.5.4
Direct Fire



(Addition)
● Terrain Feature/Modifier

Troops ground hugging inside buildings or fieldworks may not fire out, but may not be hit by direct small arms fire.



6.9

Snipers



(Change)
● Snipers may fire whenever normally permitted.

● A failed sniper shot does not lose the initiative but the sniper may not fire again that initiative.

● Snipers may not move from their starting position unless they are withdrawn. 

6.10

Ambush Fire



(Addition)
● Ambush attacks may also be declared against enemy within two stand widths if:

- 
Target is moving along a trail, track, road or river bank or is passing through a defile between two terrain features which are less than two stands apart.




6+

Flame throwers



(Addition)
● Point blank range only. 3 FMs.

● May only be fired at

-
A linear cover item.

-
A vegetation cover area.

-
A located field defence position.

-
A building.

● Throw a D6 - 3456 = fire effective.




12= not effective, lose





  initiative.


· If effective - Troops behind linear cover retreat one base width and are pinned.


-
Troops inside field defences are killed.


-
Troops in buildings/cover retreat out and are suppressed.  



7.

Indirect Fire



(Substantial changes)
● On table mortars may fire over "open sights" at a target they can see without a FO to direct their fire and without a contact and ranging throw. (C&R)

● On table indirect mortar fire is subject to a C&R and is then conducted as per rule 7.1.1.

● On table direct HE is conducted as per rule 7.1.1.

● Mortars may not engage targets within 2 base widths of their own position.




METHOD

● FO specifies target, round type and, for off table batteries, sheaf type-open or converged.  Place marker on centre of sheaf target.

● Throw dice for Contact and Ranging:

+1 Observed by Criquet.

+1 Continuing an open sheaf barrage.

+1 Linked by field telephone.

-1 Non artillery FO (Not if Coy Cdr 
calling own mortar).

-1 Caller under fire (not necessarily hit) or friend within one base under fire in either this initiative or last enemy initiative.




● Result

5+ Fire for effect on target.

4. On target next initiative.

3. Deviates and Fire for Effect.

2- Not available.

● A "delayed" or "not available" result does not lose the initiative.

● A deviating fire for effect that causes a PIN, SUPPRESS or KILL result to any friendlies loses the initiative.

● A "delayed" result fires for effect automatically at the very beginning of the next friendly initiative.  It may be not cancelled, even if the target has moved, (a problem the French had,) unless there is an incoming airstrike. 


● Deviation



Dice again and deviate by "walking" the sheaf up or down or to the side by turning it over its edge.  For on table mortar fire substitute a base width for sheaf distances.  Result:


1 = short 3 sheafs.


2 = short 2 sheafs.


3 = short 1 sheaf.


4 = left 1 sheaf.


5 = right 1 sheaf.


6 = long 1 sheaf.

● Barrages



The sheaf from an off table battery is placed parallel to the table side the fire is coming from.  Each squad in the sheaf is attacked at the Initial (IN) rate.  After all combat results have been applied all squads in the sheaf ground hug.  Any squad that attempts to move or fire for the remainder of the friendly initiative and the whole of the next enemy initiative is attacked at the Sustained (SUS) rate.  At the very beginning of the next friendly initiative the FO (providing all normal FO requirements still apply) may attempt to continue the barrage.  This requires another C&R roll and a result of 4 or better.  If successful all squads in the sheaf are attacked at the sustained rate and the usual sustained attacks on movers and fires are conducted.




Sheaf Sizes and Effects

Weapon
converged sheaf
open sheaf



Size
IN/SUS
Size
IN/SUS
minimum safe



75mm/3.7"guns/81/82mm M 
4"x 4"
3/3
8"X4"
2/2
3"

25lb, 105 mm guns. 4.2"/120mM
4" x 5" 
4/3
8" x 5"
3/2
6"

155 mm guns, katusha
5" x 5"
5/3
12" x 5"
4/3
8"




IN = Initial Rate    SUS = Sustained Rate.


Mortars (M) always fire coverged sheaf.


Katushas always fire open sheaf.




● Corrections



Successfully continued barrages may be moved or corrected by "walking" the sheaf up to twice each continued initiative.

● Minimum Safe Distances


Barrages may not be dropped within minimum safe distances unless all friendlies are inside fieldworks or hard cover.

● VM Restrictions


Off-table VM batteries may only fire pre-planned barrages or on pre-registered targets.

● Pre-planned Barrages


Scenario dependent.  No FO required.  May be cancelled.

