


INTRODUCTION:

Welcome to DIEN BIEN PHU, the beginning of our exploration into the
Vietnam conflicts dating from 1954 to 1975. In this medule you will find
the rules and counters to depict actions from the 1954 Battle of Dien Bien
Phu, Later modules will cover the Second Indochina War, known more
commonly as The Vietnam War.

DIEN BIEN PHU is designed specifically for the student of military his-
tory wishing to use his existing game system to explore this fascinating
tirme in military history, using our new counter presentation, rules and sce-
naries. If you play CDG (or any of the other modules needed to use this
product) as games only, the new approach found in DIEN BIEN PHU may
not be for you. If your interest lies in the study of history through the
simulation metaphor, we trust you will appreciate the depth of research in
this creative work and the ease of use of its components with your existing
rulebook.

HISTORY:

Prelude:

When the French high command decided to drop three elite parachute bat-
talions into the valley of Dien Bien Phu on November 20th, 1953, the French
Indochina War had already been in progress for eight years. On that day in
1953 when these battalions dropped ento the 148th Independent Infantry
Regiment of the PAVN (People’s Army of Vietnam), a series of events
were sef in motion that would culminate in the epic siege of Dien Bien
Phu. It was a battle which would spell the end of France’s Indochina colo-
nial empire and have far reaching repercussions for the rest of the world.

The paradrop, code named Operation Castor, was undertaken for three
separate reasens:

1. Gain control of the valley for the French, due to its proximity to Laos;
2. Provide a mooring point for the numerous T°ai guerrillas the French had
trained in the region;

3. Provide a base for mobiie operations for the French in northwestern
Vietnam.

The valley had an old airstrip located near the village of Dien Bien Phu, as
well as an auxiliary strip some 6 kilometers or so to the south. As the
French had experienced some success with the air-land base theory in the
past, they persuaded themselves that the same could be done here at Dien
Bien Phu, even though it was at the far end of a very tenuous and over-
taxed aerial supply line.

Before going further into the battle itself, it is useful to digress and briefly
cover the events of the war to this point.

Foliowing WW II, the French returned to Indochina to re-establish their
control over the region. French Indochina consisted of the modern day
countries of Vietnam, Cambedia and Laos. However, an organization hav-
ing its roots in the early 1930’s, the Vietnam Independence League, or
*Viet Minh’ as they became known, had grown in influence and power
during the French absence.

The Viet Minh enjoyed the support, at various times, of the Soviet Union,
Mao’s Red China and even the U.S.A. (a policy that did not endear the
U.S.A. to the French). The Viet Minh were technically a United Front in
that all organizations in Indochina dedicated to the ouster of foreign influ-
ence were welcome. In fzet it was Communist dominated, under the lead-
ership of Ho Chi Minh. The Viet Minh military was in large part based on
the model of the Red Chinese army under Mao.

When the French retumed it wasn’t long before guerrilla warfare broke
out. The French lacked the means to “pacify” the countryside and the Viet
Minh lacked the means to evict the French. Therefore a stalemate ensued,
which was to last from 1946, when hostilities began in earnest, until 19495,

In 1948, the Red Chinese defeated the Nationalist Chinese and forced them
off the mainland to the island of Formosa. This success gave the Viet Minh
the impetus for action and a powerful ally just over their northern border.

The strategic situation in Vietnam at this point was that the French held all

the major cities, including Hanoi and Haiphong, while the Viet Minh had
strong influence in the villages and countryside. They had the majority of
their regular forces carefully hoarded in the northeastern part of the coun-
iry in a sector called the Viet-Bac. This part of the country directly abuited
China’s border.

Within a short time the Viet Minh, who previously had been armed with
Japanese, French and U.S. weapons of mixed vintage, began to receive
large quantities of Chinese and Soviet weapons as well as weapons from
the old Nationalist Chinese armories that the Communists had overrun.

For their part the French were mostly financing the war themselves. They
did receive a fair amount of aid from America that would increase as the
war progressed. The U.S., which would soon have Communist problems
of its own in Korea, had re-assessed its position in the region.

As the war progressed in Indochina, the Viet Minh became increasingly
well-supplied with more modern weapons, both captured from the French,
and American weaponry, which the Chinese had procured from the Ko-
rean conflict.

Bernard B. Fall, in his book Street Without Joy, estimates that by late 1952
the weaponry and fire-power of a standard Viet Minh Battalion was at
least the equivalent of its French counterpart. That said, when war came to
Dien Bien Phu in November of 1953, the French had better fire discipline
and tactical doctrine for the prosecution of a stand up fight than did the
Viet Minh. The Viet Minh were masters of camouflage and jungle fight-
ing. They faced the drawback of a logistical system that was dependent
almost entirely on manual labor, a mixture of weaponry, {despite the mod-
ernization that was taking place), and a difficult time, managing adequate
supplies of ammunition and other essentials for prolonged operations. These
problems were somewhat overcome by the set-piece nature of the battle
for Dien Bien Phu (and by having the strategic initiative at the battle).

Returning to Dien Bien Phu, the airdrop of November 20 was a success.
The airstrip and surrounding valley were quickly secured (6 hours) and the
{48th driven into the bush (Castor’s Opening Act). All this was accom-
plished at a relatively low cost of 11 dead and 52 wounded. The Freach
could confirm 90 dead Viet Minh, with a suspicion that actual losses were
a bhit higher. The Viet Minh removed their dead from the field after the
battle as a matter of doctrine.

I the weeks following the drop, the French were to lose Lai Chau, a T ai
capital in the Highlands some 60 miles from Dien Bien Phu. While most of
the regular troops stationed there were successfully extricated, the T ai
irregulars and their French officers were left to fight their way out. It was
a disaster and the majority of them were lost to the Viet Minh 316th Divi-
sion.

As this was happening the French were building a series of positions around
the main airfield and auxiliary strip and around the village of Dien Bien
Phu itself. The valley and the village of Dien Bien Phu were lightly veg-
etated and bisected by the Nam Yum river, a small river which tended to
floed its banks during the rainy season, fast approaching. This valley was
surrounded by 2 series of hills, almost ail of which were covered by thick
jungle.

Confrary to popular belief, the French understood the importance of these
surrounding hills, and launched several sorties against them between De-
cember 1953 and March 1954 (L.anglais on Hill 781 and Route 41). Dur-
ing this period the French positions in the valley took shape and were
reinforced.

The Viet Minh led by their CIC Vo Nguyen Giap began to concentrate
four infantry divisions supported by a heavy weapons division of artillery
around Dien Bien Phu. They were the 304th, 308th, 312th and 316th In-
fantry Divisions. The artillery division was the 35 Ist Heavy Division. Also
present was the 148th independent Infantry Regiment.

Let us briefly digress to the French position and its nature. Throughout the
battle the French were plagued by manpower shortages. Once the siege
began, this was due to the airstrip being rendered useless, so that all re-
enforcements and supplies had to be airdropped in. The French lacked
engineering equipment, engineers, and raw materials needed to construct




bunkers and fortified positions, and to some degree, even adeguate amounts
of wire and land mines were absent. To offset the shortage of materials, the
French tore dewn virtually every building within their perimeter for use as
building blocks for piilboxes and bunkers, They also cleared all vegetation
within their perimeter to gain as clear a field of fire for their weapons as
possible. The French decided to bring armer into the aithead in the form of
ten M24 ‘Chaffee’ tanks. However, they did not have transport aircraft
large encugh to handle one fully assembled Chaffee. They disassembled
the Chaffee’s, flew them out to Dien Bien Phu, and then reassembled them
there. This was prior to the siege portion of the battle.

The French positions sat in the Dien Bien Phu valley proper and to the
north and east rested on the hills that were closest to Dien Bien Phu. To the
north, the hill position was dubbed Gabrielle. It was the best defended post
in the French position. It was defended by the 5/7 Algerian Rifles, and was
backed by a Legionnaize Mortar Company. A contest was held just prior to
the siege beginning to see which position was the best constructed, and to
the Algerians delight, Gabrielle was the winner.

Northeast of the main airfield was Beatrice, This strongpoint was held by
the men of the 3/13 Demi Brigade of the Foreign Legion. To the southwest
of Beatrice, but still northeast of the airfield were the Dominique posi-
tions, held by Algerians. The position dead east of the airfield were the
Elaines. These were initially held by Moroccan and T7ai units. Both of
these positions had a series of strongpoints within it resting on small hills.
Six kilometers south of the nearest French position, and at the extreme
southern end of the valley was Isabelle and its smalf outcropping position,
Wieme. This was in the possession of Le-

ford such attrition, even at a somewhat favorable ratio in *body count’.
Also, this took away from the manpower needed to build, maintzin and
improve the French positiens.

The second and most important reason: was to try to neutralize the single
most brilliant achievement of the Viet Minh in the battle. The massing of
their artillery in sufficient numbers and with enough ammunition to effec-
tively close down the French alrstrips to traffic, neutralize the French artil-
lery, and fay down devastating, pre-registered barrages on French posi-
tions about to be directly assaulred.