● Pre-Registered Fires (PRF)


Barrages may be called down on targets registered before the scenario begins.


FOs may be devolved to CC, PC or even squads as appropriate


PRFs are called for by scenario specific C&R rolls.  They may even be automatic.


French FOs (not infantry alternatives) may pre-register targets during the game by making a successful C&R roll.  There is no fire for effect.  If the result is a delay the FO may not attempt another action until the end of the delay initiative, or else the registration is cancelled.

VM FOs may pre-register targets during the game by making a successful C&R roll of '6'.





● Harassment and Interdiction Fires (HI)


French (only) may call down unobserved HI fires on any location.  Conduct C&R roll as normal except that any result of 5 or 4 also results in deviation, (the 4 deviates when it arrives.)


HI fires may not be corrected.


HI fires are always open sheaf.



7.2
Smoke


(Substantial Changes)
● Smoke may be called using standard C&R procedures, or it may be called when an off table on call barrage, pre-planned fire or pre-registered fire is called with the smoke being a continuation of the barrage.


In this case the smoke and the continuation arrive without an additional C&R roll.  (This seems to have been a common French usage.)


Determine wind direction for smoke.


Smoke covers an area equal to the weapon's coverged sheaf.  The base of the sheaf is placed parallel to the wind direction.


If the smoke deviates count "short" as the wind direction and adjust other directions accordingly.

● At the end of each initiative dice for the smoke.  On a score of 5 or 6 it lifts, (including the initiative on which it lands.)

● Smoke may not be fired on friendly troops unless they are all in field works or hard cover.

● Troops may not enter enemy smoke.

● Troops may retreat move from smoke.

● Troops with their whole base inside smoke may not be seen from outside.

● Troops with the centre of their stands inside the smoke may not see out.

● Troops inside smoke may see others at point blank range, both count "cover."

8.1.1
Close Combat
● VM Regulars count as "Japanese and Russians."

● If there is a VM political cadre within one base of a squad that takes two hits, and would normally be killed rather than suppressed, the cadre may attempt to inspire them.  Throw a D6:


6
:
Cadre killed, but squad continues.


54
:
Squad and cadre continue.


32
:
Squad killed.


1
:
Squad and cadre killed.

8.3
Close Combat Modifiers


(Changes)
● Target is ground hugging (not additional to suppressed) +1

● Vehicle in smoke +1.

● "0" value for vehicles also applies if close combat initiated by enemy who have come from woods, jungle, fields (not paddy), rough round or buildings within two bases of the vehicle.

 

10.2

Hang Up on Wire



(Addition)
● +1 to dice if squad crossing wire equipped with ladders, blankets etc.


10.2

Punji Stakes



(Addition)



● Punji stakes are either overt, in which case they are treated like barbed wire, or concealed, in which case their detection is the same as minefields and their effect is the same as barbed wire except that the throw for being hung up is conducted in the same initiative as the detection.



10.3


Entrenchments Etc




(Addition)
● Spider holes count as an individual "bunker" for one sniper.  The sniper may only fire through a 450 arc of the spider hole's front.



10.4


Satchel Charges




(Addition)
● If a squad or death volunteer is equipped with satchel or demolition charges they may place them against any vehicle or structure they are adjacent to.  To determine the effect of the charge the squad throws one D6, adds 2 (to a maximum of 6) if it has not been fired at this initiative, and the result is the number of hit dice on the target.

11.1
Vehicular Actions


(Change)
● Vehicles may make unlimited actions as per normal squads.  They may make group moves.  Vehicles and guns may only fire main armament direct once each initiative.

11.2.1
Vehicle cover

classifications


(Addition) 
● Non-anti-tank fire at vehicles counts the vehicles as the following type of cover:


Vehicle Type
Direct Small

Arms Fire
Mortar or

Artillery Fire


Small Softskin

(e.g. Jeep)
open
open


Large Softskin

(e.g. Truck)
cover 
open


Open Top AFV

(see table)
bunker
 cover




AFV
Impervious
Bunker



11.2.1
Anti Vehicle Fire


Procedures


(Change and addition)
● .50 cal HMGs and autocannon throw two dice to hit in direct fire to reflect their higher ROF.



11.2.1 
HIT LOCATION

(Addition)
● Before throwing for penetration, dice for location of hits as follows: 





HIT FROM
HIT FROM


DICE
FRONT/REAR
SIDE


1
TRACKS/WHEELS
TRACKS/WHEELS


2
HULL 
)
 
TRACKS/WHEELS


3
HULL
)
HULL
)


4
HULL
)Throw 
HULL
) Throw 


5
TURRET
)for
TURRET
) for 


6
TURRET
)Penetration
TURRET
)Penetration


● Hits on tracks/wheels immobilise four wheel vehicles.