The Viet Minh dug their ordnance into the surrounding hilis with a tenac-
ity end genius thaf was amazing. “Dug in” not being used lightly in this
case. Many times the guns being literally buried into the sides of the hills
with only enough space showing for a fairly limited traverse of the barrel.
While this greatly hampered flexible use of the artillery, it had no serious
effect on set-piece assaults with pre-registered targess, and made the guns
impervious to counter-battery fire. The French had their artillery spread
out inside their perimeter, in plain view (due to the afore mentioned Iack of
vegetation), in sandbagged positions. The Viet Minh were able to pre-
register them with great effect.

How coitld the French overlook such a thing? We view the battle with 20/
20 hindsight. The French decided { rightly so) that 2 modem army would
have troubie massing and supplying 2 large artillery presence that far from
their bases (the Viet Minh were somewhat extended at Dien Bien Phu also,
though not as badly as the French}. Much less a primitive army (logisti-
cally speaking) that relied on manual labor-

gionaries and Algerians.

Coming north back up the valley fo the west/
southwest of the airfield was the Claudine
strongpoint. This was held by the troops of
the Foreign Legion also. Next to the north
of Clawdine and west of and encompassing
the airfield were the Huguette positions held
by still more Legionaries. Both these posi-
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"A year ago none of us could see
victory. There wasn't a prayer. Now
we can see it clearly, like light at

the end of a tunnel.”
Lieutenant General Henri Navarre
French CIC indeChina 9/53

for almost all its supply needs. The Viet Minh
had some Russian trucks, the French knew,
but that was a comparative handfu! compared
to what would be needed for such an under-
taking. The Viet Minh succeeded in bringing
large quantities of guns to the battlefield us-
ing largely (though not exclusively) animal
transport and manpower. They further were
able to keep supplies flowing to this artillery
# presence and feed and supply over 56,000 men

.

tions were in flat valley land. Anne-Marie
was a small position located on a hill to the north of and overlooking the
Huguette position. This was manned (until they fled en masse) by a T’ai
battalion.

In the center was Sparrowhawk, east of and abutting the airfield, wedged
between the Elaines and the Dominiques to the east and the Huguette and
Claudine positions {0 the west. It housed two of the superb parachute bat-
talions in reserve, seven of the ten tanks, (the remaining three being on
Isabelie) and facing in various directions a present from the Americans,
suggested by an American observer who had visited the base, four deadiy
quad 50 anti-aircraft guns.

Running through the heart of the French positions was the Nam Yum river.
Being as the French were in the middle of a valley with the monsoon sea-
son about to set in, this would have unfortunate consequences. When ths
raing did come in force through March to May, many French positions
were literalty flooded. Surrounding the valley was the type of triple canopy
jungle and high hilis associated with this region of the world. It was here
that the Viet Minh would siowly gather the large force that would engagz,
ang eventually destroy the French, hoiding Dien Bien Phu.

While the French understoed the need for holding the hills surrounding
their position, they did not have the manpower to take and held them.
Numerous sorties were launched against them during the period between
December and mid March. Some were successtul, others less so, in taking
these positions, but the manpower was never there to hold them, and the
French would repair back to Dien Bien Phu. Why launch these attacks at
all one might ask?

One of the avowed reasons for the position to exist in the first place was as
a base for offensive operations. Accordingly, 50% of the base strength was
to be actively engaged in offensive operations at all times. This too was
unfortunate. While sometimes inflicting significant loss on the enemy, the
numerous raids zlse whittled down French manpewer. They couid not af-

while under constant gir harassment from the French.

The system had its limits, but the Viet Minh stayed within those limits and
as a result, ultimately won the battie. The French on the other hand had to
rely on air supply from an undersirength overtaxed airforce operating at
long range. As soon as the Viet Minh put the airfield out of operation, the
French began to rely on airdropped supplies and re-enforcements. This by
its nafure is difficult. This difficulty was made even greater when the Viet
Minh succeeded in placing sizable quantities of Flak guns ringing the val-
ley.

In all the Viet Minh had on hand for the fight 144 zartillery and 180 antiair-
craft guns of various sizes and calibers. Late in the siege they also brought
te bear 12 Soviet Katyusha rocket-launchers. The French had 28 artillery
pieces to combat this with. Mostly 105%s and a battery of 155°s. The French
had 16 supporting heavy mortars; the Viet Minh 60. The French infantry
strength in the valley at the time of the siege was 12 battalions.

The commanders for the two sides respectively were Vo Nguyen Giap for
the Viet Minh, and Colenel Christian Marie Ferdinand De Castries for the

French,
The Main Battle:

The main battle of Dien Bien Phu was begun by Genera! Giap on the night
of March 13, 1954. The target was the northeastern most post held by the
French. Beatrice was held by the men of the 3/13 Demi Brigade of the
Foreign Legion. The attack was launched with the forces of the Viet Minh
312th Division, backed by all the artiliery support Giap could muster. The
fighting was savage, but the French were overwhelmed and Beatrice lost,
at huge cost to the Viet Minh. The French lost the Demi Brigade, virtually
armthilated. Only 192 of 750 from this unit made it out. Some 590 Viet
Minh were killed in the assault. Wounded can only be estimated.

The French artillery failed to adequately support the Legionnaires due to




the heavy suppressing fire laid down on them by the Viet Minh. Despite
firing their missions bravely, it was not encugh and heavy losses were
suffered among the crews. The attempts to re-enforce the garrison of the
post were also bungled. By 2:30 AM on the 14th, it was over at Beatrice.

That very night (March 14), the attack on Gabriclie began. She was held
by the 5/7 Algerian rifles, and a Legion mortar company. The atiackers
were men of the 308th Division, the best troops in the PAVN. Once again
the attack was presaged by a vicious and effective barrage. This time the
Viet Minh were repelled the first time they attacked.

A second attack began in the early moming hours of the 15th. This time,
there would be no stopping it. The French artillery, though heavily bat-
tered, did manage an effective fire vs. The onrushing enemy infantry, in-
flicting heavy losses. However, the French guns continued to be woefully
ineffective in counter-battery mode.

A counter-attack was mounted at Gabrielle. The troops picked for the job
were new arrivals, the 5th BPVN. They were Vietnamese paratroopers
who had dropped on Dien Bien Phu the day before, dropping inte the teeth
of enemy Flak and artillery. After suffering casualties, the survivors marched
ten miles to a site where they were told to entrench. The Vietnamese were
under artillery fire the entire time, and rain now began drenching them. In
the early morning hours of the 15th, word that they would be thrown into
the Gabrielle situation to try and relieve the garrison was passed down the
line. They would march a considerable distance, provided with some tank
support and Legion guides. They were exhausted and being asked to attack
into a position that was a maze of wire and mines. In the dark over unfa-
miliar ground. To make matters worse, 2 monsoon scon began, limiting
visibility.

‘The counterattack was a failure. Though i did succeed in reaching Gabrielle,
it was only to help the survivors of the battle escape. Ancther key French
position in the valley was lost. Morale on the French side began to plum-
met.

Following the loss of Gabrielle, Colonel Piroth, the commander of Dien
Bien Phu’s artillery committed suicide. Piroth was despondent over his
inability fo suppress the Viet Minh artitlery and over the rosy reassurances
he had given his men before the battle. He lay down on his cot, pulled the
pin from a grenade, placed it on his chest, and ended his life.

The battle for Gabrielle cost the Viet Minh between 3-5 thousand casual-
ties, including at least 1,000 KIA. The French lost the services of nearly
1,000 men during the fighting and their supply situation for artillery shells
was becoming critical. After the fight, the French managed to pick up sig-
nals from General Giap’s HQ, requesting more men for his depleted forces.
The French too, were suffering greatly: between the Viet Minh artillery
rendering the airstrip untenable and the large quantities of light and me-
dium Flak that was criss-crossing the air over the valley, resupply was
becoming extremely difficult.

The issue of leadership in the valley soon reared its ugly head. Dien Bien
Phu was a pressure cooker now, and it began to boil over. On March the
24th, Colonel Langlais marched into DeCastries bunker, flanked by armed
suberdinates, and informed DeCastries that he was taking over command
in the valley. DeCastries would centinue to be in command to the outside
world, and continue to be the liaison with Hanoi. However, the day-to-day
decisions and conduct of the battle would now be in Langlais’ hands.

There seems to be no evidence that DeCastries opposed Langlais’ usurp-
ing of his power. There can be little doubt that the local French command
was energized by this: they became much more effective and aggressive at
launching counter-attacks and in general, better organized. Oddly enough,
DeCastries maintained a large degree of clout, figuring into some major
decisions, including sending Bigeard out after the Viet Mihn Flak on the
28th of March.

The French had by now lost their two northern-most strong-points. The
Viet Minh succeeded in taking them despite horrific casualties. The French
garrison needed a boost to their sagging morale. They scon received one.

The Viet Minh Flak had begun encroaching on the approach runs for aerial
supply drops, to the extent that they were becoming too risky. On the 28th

Decastries asked Bigeard to “go out and get the Viet Minh Flak to the
West” (Bruno’s Flak Attack). He gave himcarte blanche to camry out the
operation as he saw fit. He did. The result was a combined-arms master-
piece that surprised the Viet Minh and achieved all its major objectives.
French morale shot up again. Both sides now settled in for the long haul.

Giap soon adopted a new tactic to {it the necessities of the situation. He
had already done a fair amount of digging approach trenches toward the
French positions as a means of reducing casualties. He would now take
this tactic to its logical conclusion. Giap ordered the digging of approach
trenches to within a few meters of the French positions as a means to mini-
mize his casualties.

The French were not ignorant of this tactic, and counter-attacked the ap-
proach trenches frequently and vigorously. Sometimes they used tank sup-
port. The French would clear as much of the trench as they could, and then
fill in as much as they could, but they lacked the Viet Minh manpower.
The progress of the trenches remained steady, if bloody.

In early to mid-April the fighting shifted to the Elaines and Dominiques in
the east, and the Huguettes in the west. The fighting was now a seesaw
affair: the Viet Minh attacking a position and the French counter-attacking
imimediately to drive them from their lodgement. In the south too, Isabelle,
isolated and miserable, was feeling increasing pressure. Despite losing some
of the Dominique and Huguette positions during this time period, the French
managed to continue to hang on.

The real problem for them was manpower, supply, and combat fatigue. It
was during this period that the French paratroopers, and their Vietnamese
counterparts, showed the stuffthey were made of. Holding positions against
long odds, sometimes counterattacking at odds of 10:! and winming. The
problem for the Viet Minh was that the casualties they were suffering had
begim to erode the quality of their forces. They began fo scrape deeper and
deeper into the manpower barrel. To add to the misery, monsoon season
had now come to the valley, tuming the battlefield into a rain-drenched,
mud-caked, lunar landscape. This was of particular distress to the French,
as the Nam Yum river ran through the heart of their positions and flooded
them out in many cases. French soldiers held positions in knee deep water
at fimes.

In early May, under increasing pressure, and with The French supply and
manpower shortage at the breaking point, the Viet Minh landed the knock-
out blow. Attacking from all sides, the main center of resistance at Dien
Bien Phu collapsed on May 7th, Orders for a breakout from Isabelle were
given, but only a very small number of troops made it out to safety. The
battle was over.

Aftermath:

The French lost some 13,000 men KIA/WIA/MIA. A staggering defeat.
The Viet Minh had paid dearly for their victory, losing some 22-23 thou-
sand, or almost 50% of the original attacking ground forces. Their losses
almost entirely comprised of KIA/WIA as opposed to French losses, which
also included a fairly large number of prisoners taken during the final col-
lapse.

For the defeated French, it was the end of an empire. To the Viet Minh, it
was the precursor to a long and bitter struggle that would ¢laim another 4
million Vietnamese lives and involve a war against another Western power
even more formidable than the French before ending 21 years in the future.
An almost unimaginable struggle for so small a country,

I highly recormmend Bemard B. Fall’s excellent book, The Siege of Dien
Bien Phu: Hell in a Very Small Place. 1t is a must for the library of any
military historian. Several other fine works are mentioned in the bibliogra-
phy as well. Together they provide many insights, not only to what the
French experienced in Vietnam and Indochina, but what America would
and did later.
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DBP1i. French Infantry Rules And DYO Notes:

1.1 Free French Counters: The French forces, including their Allies are
represented by Free French counters, values, and capabilities, with the ex-
ception of the T'al units. Use Free French MMC/SMC/SW counters (in
British tan colors}, plus the new MMC/SMC/SW counters provided. See
the DBP Standard Special Rules for the details of their usage.

1.1 The French Colonial Military: The French military structure during
the Indochina War truly reflect the nature of a post-WW Il colonial power.
The forces arrayed at Dien Bien Phu were no exception. Soldiers from the
following colonies or erstwhile allies were present: Algerians; Moreccans;
T’ai; and Vietnamese. In addition, French Foreign Legion troops and elite
French paratroops were on hand. The following is a brief description of
how each of the Nationalities fared at Dien Bien Phu, followed by how
they are represented in the module.

1.12 The Algerians: These were the most solid of the French Allies at
Dien Bien Phu. Certainly the performance of the Algerians on Gabrielle
was exceptional. Later in the battle, as the presure was tumed up, they
performed significantly worse, especially during the fighting on the Domi-
nique strongpoints. Therefore, during the early battles of the siege the Al-
gerians are represented by 4-5-8 squads exclusively. By the end of March,
around the time the ‘Battle for the Five Hills’ began, they begin to be
represented by 4-5-7 squads and their ELR drops.

less. Frequently, the paratroopers were called upon to counter-attack at
odds of 1-3, or worse, and came away winning. [ have chosen to represent
themn with new 6-4-8 squads (and 3-3-8 HS), with an increased broken
morale and some HOB benefits, and no cowering penalty, there are several
instances where they will be given Fanatic status on top of that.

1.18 French SW: The French SW are Lend-Lease and are already pro-
vided in the proper Free French colors (British tan).

French Ordnance Notes:

1. M2 60MM MTR: The standard 60mm mtr from WW2, the M2 sol-
diered on through the Indochina War. The French also had many Maortier
de 60 mle 35 60mm mortars, but seem to have been mostly using the
American version by the time of Dien Bien Phu. Use the Free French ver-
sion of this weapon during the game. The French soldiers opponents had
the Type 31,the Chinese knock-off of the same weapon. The French had 8
of these to a Battalion in Indochina. The French may not use the option
listed in American Ordnance note one, substituting 3 of these for OBA,
unless specifically allowed by Scenario Rule

2. M18 AND M20 RCL: The U.S. 57mm M18 and 75mm M20 RCLs are
provided for French use (see U.S. ordnance notes 10 and 11).

French Vehicle Notes:

1.M24 ‘CHAFFEE" LIGHT TANK: The French Garrison at Dien Bien
., Phu had ten of these tanks, supplied to thern

1.13 The Moroccans: These were also reli-
able troops. While they did not show the
flashes of excellence that the Algerians did,
they were largely dependable. It should be
noted that while they had some bad outings,
overall they deserve a 4.5.7 treatment
throughout the battle. Pretty much everyone
at Dien Bien Phu had their bad moments,
with the exception of the French paratroops.

1.14 The Ta’i: The Ta'i troops at Dien Bien
Phu have the dubious distinction of perform-
ing uniformly the poorest of all the French/
Allied troops present. To be fair, they were
trained in guerrilla warfare, at which they {

“Viet Minh™: Pronounced as v-et min, offi-
cially Viet Nam Doc Lap Dong Minh
[League for the Independence of Vietnam),
a coalitiont of Communist and nationalist
groups that opposed the French and the
Japanese during World \War ll. The Viet
Minh spearheaded Vietnamese resistance
to French rule in the French Indochina War
{1946-54). The organizatiory was socn
dominated by Communists, and in 1951
its Communist elements were absorbed by
the Communist party of North Vietnam.

by the U.S.. Nicknamed the “Bison” by the
French and the “Oxen” by the Viet Minh, they
had an impact on the battle far out of propor-
tion to their nurmbers. Flown i disassembled
, and reassembled at Dien Bien Phy, the
Chaffee’s spelled the difference between suc-
cess and failure for many & French counterat-
tack.

The MA of the piece has been given a B# of
11, due to problems the French had with the
recoil mechanism. Also, due to the lack of
spare parts, the MP has a red asterisk next to
it. See note B for more details. The ten tanks
/ were divided up into 3 platoons, one each

were fairly adept. However, fighting froma

french in a stand up fight was simply not their forfe. There were mass
desertions and panic on more than one oceasion. From time to time they
put up a good fight, but could usually be counted on to cave-in without
other steadier units in support. The rules and rationale for them are pro-
vided in the DBP Standard Special Rules.

1.15 The Vietnamese: The Vietnamese paratroops present at Dien Bien
Phu were actually very good soldiers. Their reputation suffered from their
failed attempt at relieving Gabrielle, There were, however, mitigating cir-
cumstances in that situation. While it could also be said they suffered in
comparison to the French paratroopers, this could be said of all units on
both sides. It is also not entirely fair, as in almost all cases the Viemamese
paratvoopers got the job done that they were asked to do. It is alse interest-
ing to note that the French paratroop units had large numbers of Vietnam-
ese in them. The French paratroopers supplying the glue and “esprif de
corps and the Vietnamese the local knowledge, as only they could have, It
was found to be a most satisfactory sclutien by the French and one the
U.S. did not learn from.

1.16 The Freach Foreign Legion: For the most part, the French Foreign
Legion lived up to its sterling reputation. However, there were some cases
of desertion not usually expected of elite units. Overall, however, they
were still more than good encugh to deserve a 5 ELR and a 4-5-8 counter
treatment.

1.17 The French Paratroops: Truly cutstanding! it is seldom one could
read so many diverse accounts of 2 battle and come away with the impres-
sion of such universal praise. For units under such adverse conditions, no

under Aristide Carette, Sergeant Guntz and Henri Preaud. The command
of the squadron was in the hands of Capt. Yves Hervouet.