● Hits on Tracks/wheels on six wheel vehicles, half-tracks or full tracked vehicles do not necessarily immobilise.  Each time the vehicle tries to move throw one dice for each hit on the tracks/wheels.  Any score of 1 or 2 means that the vehicle may not move for that initiative.  Such a failure does not lose the initiative.



11.2.1 
Penetration


(Addition)
● Penetrating hits suppress vehicles or bunkers.  Then dice again.  If the result exceeds the difference between the penetration dice and the armour thickness the vehicle or bunker is killed.



11.2.1
Suppressed vehicles


(Addition)
● All vehicles ignore pinned results.  Suppressed vehicles may not fire.  They may only more towards their friendly table edge.



11.2.1
Burning Vehicles


● If killed vehicles may burn, producing smoke over themselves and for one base downwind.

-
Softskins burn on a score of 456.

-
AFVs burn on a score of 56.




11.2.1
Bailing Out


(Addition)
● Passengers in destroyed are dealt with as per rule 11.2.1 "APC/Half-track Passengers".

● Passengers in suppressed vehicles must bail out if the vehicle is immobilised and may bail out in other circumstances.  They are placed on the side of the vehicle away from the fire that caused the suppression and take an immediate rally test for "if suppressed."  If they pass they become pinned.  If they fail they be come suppressed.



11.2.2
Anti-Personnel Fire


(Addition)
● After 1951 on-board US 105 mm Howitzers may fire reactive fire using flechette rounds at any target within two bases in arc.  The target is attacked with 6 dice with normal modifiers.  However the gun will become "No Fire" if it fails to achieve a "Suppression" result.  (This represents the devastating effect of flechette rounds, but also the "all-or-nothing" nature of the situation.)



11.3
Bazooka Fire


(Addition)
● Bazookas and non-crew served 57mm RCLs may be attached to any squad.  They then add one hit dice to the squad's dice when it is firing at any target in cover.  If the squad is firing at a "bunker" type target the additional dice for the bazooka does not count -1 as the small arms dice do (use a different colour dice for the bazooka).




11.4
Hull Down


(Addition)
● When dicing for hit location ignore tracks/wheels hit if counting "hull down."



Advanced Rule 2 

Guns and HMGs on vehicles

(Alteration)


● To fire its main gun an AFV must be stationary for the whole initiative.  HMGs may be fired if the vehicle has moved but at a one dice penalty.  Advance Rule 2 for fire groups still applies.



Advanced Rule 3

Tunnels

(Addition)
● Only one French squad per company can enter a tunnel.  (I can find no reference to French "Tunnel Rats" ~ although I'm willing to be corrected ~ and this rule discourages French units from entering tunnels unless they are pretty certain the enemy has gone.)


● Engineers may attempt to block the entrance to a tunnel system. They must enter the mouth of a tunnel, taking reactive fire if appropriate, to lay demolition charges.  Then dice-anything but a 1 and the tunnel is blocked.  Failing to block the tunnel loses the initiative, (as everyone tries to figure out what went wrong and what do next.)

● Combat in tunnels is a mixture of very close quarter shooting and brutal hand to hand.  Thus there is no firing per se in tunnels but if squads from both side are in the same section of tunnel a close combat results which is resolved as normal but with the following changes:




-
Only one squad on each side fights.

-
Treat all VM as "Veteran".


-
Treat all French as "Green".


-
Since probably not all the squad are fighting the losers are not eliminated unless their unmodified dice score is at least two less than the winner's unmodified dice score.  If the loser's unmodified score is only one less than the winner's or equal or higher, then the losing squad, and any squads backed up behind it, immediately retreat back one section of tunnel, abandoning any heavy weapons they have with then.

● Tunnel entrances were usually concealed.  Each squad can search one terrain feature or building per initiative.  Throw a D6 and add 2 if enemy have been seen to enter the building or terrain feature but cannot be seen now, and deduct one if the terrain feature





(not building) is big enough to hold four or more squads.  The search is "successful" with the following scores:

-
Dog team : 3, 4, 5 or 6

-
Veteran:  4, 5 or 6

-
Average: 5 or 6

-
Green :
6




If the search is successful the VM player must reveal any tunnel entrance.  Searching can draw reactive fire (the searchers are moving about.)  A failed search does not lose the initiative.  More than one squad can search the same building or terrain feature but the same squad cannot search twice.

DATA



Vehicle
Armour
ACC
PEN
HE/KP
HD

M24 Chaffee
3/2
0
0
4/2
YES

M4 Sherman
4/2
+1
+1
4/2
YES

M5 Stuart
3/1
-1+
-3
1/1
YES

M36 Jackson
3/1*
+2
+2
5/2
YES

M8 HMC
3/1*
-1+
-1
1/1
YES

LVT 4
2/1*
-
-
-
NO

LVT(A)4
2/1*
-1+
-1
4/2
NO

M3/M4 Halftrack, Scout Car, White and similar
1/1*
-
-
-
NO



M8 Greyhound AC
2/1*
-1+
-3
1/1
YES

Panhard AC
1/1
-1+
-2
1/1
YES

Coventry AC
1/1
-1+
-2
1/1
YES

M9 2.3" Bazooka
-
-2
-2
3/1
-

M20 3.5" Bazooka
-
-2
-1
4/1
-

M18 57mm RCL ++
-
-2
-1
3/1
-

M18 57mm RCL
-
-1+
-1
3/1
-

M20 75 mm RCL
-
 -1+
0
4/1
-

SPG 82 "SKZ"
-
-1+
-1
4/1
-

75mm How Direct 
-
 0
-1
4/2
-

105mm How Direct
-
0
0
5/3
-

105mm How Flechette 
-
NA
NA
6(NA)
-

(50 CAL HMG
-
-1+
-4
0/2
-

20mm OERLIKON
-
-1+
-3
0/2
-

37mm/40mm Autocannon
-
-1+
-2
0/2
-

37mm Infantry Gun or ATK
-
-1+
-3
1/1
-

57mm ATK
-
0
-1
1/1
-

*
=
Open topped AFV.

+
=
ACC = 0 at point blank range

++
=
If shoulder or monopod fired

New Rules

Nightfighting


"Special Rule 1" from the "Hit the Dirt" (Rutherford & Lewis, undated) applies in full.  It is reproduced here for convenience:


"Special Rule 1 - Night Fighting

1.0
Fighting at night has a tempo all its own.  Command control is degraded, the troops cannot see, and combat tends to be shorter, sharper, and much more reactive than daylight fighting,

1.1
Stands are limited at night to performing one pivot action and one move action per initiative phase.

1.2
A stand that is in cover and has not yet fired during the scenario may not be fired on except from within the same terrain feature.  This includes reactive fire.

1.3
A stand in the open may be fired upon normally.

1.4
All night-time direct fire is conducted at a one fire die penalty.  As is usual, this fire die penalty is not cumulative.

1.5
Ambush fire occurs normally.

1.6
Indirect fire occurs normally except as restricted by 1.2, above."

● Firing stands are always located by their muzzle flash.

● In 1954 a (very, very few) French squads specified in the scenario may be equipped with night sights.  These squads may observe and fire normally.

Illumination


Illumination may be used to remove the one fire dice penalty for non-ground hugging squads as follows:

● Installations, vehicles or vessels equipped with searchlights may illuminate a target within arc and LOS.  This action also illuminates the light source, which may be the subject of reactive fire before the illuminator, or other friendly units engage the illuminated target.  A suppressed result puts out the search light for this initiative.

● CCs and PCs and AFV commanders equipped with Very flares may fire them during normal or reactive fire to illuminate any point within 10." This doe not draw reactive fire.  The illumination lasts for the remainder of that initiative.  Squads with one base behind, and on either side of the flare, are illuminated, as are any squads, which are silhouetted by being between the flare and the observer.  Note that several observers from different points can claim this silhouette effect.  Trace LOS from the centre of the observing squad to the flare and any squad that has its base partially touched by the LOS is silhouetted.

● "Luciole" flare ship aircraft provide high level illumination every initiative.

● Mortars up to 82mm may provide low-level illumination as a normal FM using C&R procedures.

● Heavy mortars over 82mm and artillery may provide high level illumination as a normal FM using C&R procedures.

● High level illumination illuminates the whole playing table.  Low level illumination illuminates everything within 10" of the aiming point.  Both types of illumination last for the remainder of the initiative and all of the following enemy initiative unless the flares are shot down.