Despite a lack of spare parts and being at the end of a very tenuous supply
line, all of which did have its impact on the tank’s performance, the tanks
held up quite well. Most suffered some form of battle damage, as detailed
below:{Please note the French crews were just as fond of naming their
vehicles as the Americans). Though in most French squadrons this was a
matter of policy with all tanks name’s beginning with the same letter (not
the case here though).

2. M5A1 LIGHT TANK: The French Expeditionary Corps arrived in
Indochina with a collection of WW Il wartime AFVs, The standard tank at
the beginning of the conflict in Indochina was the M5AI. Even after the
M24 Chafee was supplied via American aid, the M5A1 continued in ser-
vice against the Viet Minh.

3. MR HMC SPA: Another WW [I-era American AFV, the M8 HMC was
brought to Indochina by the French Expeditionary Corps. The diminuative
M8 Howitzer Motor Carriage was used in support of infantry, including
use during the battle of the Black River in December 1951 {in support of
3éme Battalion Parachutistes Coloniawx).

4. M8 AC: Another American AFVY of WW 11 vintage, the M8 ‘Grey-
hound’ was brought to Indochina by the French. M8 armored cars saw
action along Route Coloniale near Xom Pheo during the baftle of the Black
River, December 1951.

5. M36B2 TD: These tank destroyers, along with M4A1 Sherman tanks,
were Sent fo French Indochinza to provide some anti-tank firepower in the
event the newly-victorious Chinese Communists attacked across the bor-




der. The M36B2 *Jackson’ was used for {ire support and were assigned to
units including the Régiment Blindé Colonial d’FExtréme-Orient.

6. P-178B AC: Despite the development of a 47mm version, the WW 1I-
era ‘Panhard’ armored car was armed with a 25mum gun. After WW i
production of the ‘B’ model was resumed. In game terms, the 47mm gun is
equipped with HE ammunition as well as AP. Panhard P-178B armored
cars of ler Battalion Parachutiste Vietnamien (Vietnamese parachutists
allied with France} supported French operations during Operation
Chaumiére in 1932, The post-war British Coventry Mk. 1 AC was zlso
introduced to Indochina by the French, but was just as quickly withdrawn
from service as unsuitable to the region.

7. M29C “CRABE” WEASEL APC: The M29C Wease! (known as the
Crabe [or crab] to the French) was used to equip some units in an attempt
to increase mobility across inundated rice paddies, swamps and along riv-
ers. The Crabers were armed with a variety of weapons, inch:ding me-
chine-guns and recoilless rifles.

8. Other AFVs used by the French in Indochina:

8A. M4 SHERMAN IN VARIOUS MARXS: The French used a varicty
of other AFVs, already in the system in Lend-Lease (i.e., British, or Free
French) colors. The M4A1 (see British vehicle note 12) was provided to
cope with the possibility of a Chinese incursion following the Chicom
victory in 1949. These saw action around Tonkin in 1951, Note also other
M4 marks may be used, including British vehicle notes 13 and 14 for the
M4A2 and M4A4.

88: THE LVT4 *ALLIGATOR’ (WATER BUFFALOQ): Crabe units were
reinforced with LVT4 ‘Alligators’ from 1950 on. These provided impor-
tant troop-transport capabilities. The LVT4 saw action during Operation
Quadrille in July, 1952. See British vehicle note 73. Note also some
LVT{A) amphibious AFVs were also sent to the French (see U.S. vehicle
note 51 for the LVT(A)M). .

8C. 8COUT CARS AND APCS: The French used the American M2 and
M3 half-tracks (see British vehicle note 63 and ignore British nomencla-
ture) in Indochina. A variety of machine-gun armed WW Il Universal Car-
riers were also used. The WW I Humber I1I Scout Car (see British vehicle
note 45) was on hand in the form of some 78 on French roles in 1946. The
initial clements of the French Expeditionary Corps &lso included a quan-
tity of machine-gun armed US M3 Scout Cars.

8D. ARMORED TRUCKS: The French sent the self-propelled 40mm
Bofors mounted on GMC 2.5 ton truck, a conversion that had been
carried out by the unit during WW?2. Due to the absence of enemy
air power, these were quickly given armored sides and used for fire
support. Some armored trucks were also used as personnel carriers
for escorting convoys. The latter can be depicted via Scenario Rule
by making some or all of the trucks in the OB considered as having
0 AF (i.e., instead of un-armored).

THE FATE OF DIEN

BIEN PHU'S TANKS:
Conti:
Headquarter tank of Hervouet, seriously damaged by a mine on April
5th during a counterattack on H6.It was recovered and used as a
piltbox South of the airstrip.
Platoon Carette:
Mulhouse:
Hitby a Bazeoka on 31 March during fighting for the Five Hills, but
remained available for service until the end of the fight.
Bazeilles:
Hit by a Bazeoka round in the same engagement as Muthouse, it was
burnt out and abandoned. It was the only “Bison™ to be out right
wrecked in the fighting,
Douaumont:
Sustained a direct hit from a 105mm shell which kilied 3 crewman
on Aprif 29th.Used as pitlbox until the end near H3,
Flatoon Guntz:
Smolensk:
Hit by Bazooka fire on March 15th killing Sergeant Guntz but the
tank was undamaged. Hit twice by 57mm recoilless rifle fire March
31st.Suffered gearbox failure and was immobile at battles end.
Posen:
Hit in turret by Bazooka on March 24th while helping clear the road
to Isabelle. In action to the end.
Ettiingen:

Hit 6 times by 57mm recoilless rifle fire or: 31st March, kit by a
Bazooka 5th of April 2 WIA, Hit by Bazooka 15th April 2 KIA.
Tank however remained serviceable until the battle’s end.

Platoon Preaud:

Auerstaedt:

Undamaged during battle.

Neumach:

Hit in turret by Bazooka 31st March. Available until the end.
Ratisbonne:

Sustained 2 105mm sheil hits April 29¢h,available until the end.
Motes:

In addition to the battle damage sustained shove, two tanks sustained
Bazocka hits on March 28th and remained in service. Tank names
were unavailable.

The French made an effort to camouflage the tanks at Dien Bien Phu
and painted thern with an earth yellow striped scheme,

Despite some problems with the recoil system of the guns, a prob-
lem exacerbated by the tenuous supply line, the Bisens more than
earned their keep.
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DBP2. PAVN INFANTRY RULES AND DYO NOTES:

2.1 PAVN Infantry Counfers and SW: Viet Minh infantry, known by
the acronym PAVN (People’s Army of Vietnam), consisted of three dis-
tinet groups of forces. In ascending order of proficiency they were:

1. Village Militia

2. Regiona! Forces

3. Regular Forces {the Chue Luc in Vietnamese)

2.11 Axis Minor Usage: Use Axis Minor *2°, LMG, MMG, HMG, DC,
and Radio counters for PAVN. All MMC/SMC and new RCL/BAZ/Ban-
galore/Lt MTR SW counters for the PAVN are provided.

2.12 Village Militia: The Village Militia are best represented by Con-
scripts, with a smattering of 2nd Line troops. The ratio of rifle to SMG-
armed froops here should be at least 5:1.These troops should almost al-
ways suffer Ammunition Shortage and should be using the most antiquated
weaponty (i.e., few RCL or BAZ), as their weapons were mainly hand-me
downs from the Regional Forces. The leadership of the Village Militia
should also be pretty spotty and something like 1:8 for leader to squad
ratio.

The Village Militia was not a force intended to stand toe-to-toe with the
French. They were used in sabotage, ambush and in facilitating the move-
ment, supply and lodging of the Regular and Regional forces.

Initially the Village Militia was a mixed bag of forces run by anything
from loyal Viet Minh to bandits who were throwing in with the side that
could benefit them the most at the time. As time went on and Ho Chi Minh
consolidated his hold on power in Indochina, the militias became a useful
third tier in the military ladder of the PAVN.

2.13 Regional Forces: The Regional Forces represented the next step up
m quality. The responsibilities of the Regional Forces were correspond-
ingly larger than that of the Village Militia. Whereas the Village Militia
seldom traveled far from the villages that produced them, the Regional
Forces were expected to operate anywhere within their designated region
of origin and to co-operate more ¢losely with the Chuc Luc.

The Regional Forces are best represented by 2nd Line troops with some
1st Line troops on the order of 2 2:1 ratio. Their equipment should be 2
mixture of the fatest from the Chuc Luc along with some older weaponry.
The ratio of leaders to squads should be on the order of 6:1 (and still some-
what of a mixed lot in terms of quality). The ratio of rifle-armed to SMG-
armed should be 3:1 during and after 1952; 4:1 prior to 1952.