● "Get that flare!" Squads may fire at mortar, artillery or Luciole flares to bring them down.  A suppression result drops the flare one level (i.e., from high to low, or low to the ground), a killed result extinguishes it.  A low level flare that drops to ground is treated like a Very flare and is extinguished at the end of the present initiative.  (I know that an initiative can represent quite a long time, and an FM lots of rounds, so knocking all the flares out of the sky would be very unlikely, but we are only talking about taking out the flares that count, anyway, it looked like such a fun game mechanic that I couldn't resist it!)   

Riverine Operations


Riverine craft are treated as vehicles for movement and firing.  Vessels of the same Dinassaut may perform group moves or crossfires.


Vessels firing are treated as AFVs:

● Main armament over 40mm may only fire once per initiative.
● Secondary HMGs or Autocannon may fire as a fire group with the main armament.

● Secondary HMGs or Autocannon are subject to normal "no fire rules."

● Deduct one fire dice if the vessel is moving.


Vessels are vulnerable to fire as follows:-


Protection Against
Protection Against
Protection Against

Type of Vessels
Small Arms
Overhead Fire
Direct Fire

Sam pan
Open
Open
0

Unarmoured

Patrol Launches,

Vedettes de

Patrauille 
Cover
Open
0

LCA, LCVP

EA, STCAN/FOM

LCM,
Bunker 
Cover
2



Monitor, LST,

Armoured Barge,

LSSL
Impervious
Cover
3




Effective fire against riverine craft does not necessarily result in their destruction.  Larger vessels especially are likely to be forced out of the action rather than sunk.  Pinned results do not affect vessels.


Suppressed results prevent the vessel advancing.  It may not fire, it may retreat.


Killed results affect vessels as follows:

Vessel


Small arms, or overhead fire up
Direct fire over




to 82mm





40mm

Sampan


Sunk





Sunk

Patrol Launch,

Withdraw from battle


Dice again: 
1,2,3,4 = withdraw

STCAN/FOM,











5,6 = sunk

LCA, LCVP, EA

Larger Vessels 
Dice Again: 123 = suppressed
Dice again 1,2,3,4,5 = withdraw

456 = withdraw



 6 = sunk

Air Operations

Introduction


Although the French had very sparse resources in comparison with the use of aircraft in World War II, Korea and the "Second Indochina War," they developed a very effective system for coordinating air support and responding quickly to the needs of the troops on the ground.


Pre-planned air support included the provision of the ubiquitous "Criquets" over fixed positions or moving ground and naval units by day; "Luciole" flareships by night; and "credits" for pre-arranged ground support in set piece actions. 


Ad hoc air support was facilitated through an Emergency Request Network by which ground units or posts running into trouble could quickly summons assistance, either from fighter units kept on ramp alert or from aircraft already in the air on their way to and from other targets.  Since this system was, of necessity, not pre-planned there would always be problems of delay in arrival, the weapons load of the aircraft, which may, or may not, be appropriate to the task at hand and the duration the aircraft could remain over the target.  To reflect these difficulties these rules use a system for allocating air support similar to that used in CF for allocating armoured support, i.e. you are likely to get what was historically available, not necessarily what you want.  Toucans, Privateers and Boxcars do not perform ad hoc air support.

Aircraft Availability
 Pre-planned Sorties – aircraft type and number, initiative of arrival, weapons load and time over target, are determined by the umpire or as part of the scenario design.

 Emergency Requests – The umpire or scenario design will specify an Emergency Request number.  Once an emergency request has been made dice against this number to see if aircraft arrive.  If they arrive dice for aircraft type, weapons load and time over target.

Emergency Request Number


This number will vary with the date of the engagement, reflecting the increasing availability of aircraft later in the war; and the geographic location, for instance aircraft would be relatively plentiful in the Red River Delta but rarer in the Highlands.  Where aircraft are particularly sparse this can be reflected by only dicing every other or every third French initiative.

Emergency Request


Emergency requests may be made by radio equipped PCs or CCs.  Only one request (total ~ not each PC or CC,) can be made.  It counts as an action and the commander making it cannot be suppressed and cannot undertake any other action that initiative.

Aircraft Arrival


Dice at the beginning of each French initiative after the one in which the request is made (or in the appropriate second or third initiative as explained above).  Add one to the dice if there is already a Criquet over the battlefield.  If the result is equal to or higher than the Emergency Request Number the request is successful and aircraft will arrive on the next French initiative.  So that the VM player does not know this throw the dice under a cup and reveal the bad news to him at the beginning of the next French initiative.  Aircraft will continue to arrive in this manner every time the Emergency Request Number is equalled or exceeded.

Aircraft Type


 Dice for aircraft type according to the location of the Tactical Air Group in Indochina.

Dice 
South 
Central 
North 
Laos

1 or less
Criquet
Criquet
Criquet
Criquet

2
Criquet
Criquet
Criquet
Criquet

3
Fighter
Fighter
Fighter
Criquet

4
Fighter 
Fighter
Navy 
Criquet

5
Fighter
Invader
Fighter
Invader

6
Invader
Invader
Invader
Invader

Adjustment


-1 and no Invaders



Before Feb 1951

-3 Before


JAN 1950

-2 Before


JAN 1950

-2 and no

Invaders


Before 
MAR 
1952




-2 and no 
invaders 
between 
JAN 
1950 
to FEB 
1951

-1 and no 
Invaders 
between 
JAN 
1950 
to MAR 
1952


● Fighter will be Spitfire, King Cobra, Hellcat or Bearcat depending upon year.

● For Navy dice again – 123 = 
Divebomber

(Dauntless or Helldiver)

456 =
Fighter



(Hellcat or Corsair)

Weapons Load


First dice to determine if the aircraft was inbound or outbound from a mission before it was diverted.  Add one if the aircraft is a fighter type in an area where they were kept on ramp alert.  A score of 123 indicates that the aircraft was inbound.  It has already expended its ordinance and may only strafe.  On a 456 it is outbound.  Dice to determine its weapons load.

Dice
Spitfire
King Cobra
Hellcat
Bearcat
Corsair
Dauntless 
Helldiver
Invader

1
Strafe Dx4
Strafe Dx5
Strafe Dx3
Strafe Dx4
Strafe Dx4
Light bomb
Light bomb
Strafe Dx6

2
Strafe Dx4
Strafe Dx5
Strafe Dx3
Strafe Dx4
Strafe Dx4
Light bomb
Light bomb
4 x Light bomb

3
Strafe Dx4
Strafe Dx5
6xRocket
4xRocket
6xRocket
Light bomb
2 x Light bomb
2 x light bomb + 

8 x Rocket

4
Strafe Dx4
Light bomb
6xRocket
Light bomb

+

4 x Rocket
Light bomb
2 x Light bomb
Light bomb +

8 x Rocket
2 x Hvy bomb

5
Light bomb
Light bomb


Light bomb

+

6 Rocket
Napalm
Napalm
Hvy bomb
Hvy bomb
Napalm

6
Light bomb
Light bomb
Napalm
Napalm
Napalm
Hvy bomb
Napalm
2 x Napalm


Aircraft with multiple ordinances may use them all on one pass or split them over several passes.


Aircraft except divebombers may always strafe.

Time Over Target


Throw a D6 and halve result rounding up.  Then add two for Criquets, add one for Invaders, deduct one (to a minimum of one) for Spitfires.  The resulting number is :

● The number of French initiatives that a Criquet remains over the battlefield.

● The number of passes an attack aircraft makes over the battlefield in this initiative.


If the game represents a night battle, and the request is for a Luciole, once it arrives it remains over the battlefield for the rest of the game.


If an aircraft, except a Criquet, is available in an initiative the first action that the French player must take is to perform one pass with it.  Thereafter the aircraft may continue to make passes up to its limit or the French player may perform other actions, returning to the aircraft passes at will.  Aircraft passes only result in lost initiative if:

● the aircraft aborts its mission; or

● any French units are “pinned” or worse by fire from the aircraft.


However, if the French player opts to carry out a non-aircraft action during which he loses the initiative then the initiative passes in the usual manner and any aircraft passes remaining unused for that initiative are lost.

The “Firepower Gap”

 
Unless there is a Criquet over the battlefield to coordinate airstrikes and artillery fires the French player may not call down any mortar or artillery FMs other than smoke in any initiative that airstrikes are being made.  Smoke missions may only be brought down on the intended target points of airstrikes to mark the target.  If a delayed FM was due to arrive this initiative it is cancelled.

Air Attack Procedure


Fighters, Dive bombers and bombers may use a pass to acquire targets or make an attack run.  Acquisition passes, high level bombing attacks, dive bombing, high angle rocket attacks and Criquet observations are conducted at high level.  Straffing or attacks with rockets, napalm or low level bombing attacks are conducted at low level.


If making an attack run the French player specifies a target point and the entry and exit points of the run as specified below.  He then attempts to acquire the target.


Once the target point has been acquired, (or mis-acquired,) the aircraft commences its run.  The VM player now fires flak as the aircraft proceeds on its run from entry point to target point and exit point.  On reaching the target point the appropriate ordnance pattern is placed on the table.  The aircraft continues to its exit point taking flak as it goes.