The Regional Forces were frequently called upon to provide both froop
and leader replacements for the Chue Luc,

2.14 PAVN Regulars: PAVN regulars formed the backbone of Giep’s
arnty. They were expected to, and did, bear the brunt of the fight against
the French in the final and decisive phase of the war (1850-1 954). They
were originally formed into companies, then battalions and finally regi-
ments and divisions, Giap trained these units in the northeast sector of
Vietnam known as the Viet Bac. He jealously hoarded and protected these
units threugh the early period of the war, until 1950 when they began to be
meore lavishly equipped. There were four reguiar divisions of PAVN regu-
lars present at Dien Bien Phu, as well as 2 heavy division for extra artillery
support. These were the 364th, 308th, 312th, and 3 16th Divisions in addi-
tion to the 351st Heavy Division.

Of the four divisions, the 308th was the elite formation, considered by
both sides to be the best the PAVN had to offer. The 308th should be
represented by Elite squads with a rifie to SMG ratio of 2:1. Their leader-
ship should be considered good with 2 4:1 (and occasionally 3:1) squad fo
leader ratio. The other three divisions were fairly equivalent in terms of
quality. They are best represented by a 2:1 ratio of rifle-armed squads to
SMG squads. They should be largely 1st Line troops, with a leader to
squad ratic of 4:1. As the battle wore on, heavy casualties necessitated the
drafting of many replacements from the Regional Forces, and combat ef-
fectivenass correspondingly diminished.

2.15 Radio Usage: PAVN use Axis Minor radios. Radios in Viet Migh
hands were a mixed lot, and communications training wasn’t all it could
have been throughout the French Indochina War,

2.16 Bazooka and Bangalor Torpedo Use: Viet Minh use of Bazookas
and Bangalore torpedos is covered in the Standard Special Rule section.
The Bangalcre is used as a wire and mine clearing weapon only.
2.17 PAVN Capabilities: The capabilities of PAVN soidiers are presented
in Standard Special Rule #2. A few points for designers are found below,

2.17.1 Stealth: The PAVN reputation for stealth speaks for itself. In
Simpson’s book Dien Bien Phu: The Epic Battle America Forgot the zu-
thor details an 2ccount of a Frenchman that narrowly averted capture. Be-
fore breaking cover and moving out onto a road, the road, in the soldier’s
words, “got up and moved”. Apparently a Viet Minh unit was taking a
march rest by the side of the road and was so well camouflaged that they
couldn’t be seen from a short distance away. In many of the narratives on
the Indochina war, the ability of the Viet Minh to camouflage themselves
masterfully is noted. Perhaps the ultimate compliment was paid by a French
pilot whe had flown in WW II and Korea. He had flown over the troops of
many different nations, but never had he felt he was flying over the ‘empty
battlefield” as much as when over Viet Minh-conirolied territory.

2.17.2 No Multi-Location FG: I expect this to be the most controversial
rule in Dien Bien Phu. However, when one looks at the number of times
French froops or their Allies held off Viet Minh units, even when heavily
outnumbered and without air support or appropriate artillery support, one
comes away with the impression that French fire discipline was vastly su-
perior to that of even the Viet Minh regulars. This was the case niot just at
Dien Bien Pha, but also throughout the Indochina War. Giap himseffhad a
standing order to never engage at less than 3:1 superiority in numbers, and
atleast a 5:} superiority in firepower. Even when these odds were attained
(and even exceeded), success was not guaranteed. The most revealing point
is to take a look at the preferred means of fighting by the Viet Minh—
Jungle fighting and night combat. Both of these are instances in game terms
where NO unit caa form multi-location Fire Groups. Maybe Giap read his
rulebook!

2.17.3 ‘Kinder, Gentler® Commissars: The Viet Minh Commissars were
more like ‘cheerieaders with combat boots’ compared to the Russian model.
Executions in the field were quite rare and ‘re-education’ and shaming one
in front of ane’s peers was a preferred method for dealing with those reluc-
tant to do their duty. The Comumissar question gives rise to the “expert vs.
the reliable amateur’ argument. As the conflict wore on and the need for
military knowledge began to outweigh the importance of political reliabil-
ity, this argument heated up. In fact, a suitable balance between political
overseer, i.e., commissar, and military cormmander on the scene was not
really worked out in the time-frame of the French Indochina war, 1o the
detriment of both functions.

2.17.4 Hand-to-Hand CC: Simply put, the Viet Minh were not slow to
clese with the enemy and in fact preferred to do so. Many a French soldier
was despaiched by the bayonet.

2.17.5 Absence of Ne Quarter: When reading the accounts [ was struck
by the amount of respect and chivalry existent between the two sides, quali-
ties almost totally lacking in America’s Vietnam War. Apparently the Viet-
namese, with their long history of wars with colonial powers, could under-
stand the thinking of a group of people who intended to keep their land if
they won. They could not, however, understand why someone would fight
to keep them from controlling their ewn country if they didn’t want it
themselves. When rear area administrative troops moved in o handle POWs
this eivility broke down. It may seem odd to have H-t-H CC and an ab-
sence of No Quarter. However, the fact s that surrender was accepted
despite the frequency of close-qaurters fighting.

2.17.6 PAVN Inability to Deploy: See the discussion of the relative lack
of fire discipline between the combatants in 2.3.2 above.

PAVN ORDNANCE NOTES:

1. TYPE 31 60MM MORTAR: This is a Chinese knock off-of the 1.8,
M2/French mle 33. These were sent in large quantities to the Viet Minh
once the Chinese border opened up with the fall of Nationalist China. Be-
tween 6-9 of these weapons ceuld be found in a reguiar infantry battalior.
This piece is also used to represent captured French and U.S. pleces.

2. DKZ 57%M RECOILLESS RIFLE: Referred to by the Vietnamese as




“Sung Khung Dat” exact translation, unknown. A knock-off of the 1.8,
M18 was produced locally by the Viet Minh and was referred fo as the
‘DKZ’. For game purposes there is no significant difference between this
piece and the US M18 RCL. By 1952 a large number of captured U.S.
ordnance pieces and munitions had been funneled to the Viet Minh through
Communist China. This weapon was used extensively at Dien Bien Phu,
both for infaniry support and in attempts to ambush and destroy tanks. It
had considerable success against the former, virtually none against the lat-
ter. Note rule Ci2.2 does not apply to Viet Minh use of the weapon. A Viet
Minh battalion could be expected to have three of either these or the SKZ
75mm RCL, or some combination thereof amounting to three, depending
on availability.

3. SKZ 75MM RECOILLESS RIFLE: Stil another weapon that came to
the Viet Minh via the Korean War. Also used at Dien Bien Phu though it
appears mostly in the infantry support mode. There are no known recorded
75mm recoilless rifle hits on any of the French tanks present. As with the
57mm version the Viet Minh produced their own variant of the U.S. M20
RCL called the ‘SKZ°.

4. DSHK 38/46 12.7MM AA HMG: This weapen is a single-mount 12.7
HMG of Soviet manufacture. In the ground support mode it was wheeled
and had a seat for the gunner. For the AA mode the wheels could be taken
off. It was used successfuily by the Viet Minh in both a ground support
and AA Mode. It can be Limbered or dismantled. A dismantled counter
has been provided.

5.0ERLIXON FF 20MM AA: These Chinese supplied weapons heipad
form part of the Flak envelope around Dien Bien Phu that eventually made
re-supply and re-enforcement of the French garrison impossible. It was
guns such as these that were the target of Bigeard’s attack to the West. See
Chinese ordnance note 15.

6. BM OBR 37: This is the venerable WW II Soviet mortar. See Russian
ordnance note 2. Counter for dismantled 82mm mortars are provided.

7. 76.2mm PP obr.27: This piece generically represents several animal-
packed weapon types that the PAVN used for support. See Russian ord-
nance rote 12 and note Man-Pack capabilities and AP/APCR TK#'s listed
on the PAVN Ordnance Table.

8. ZP OBR 39: This is the hardy Soviet WW 11 AA-gun, used by many

READY FOR MORE FRENCH INDOCHINA ACTION?

There is no better place to get the most out of your DIEN BIEN PHU
experience than CRITICAL HIT TACTICAL LEVEL GAMING MAGA-
ZINE. The upcoming edition, Volume 7, No. 1 will have z pile of new
scenarios {each on their own card) providing new actions for DIEN BIEN
PHU. What's more, new counters for DBP will also be included in the
upcoming issue! There will aiso be the usual historical map and a bunch
of new scenarios, printed on their own cards.

CH Volume 6, No. 4 Is on sale now and includes a new Kursk map,
exciting new scenarios using it, new color die-cut counters and 16
BRAND NEW scenarios on their own card. The equivalent of TWO
complete scenario packs in one issuel
CH magazine is avaliable direct and at better hobby and game stores
worldwide. You may order direct from Criticat Bit, Inc. at our website at
www . Criticalhit.com or by phone at 845-278-9125.
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PAVN ORDNANCE LISTING:
Name Type C size ROF IFE B | Range | M# | Tsize Special Notes
Type 31 MTR 60~ 3 - 12 345 - 0 EPP, iR, WPY, No OBA 1, A
DKZ RCL 57 1 - 11 110 - 0 No AP, H7 2, B
SKZ RCL 75 1 H 160 - ¢ No AP, H7 3, B
DSHK 38/46 AA Ti2.7 3 5 1 18 12 +1 Qsu 44, CD
Cerikon FF AA T20L 3 4 1 125 12 +1 Limber: NT 20; 2 ROF; B10 5 E
BM obr 37 MTR 82" 3 12 378 11 +1 No AP, S§, IR, QSU 6
PPobr27 | ART | 76 2 2| o2 | s | e | O Anmelfec dmomaie | g
ZP obr 39 AA T37L 3 8 il 200 8 0 Limbar 8§

PAVN MULTI-APPLICABLE ORDNANCE NOTES:
A. This weapon may be Animal Packed (G10).

apply for non-Crew use.