Now determine weapon error and fire effect.

Target Points


The target point (TP) for an attack run is a squad base sized area.


If the attack is directed by a ground observer he must have LOS to the TP and cannot conduct any other actions that initiative.


The chosen TP cannot be within the following safe distance to friendly troops depending upon the ordnance used:


Strafing
-
one base.


Napalm
-
two bases.


Rockets
-
two bases if all friendlies are in protective cover (i.e. not hill or vegetation,) otherwise four bases.


Bombs
-
four bases if all friendlies are in protective cover, otherwise eight bases.


If the TP is mis-acquired the VM player may ignor these safe distances.  

Target Acquisition


The French player nominates his target.  Both the French and VM player then throw a D6 each and adjust as follows :

French
VM

+1 if directed by a ground observer who was not under fire in this, or the last initiative.

+1 if divebomber or Invader.

+2 if directed by Criquet

+2 if acquisition pass conducted

+2 target marked by smoke and there is no other smoke on the battlefield.
+1 if any flak in previous passes.

+1 each “suppressed” or “pinned” result against this aircraft.

+2 if target in a landmarkless area of jungle, wood or scrub ~ i.e. where most of the nearby terrain features are of the same type as the target. 

If the result is :

● French higher – the designated target is acquired.  If the target is marked by smoke and the smoke is in the wrong place the smoke is still the target point.

● A draw – the pilot fails to acquire the target.  The attack run is cancelled and the pilot conducts an acquisition pass instead.

● VM higher – the pilot mis-acquires the target.  The VM player designates a new target.  If the original target was a squad in the open the new target must be a squad in the open.  If the target was in a terrain feature the new target must be a similar terrain feature and it may not be within a terrain feature that is easily distinguishable from the surrounding features from the air, e.g. from outside a fortified post to inside one.  The new target must be within 15” of the original target.  If there is no eligible target within this distance treat the result as a “draw”.  Obviously the VM player will want to change the target to French units but if there are no suitable French units within 15" he will have to target VM units. 
Flight Paths


Flight paths are always straight lines.  The French player chooses an entry point subject to the following restrictions.  The plane then “flies” in a straight line to the target point and continues on that course to the exit point.

(

Level Bombing, Strafing
-
The entry point is on any table edge and the exit point is on the table edge. 

(
High angle Rockets -
The entry point is on any table edge and the exit point is 20” short of the target point.

(
Dive Bombing -
The entry point is 20” short of the target point and the exit point is on the table edge.

Flak


“Flak” includes small arms fire from VM rifle squads, HMG fire and 37mm AAA fire.


As the aircraft proceeds along its flight path the VM player may fire flak as reactive fire.  To fire flak the squad must be in the open, or be on the edge of a jungle, wood or scrub terrain piece, and be in arc.  If firing at low level aircraft the firer must have LOS to the flightpath that is not obstructed by woods, jungle or hill terrain features or by a building within two base widths.  If firing at a high level target the firer must have LOS that is not obstructed by a woods, jungle hill or building terrain feature within two base widths.


“Flak” is adjudicated at the closest clear LOS point between the firer and the flight path.  As the aircraft flies along the path the VM player fires each squad individually, there is no group flak fire.  Once the aircraft crosses the closest clear LOS point the opportunity to fire is lost for this pass.

Flak Firing Dice

 
The number of firing dice depends upon the range.  If the firer is within two base widths of the flight path use the “flight path” column below.  At all other ranges use the “table” column.

Firer
Flight Path
Table

Veteran/Regular Rifle Squads, or any HMG Squads on a ground mount
2 Dice
-

HMG on AA mount
3 Dice
2 Dice

37mm AAA
4 Dice
3 Dice

Deduct one dice versus high level or dive bomber targets.

Deduct one dice versus Invaders or Corsairs.

Flak Results

(
Pinned
:
Pilot is rattled.  His aim will be affected this pass and acquisition in the next pass.  Navy pilots always ignor the first pinned result in a pass for acquisition and aiming purposes

(
Suppressed
:
Aircraft takes flak damage.  Pass is aborted at this point without weapons release.  French player dices for pilot morale.  On a score of 1 for Navy pilots or 12 for army and air force pilots the aircraft aborts mission.

(
Killed
:
Aircraft takes severe flak damage, aborts mission.  Pilot hopes that he can make it back safely.

Flak “suppressed” results are not cumulative.