B. Non-crew PAVN MMC use RCL only pay a +1 TH DRM for A21.12 (EXC: Conscripts pay +2). All other A21.13 penalties

C. This weapon may dismantled into 2 5PP DM counter, and re-
D. Maximum range of this weapon for To Hit purposes is 16 hexes. .
E. When using Limbered Fire, the Barrel Length modification(C4.1) on the counter’s LF side is used for TH purposes but the AP

Basic TK# is still determined by using the Caliber Size and Length prinied on the unfimbered side.

assembled as per A9.8,
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By David Lamb PL DBP1

HAMPS ELYSE

DIEN BIEN PHU, FRENCH INDOCHINA 30 MARCH 1954: In desperate
need of a spactacular victory after a long, bloody, eight year conflict, the French
High Command establishad a fortified hedgehog at Dien Bien Phu in Tonkin in
November 1953. Overconfidence, and poor strategic planning on the part of the
French led them to believe that they could hold this ten-mile long by six-mile wide
valiey through a series of fortitied strangpoints. Furthermore, this base was in-
tended to lure the Vietminh army to attack and expese their forces to swift decima-
tion by highly mobile French units. The French were unaware that they were vastly
outnumbered in both men and artillery by General Giap's Vietminh. They failed to
forsee that the Vietminh would occupy the surrounding hills and use these cbser-
vation sites to shell the airfield with artillery, effectively isciating the garrison to
resupply. General Giap planned the battle in stages. In Phase One the battle
1 which began on March 13, four Vietminh divisions supported by an artitlery divi-
sion {modeliad on the SovietWW Il division) attacked. The French suffered disas-
trously: three crucial northern sirongpoints fell, a third of their infantry and artil-

‘ iery were lost, ali observation points, as well as dozens of aircraft and most cru-
cially, the use of the airstrip. Supplies would now only be delivered by ineffective paradrops, the wounded could not be evacuated,
and close air support was severely curtailed. After replacing their own heavy losses, Giap launched Phase Two (the longest and
most violent phase of the battie) on March 30.

INITIAL PAYN OB:
FLEMENTS of the 308/316 Peoples Army Division Enter from the east edge, and/for the south edge onfeast of TT15, or

setup concealed/cioaked in any hex with a coordinate <8: [ELR: 3]{SAN: 3}

2x I1 {PAVN Conscript Inf, Plin) 18 (PAVN HW Sect.)
3x 12 (PAVN Rfl, Inf. Pltn.) 9% O1 Div. Artillery
2x 13 (PAVN SMG Inf. Plin.) G4 RCL Gun Sect. 1
2x B1 : 10 x Trenches

15 (PAVN Assault/Sapper Pltn.) 15 CP
16 (PAVN MG Pltn.)

INITIAL FRENCH OB:
EL.LEMENTS, 6th Parachute Battalion, 13e DBLE, 1/2 RE], and Miscellaneaous Garrison set up on hill hexes numbered
=8 [ELR: 5/2]1 {SAN: 2}

2x 11 (Para. Inf. Plin.) 30 x Trenches (must be set up in <5 groups of 2 5 adjacent

12 (Leg. Inf. Plin.) zgen;hes)
2x I8 (Col. inf. Pltn) X Sangars
6 x Wire

14 {T’al Rifle Pltn.)
2x15 (MG Plin.)

01 (See RG note 'n")
6 x 1+3+4 Piliboxes
6 x 2+3+4 Piliboxes

32 x Known AP Minefield factors (F.7)
4 x Dummy Minefields (F.7B)
8CP 80FP

&
*

* CG scenario automatically ends after 2nd PlayerTurn

CG Dates: Six scenarios - 30 March 2030 hours - 3 April Dusk. MAP LAYOUT:
CE

Initial FireTight Victory Conditions:

Scenario winner is whichever side amasses at least twice as many CVP as their oppo- N
nent; otherwise there is no scenario winner (and thus no Scenario Winner DRM).

Initial Firefight: PAVN Attack; French Idie

CG Objective: The PAVN winifthey Control two of the three French Eliane Strongpoints {See SR #14) at
the CG End.

Terrain Configuration: The entire Champs Elysees Historical map is in play. Terrain is PTO. Light Jungle is in effect. All Bamboo is
Brush. All buildings are rubbled. Recommended Redeployment Option: A,

i0




CHAMPS ELYSEES CG INITIAL SCENARIO RULES:

. . EC/Weather are Wet, Overcast, and Mud (D8.23, E3.6), with Heavy Rain (E3.51) and Gusty (E3.4) at start.

12, Night Rules are in effect. The Franch are the scenaric DEFENDER (E1.2). The Base NVR is Two with Overcast/No Moon. The
Majority Squad Types for the PAVN is Stealthy, and Normal for the French. Initial Starshell Usage Rules are not used.

k3. Prior to French set up, the PAVN player must secretly pre-designate the area of effect for two Bombardments (see RG note ‘b).
Conduct both Bombardments (C1.8) after setup but before Turn #1. There must be at least 10 hexes between hexes effected by each
area of bombardment (Also see SR DBP 16).

14. French Strongpoints: Control of the Eliane 2 strongpoint is defined as Controlling all building/rubble locations on that hill
Controi of Eliane 4 is definad by Controlling both level 4 hexes (ie. J18, J18) on that hill, Control of Eliane 1 Is defined by Controlling
both level 4 hexes (ie. G13, G14) on that hill.

I5. Pricr to French setup (and Bombardments), the PAVN player may secretfly predesignate any six hexes of French Wire as baing
eliminated. The eliminated wire hexes are not revealed until a PAVN unit (only) enters said hexes.

16. Infiltrators: Up to two PAVN Infantry RG (I-type) may set up anywhare on non-hill map hexes.

CHARMPS ELYSEES CG SPECIAL RULES:

CE1. EC, Weather, Wind, and Visibility are determined as per G16.2, 16.3, and 16.4. PTO with Light Jungie is in effsct. AllDBP SR are
in effect.

CE2. Strategic Terrain Types: Alitypes listed in PL definition that are present [EXC: Military Crestis NAL In addition aWoods-Line
is also considered three PalmTres hexes.

CE3.1# DBP Mist is present, It has an LV hindrance DRM of +1 per hax. Atthe beginning of each GAME Turn, a dr < the turn number
results in the Mist beginning to lift. On thatturn it becomes a +1 at 1-2 hex range, +2 at 3-4, etc. On the naxt GAME Turn it becomes +1
at1-3, +2 at 4-6, eic. Onthe next GAMETurn itlifts completely. In any firefight in which it is raining, and it ceases to rain {E3.51), DBP
Mist goes into effect. The following GAMETurr begin rolfing for the Mist to lift. The Mist is immeadiately dissipated if it begins to rain
again {but is subject to returning under the above conditions).

CE4. ELR refers to French/T'ai ELR.

CES5. As an exception to PL 2.3, the PAVN may purchase up to four Infantry RG (i.e,, RG Beginning with an “I”) during the RePh,

CE®6. No French Fortification may be HIP (E1.16) [EXC: Foxholes], regardless of being day/nighttime.
CE7. During nighttime firefights, the PAVN may conduct a Recon (E1.23), in which the dr is modified by an additional +5 drm,

Firefight | Time/Date | Attacker Weather EC Wind Moon H?Ds;;;;"‘c
. Heavy :
1 3?25:‘;4 Vietminh Rain/Mud Wet Gusty None 1
(E2.6) NVR: 2
Heavy
2 AM 3/31/54 French Rain/Mud Wet Gusty MA 0
(E3.8)
DBP Mist
3 AM 411/54 French (SR CE #3) Wet G16.4 NA o
4 Night 4f1/684 Dual Clear NVR: 2 Moist G16.4 NA 0
5 PiA 4/2]54 French Clear Moist G16.4 MNA 0
6 Dusk 4/3/54 French Pusk (E1.7) Moderate G16.4 NA o
CG DRM French PAVRM Fortifications Avallable for Purchase:
F
Leader ®| o Foxhole Wire'
Trench HIP
Battle o o
Hardening Roadblock e
P i F
Artillery OBA - 0 Dummy Mines (R7B) Trip Flares
Known Mines (R7B)Y Sangars
CF
Replenishment +3 +2 I: May purchase only for Inittal
F: Only French may purchase scenarico of CG (max 60 FP
. Fonty Y P may be spent on mines); 4 FP
Intensity MID MiD minefields may be purchased




B

Elements of the PAVN 316th Division

RGID Description Quantity Units Equipment cP i\::x N?fx Motes
i PAVMN C;:ﬂ.ts:ript Inf, a (3-3-7/3-3-6) MMGC 3 3 7 dhirwf
12 FAVM RTt. Inf. Pitn. 4 (4-4-8{3-4-T7}) MIMC 4 3 6 dirwf
13 PAVN SMG Inf, Plin. 4 (8-3-8/5-3-7) MMC 5 2 4 dirwt
14 PAVN °°:;:i’°t SMG 4 (4-2-7/2-2-6) MMC 3 2 2 dhirws
15 PAVN Asspe]x;::t[Sappen 4 6-3;§;§:30g:éore 6 2 2 dglr
16 PAVIN MG Pitn. 1,2 HMG/MMG 3 1 3 cdr
17 PAVM Lt. MTR Sect. 2 60mm Type 31 MTR 2 2 3 cdr
18 PAVN HW Sect. 1,1 PG I 1 2 cdr
19 Regimental HQ 1,1,2 9-2,8-0,6-3-8 3 1 1 dr
110 PAYVM T-H Sect. 1,2 BAZ 45, BAZ50 3 B | 3 cdr
o1 Divisionial Artillery - T(gsEr,ngnge‘? 4 1 3 op

o2 Army Artillery - 15&‘:,‘;”;32’;‘ 6 1 3 op
B1 Bembardment - - 7 i 2 b
[2]] P:QVN AA Gun Sect. 2 37mm ZP obr 39 3 1 i acdt
G2 PAYM INF Sect. 2 76.2mm PP cbr 27 5 2 bt acdt
G3 MTR Gun Sect, 2 B obr 37 2 2 2 acdt
G4 RCL Gun Section 1 2 DKZ 78mm RCL B 2 2 acdt
G5 RCL Gun Section 2 2 8KZ 57mm RCL 3 2 2 acdt
mt Fortifications - 20 FP 1 4 24 a2
M2 Sniper - SAN +1 1 2 12 -
M3 Attack Option - - 1 1 =] -
P1 Patrol - - 2 1 5] X

Consclidated RG Motes:

a
b

MAaToT oD oo sl

w

Available for on-map setup on CG day of purchase.

Bombardments are resolved as per C1.8 [EXC: the bombardment affects a rectanguiar shaped area 16 hexes frem north to south by 10
hexes aast to west. A third die is rolled during each DR. A 6 on that third die results in the hex being immune to that attack].

Each French Gun/RCL is accompanied by a 2-2-8 Crew; each MMG(a)jHMG(a}}.50cal.HMG by a 2-4-8 HS MMC, Each PAVN Gun/RCL is accom-
panied by a 2-2-8 Crew; each MMG/HMG/.DSHK 38-46/60mm MTR by a 2-3-8 HS.

These RG may be purchased as Reserves for On-map Set Up as per 2.32-.33.

These PAVN RG make a secret dr to determine troop quality. A dr < 4 resuits in the MMC all being the type to the left of the slash;
otherwise, use the MMC type to the right.

This RG's MMC are all Sappers (H1.24). They are alsc Fanatic (A10.8). This RG also comes with 2x DC.

This RG has a +1 modifier to its LG DR {2.361).

Determine Leaders (SMC) as per 2.361. The Legacy drm is NA.

This RG comes with either a radio or field phone and a 7-0 leader, and has the opticn to setup using HIP.

Increasa CP by one for a Level 7 Off-board Observer,

Increass CP by one per Pre-Registered hex (C1.73} purchased with module (no module may have >2 Pre-Registered hexes}.
Fighter-Bomber arrival determined as per E7.2-.21, and arrives with either bombs or Napalm (French player's choice).

Must enter as reinforcements if entered on the CG Day of purchase [EXC: 2.32; 2.34]. The RG is available for on-map setup if purchased
on any CG Day prior to that of the current scenario.

This vehicie comes witha 2 FP AA MG.

This RG unit must begin play sefup on hill hexes with a coordinate <8.

This RG arrives with an LMG. French Para. Inf.fLeg. Inf. Platoons roll a die. A dr of >4 resulis in that unit arriving with a 80mm MTR(a).
French Para Inf. (1) arrive with 1 x DC.

Patrois are OPTHONAL in Champs Elysees. Use the Patrol rufes in P1. 2.5 {2.7).
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Elements of the French 6th Colonial Parachute Battalion;
13e DBLE; 1/2 REIl; Miscellaneous Elements of the French 6th

o

Colonial Parachute Battalion

RG 1D Description Quantity Units Equipment CP h::.x hﬁan Motes
1 French Air Support 1 '51 FB 3 2 3 q
H Para. Inf. Pitn, 3 6-4-8 MMC. 8 2 3 irw
12 Legionnaire Inf. PHn, 3 4-5-8 MMC = 2 3 irw
i3 Col. Inf. Pitn. 3 4-5.7 MMC 4 2 4 Irw
14 T ai Rifle Pltn. 3 3-3-6 MMC 3 2 4 frw

.60 cal,
15 Para. MG Pltn 1,1,2 HMG/HMG(a)/MMG(- 6 1 i cr
a)

[£] Leg, FT Sect. 2 2-4-8 MMG, FT 3 1 1 ir
17 Battalion HQ 1,1,2,2 '0'2'8“};2;)3“8 HS, 6 1 1 s
At Lt Tank Plin. 2 M-24 8 i 3 rl
o1 Battalion Mortars - (f{llgg;!ngﬁé) 4 1 2 np
02 Medium Artillery - T7amm OBA (HE) 3 1 2 np
03 Heary Artillery . (’::;gg gfg} 8 1 1 np
Gt RCL Gun Sect 2 M18 87mm RCL Gun 3 1 1 acdr
G2 RCL Gun Sect. 2 M20 75mm RCL Gun 4 1 1 acdr
M1 Fortifications - 20 FP 1 4 24 a
M2 Sniper - SAN +1 1 2 12 -
M3 . Attack Option - - 1 1 5 -
P21 Patrol - - 1 1 5/4 b4
M2 Sniper - SAN +1 1 2 12 n
M3 Attack Option - - 1 f -1 -
P1 Patrof - - 2 1 B8 X

CONCLUSION: Attacking at dusk, the Vietminh simultansously concentrated on five French positions. Three of these vital positions
were known as Eliane 1, Eliane 4, and Eliane 2 (nicknamed Champs Elysees). After a violent preliminary artillery bombardment by
Vietminh recoilless rifle and machinegun fire from a nearby hill, as well as artillery fire from the distant hills leveled fortitications on
the Eliane strongpoints, elements of the 316 PAVN Division quickly scrambled up the two hills, seizing Eliane 1 and 2 from the stunned
defenders. French paratroopers counterattacked the Eliane 1 strongpoint the nexi day, and after bitter hand-to-hand fighting, retook
the strongpoint. Unfortunately, without receiving the nromised rsinforcemeants, they were forced to yield it and retreat. The following
day the French Paras and Legionnaires counterattacked ‘Champs Elysees’ using their M-24 tanks. Repeated assaults over the next
two days eventually forced the Vietminh to withdraw from Eliane 2 ({Champs Elysees) on April 4. French morale soared when the lost
strongpoint was retaken, By April 10 the French retook Eliane 1 and successfully repulsed a concerted Vietminh attack. These hills
wouid eventually fall to the Vietminh during Phase 3 of the battle in early May, and thus seal the garrison's fate. Butfor now the batile
for Eliane and Champs Elysees was over.
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VAR1I. THE VARIANT COURNTERS

INTRODUCGTION: CH uses a VARIANT counter presentation, debuted in GEN-
ESIS 48.

VART.1INFANTRY/SW: The presentation of infaniry/SW counters will be famil-
iar to past CH medule customers with a few updates.

VAR1.11 FIREPOWER/RANGE/MORALE: The front of the MMC counter pre-
sents three identical figures. Below them, Firepower, Range and Morale are
arrayed in that order in a large typs.

VAR 1.12 ASSAULT/SPRAY FIRE: The availability of Assault Fire + Spray Firs
is denoted by a SMG icon fo the right of the FP/Ranga/ML info. If there is a
SMG icon, that squad has both Assault and Spray Fire capability. A SMG icon
over a white circle indicates only Spray Fire is available,

YAR1.13 SPECIAL MORALE CAPABILITIES: 'Underfined’ morale on the front
of a MMC counter is indicated by an asterisk after the morale factor. On the
back, an asterisk indicated seif-rally for MMC/SMC.

VAR1.14 RANGE: On SW, maximum Range is indicated in a red box. If there is
a minimum Range, itis indicated in a Green box {EX: The 2° Israsli Homeamade
mortar has a minimum Range of 2" and & maximum Range of “10'). Green =
minimum ‘GO’ for Range; Red = 'STOP',

VAR1.15 RATE OF FIRE/FIREPOWER: ROF and FP are indicated on SW un-
der the image of that weapon in a large type in the order [ROF] - [RANGE]. The
sama presentation is used for ordnance SW, in this case indicating [ROF] -
{GUN SIZE]. fi should be nofed the same presentation is used for vehicle ma-
chine-guns that have ROF,

VAR1.16 CLASS: MMC Class is indicated in the upper right-hand comer of the
front of the counter in a small fype.