Weapon Errors and Effects


"Pilot errors" are covered in the target acquisition mechanism thus this section deals with the errors inherent in the weapons used and the effects of the weapon.  All boxes shown in the following sections represent one squad base size.

Strafing


Strafing affects the target point and everything else within two base widths before and beyond the target point on the flight path.  Anything which has part of its base in this area is hit by the number of strafing dice given on the "Weapons Load" table, less one dice for every pinned result against the aircraft this pass.



TP



Flight Path


Strafing attacks are subject to modifiers in exactly the same way as small arms fire, expect that if at any point in the affected area a dice is deducted because the target is in vertical cover (e.g. hills, woods, walls, buildings) this deduction is applied to all other targets further along the flight path whether or not they are in the protective terrain because they derive some cover from the vertical obstruction.

Rockets


Rockets are delivered either from a high angle, high level dive, or as part of a strafing attack.  Rockets are always delivered in "pairs" of 2, 4, 6 or 8 in one pass.


If the rockets are delivered from high level, centre the rocket grid on the target point and throw two dice for each rocket to determine which squad base size area the rocket lands in.

12
6
3



9
TP 

4, 10,7
5

Flight Path

11
8
2




If the rockets are delivered as part of a strafing attack the pilot will be "leading in" the rockets with his tracers.  This makes aiming the rockets easier but also diminishes the effect of the strafing (because the pilot cannot "fishtail" to cover a wider area.)  To recreate this centre both the strafing pattern and the rocket pattern on the target point and conduct both attacks simultaneously however:

· Deduct one fire dice from the strafing 

· If the rocket score is 2 to 6 add 1 to the score.  If the rocket score is 8 to 12 deduct 1 from the score.

· Apply only the worse of the two results to any target.  If both the rockets and strafing result in a "suppressed" the target is only "suppressed", not killed.


If the aircraft has received one pinned result throw again for results of 4 or 10, if it has received two pins throw again for results of 4,7 and 10.


Anything which has part of its base within a rocket box is hit.  If it straddles several boxes it is hit by the highest number of rockets in any of the boxes.


The first rocket in a box has an effect of 4 fire dice.  Each additional rocket after the first adds one dice, (e.g. if three rockets hit one box the target is attacked by 6 fire dice.)


Rockets are subject to modifiers in the same way as overhead fire.

Napalm


Napalm is delivered at low level.  The canisters are not stabilized so first establish delivery error.  Throw one dice to determine the new TP:


2




1
TP

5,6
3

Flight Path


4





If the aircraft has taken a pin result this pass dice again on a result of 5 or 6.


Napalm covers an area equivalent to 8 base sizes as follows.  Either of the TP bases may be used.












Squads with any part of their base within the pattern are attacked by fire dice as follows:






3



If a squad straddles two areas count the highest number of fire dice.


Napalm is subject to modifiers in the same way as small arms fire except:

· Enfiladed trenches provide no protection.

· -1 dice if target in wet jungle.


After the fire effect has been determined all squads within the napalm zone that are not in overhead cover are moved out of the now burning affected area by the shortest route.  Then:

· Squads which were unaffected by the attack become pinned.

· Squads which were pinned take a rally test for "if suppressed."  If they fail they become suppressed.  If the pass they remain pinned.

· Squads that were suppressed remain so.


Now place smoke on the affected area.  This will continue to burn until a 5 or 6 is thrown at the end of each initiative.  Add one to dice if the affected are includes any water feature or wet jungle.


Squads in overhead cover in napalm burning areas may not move, fire or test to rally until the fire is out.

Bombing 


Low level bombing is not subject to error unless aim is disturbed by flak.


If the aircraft has suffered a pinned result this pass test for delivery error using the napalm error chart.


High level bombing is subject to delivery error as follows :
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TP

7

1








3

2



Add 1 from dice if dive bomber.


Deduct 1 from dice for each pinned result this pass.


If the result is 0 or less dice again for direction and move the TP two further bases horizontally or vertically outward.


Any squad which has part of its base in the blast area of the bomb is affected as follows :

Type
Blast Radius
Fire Dice
Modify As

Light
3"
5
Overhead Fire

Light "Lazy Dog"
3"
6
Small Arms Fire*

Heavy
4"
6
Overhead Fire+

* 
Flechette ordnance primarily for targets in open.  Deduct 2 dice for cover or hills and count all non-hill cover as hard point, i.e. -1 to score.

+
If the centre of the blast radius is on a hardpoint do not deduct 1 from the score for heavy bombs.

~ FIN ~
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