VARTA7 UNRELIABLE WEAPONRY: Any Unreliability (B#) number is found
an the front of the counter in red Jetters on in a white circle.

VAR1.18 PORTAGE: The Portage number is found on the front of the counter in
a Blue typs. :

VAR1.19 TYPE: The Type of weapon is indicated by standard abbreviations
stich as ATR for Anti-Tank Rifle, MTR for Mortar, etc.

VARZ.1 AFV/VEHICLES: The presentalion of Vehicles/AFV is new to the CH
VARIANT system.

VAR2.11 GUN CALIBER CLASS: Four classes of Gun Caliber are presented,
rated from A-D {best to worst). An ‘A rated gun is the equivalent of an *LL" gun;
a’B'toan 'L, and s on. The gun size in milimeters is found on the counter in
alarge typa. The Gun Caliber Class can be found to the right of the gun size, as
superscript,

VARZ.12 RATE OF FIRE: The Rate of Fire can be found to the right of the gun
size, as subscript.

VAR2.13 TURRET TYPE: Turret Types range from ‘fast’ o small, one-man iur-
reis. A thin black circle around the gun size denotes the most effective type, a
fast urret; & thin white circle a slow turret, with a thick white circle and dashed
thick white circle denoting restricted and one-man slow turrets.

VARZ.14 RELATIVE TARGET SIZE: On targets thal are rated ‘smaller’ or ‘larger
than ofhers, an aiming sight is found on the counter. If the aiming sight has a
small white center with a '~ sign in its left-bottom quadrant, the target is ‘small’;
a large white circle and two '-' signs (in the bottom two quadrants) is small x 2.
The same gees for {arge targets, substituting a red center in the aiming sight.
VAR2.15 MACHINE GUNS: Machine guns on a vehicle are denoled by the use
of a'T in the lower right of the counter. The 'top’ of the 'T' is any Coaxial
machine-guns; bottem left is any Bow machine-guns and botlom right is any
antiaircrafi machine guns. if any of these MG are a Main Armament, they wili be
printed in whife inside & Green circle. Any Rate of Fire for such MG is denoted
in the same fashicn as on a SW counter (i.e., [ROF] - [FP)).

VAR2.16 ARMOR FACTORS: Armar Factors ars presented on the top and bot-
tom of a horizontal line as follows: [FRONT AF}/ [SIDE-REAR AF], Any vehicle
that is un-amcred is indicated with ‘U4’ on the counter, Increased or decreased
armor protection for a particular facing is denoted by the use of an U icon for
increased armor and U for decreased.

VAR2.17 MOVEMENT PCOINTS: Movement points for a vehicle are found in-
side a large arrow on the front of the counter. A red X" inside the arrow indi-

\

c¢ates an unreliable MP vehicle,

YAR2.18 OPEN/CL.OSED TOP AFV: A gray movement armow = Close Topped; a
white movernent arrow = Open Topped.

VARZ.A9 PORTAGE AND TOWING: The ratings for these capabilities are found
on the front or back of the vehicle counter in a large Biue type, presentad in the
following manner: {Portage] - [Tow].

VAR2 20 NO HE/AP: Any gun lacking & particular ammunition type {or suffering
from a limit on that type) has 'HE' or ‘AP noted at about 12 o'clock over the qua
size.

VARZ2.21 INHERENT FIRE CAPABILITIES: Are noted sbove the gun size in a
large Red type, :
VARZ.22 UNRELIABILTY OF GUN: Denoted in the same manner as a SW. A
Blua number indicated Low Ammunition. A lower case %' after the number indi-
cates it is an elimination number instead.

YAR2.23 NATIONALITY OF MANUFACTURE: Asmali'a, ‘b, 'f or'r found seme-
where on the frent of the counter indicates the country of manufacture,

VAR3.1 GUNS: The presentation of GUNS is new to the CH VARIANT system.

VAR3.Z PREVIOUS RULES APPLY: The above-listed rules {VAR1.-3.1) apply to
GUNS with the fellowing additions.

VAR3.3 MANHANDLE: This factor is found on the back of the GUN in large
Green type.

Spraying Fire (white dot behind SMG icon
denotes no Assatult Fire)

Unit 1D# Unit Class
‘_‘_‘—-—-—-—‘—-—-
Firepower Range
Spraying and
Assault Fire
Smoke #
Morale Level
(asterisk signifies
underlined)
To Kill #
X Maximum Range
Portage # Maximum Range
ROF Maximum Range
B#
Gun Size HE oniy (same as
overscore}
Portage #
Maximum Range
ROF Firepower




Country of origin CT AFV {gray arrow)

Front AF with

Large Target {red dot Superior Turret

and *- in reticl
: in reticle CoAxial MG
Gun Size

Fast Turreted MA

OT AFV (white arrow)
Small Target (white dot Red MP {Slgnlﬁed by *)

and '+ in reticle

MA AAMG signified
by circle
(ROF: 1,4 FP)

MG Main Armament

Armor Factor

Inherent FP

MA CMG signified by

circle
(ROF: 1; 4 FP)
RST MA Bow MG
Gun Size
To Kill #
Un-armored Target
Portage # Towing #
Gun Type
HE only (same as
ovarscare)
Side/Rear AF with Infericr
Gun Rating (A= LL: B= L: C = none; D = * Turret/Upper Superstructure
NT MA B#
AC Type
AP only (same as
underscore)
ST MA ML.
ROF
MG factors {1 ROF; 4 FP)
Bomb Load
AMT MA




va0 oN 3o U L ]
VI 51 pasuslisdxaul 'sA 07 Ut aimde) o) WHG 00 @ ot & o c {9-c-1 Ww £ &CC J %%@ Iv.L
{/'0iv) sdooy paly se pajesl) J0u S18PEST YoUB ® pay , 2
paiEls espmiayio ssajun Z sieme 413 @
12.1 40} josya uj shempe (£'02y) Jeuienp o @ 97z © gy o
aulquiosay o AD_.D,mQ Jjou Ams_. L] £ 27 Vi GrEp 12} EE@
D4 UOHESCTINUW ON @ @@
WHO &+ goH Y2°5ev) Ayyeais ®
YSIQUIE JrysS00NS 10 HIMOVILY 0t (9°1D) 00 H-H © 1egt iy
SHHS Ja0 1od 58 (I ¥ :0xT) siduasuon paispisuon @ 4 P @ & B P a4 Z @&@
VA
He/a8 e LS5y (8) @z
Ysnguie nySS8a0nS J0 HINOVLIY 40f ($9'LD) 09 HH @ Yoeig § | o£Lre BE || o | 4o : hey HONZH
BSIMIBLIO PEJBIS SSBIUN § SABMIE HTTT §-8-E/9-5-0 ©
ajelot PUTISPUN BABY §-5-6/9-4-0 ® »
ayiig Buiag 0} UONPPE Ui §-5-E/84-9 10} GOH |- @ gz v
ayoL - -G-
86 W opis uaxolg gegEpe | o O A I 1T I Bk I [ '
DINN/ONH (E) yously esld pue sieunos ¢/a/ DINT YSiig esn @
(5] yousid sa4d +£p/2ise pajeel) @ PP 90
"HONTHS - § | £e€ o | &FF | O »ﬁ%
a B
. 7- g i 97 IE-€
mqm 3 L2-) e m% 4 z 9g-1 g G6-€ o i 5
a°g k4 | Wi B
9l Lee LET 8-6-t 12 168
15 4 um&% 4 %% ¢ g oG-l y@ s 8 £EE Z G
28 7° I E| H )
-0 g i gy Leel LB
.m.m,m % \.mw @ @%n ¢ mew g o 4 0f LrE I :
z ¥ (i E} i b et ¥
9-g-¢ sy g g-£-9 Bve 8p
_K 5 la @? 4 L4 m@% 9 A2 %@ gl & 3 a1,
vih et El 3 ERie ity (8) &2z
L+
GOUBUDIO JO) PBsN §#H | POH & mwmm_m g1 gug- NAvd
uip efiesn paysiels 1+ @ per 4 L=l . g &€ | BNS/O m mwmw
GE9'L PUB 'LEG'L ‘EG'L '$EHID Joj osaurdER S ARUBUI NAYY 1B 1884 © 3
(£2'52y) arg| uelind asn fep ®
£ JOBlUSY olpey ‘sesodind wgQ JOf UBISSNY S JEdi @ 12T FArAd
auguwosay Jo Aodeg jou Aoy @ 2 LeE 8 deey | DSk ; mg
UolBaI) JBPEaT S0} UONBIIDOW [ ® z FE
Sjduasuoy sSeiun (ZEHS 480) Hesieg SB goN Jepuesns j8ail @ s .
(£#HS 4a60) sopedio] asojebueg esn Aew (711} sieddes @ v L6 g 2l Zee | bws .\. &3
5-f UORESOT-RINW ON © L I 13
uBIssny g/t t-aid Ji SB (ZEHS JG(T 885) SIBSSIUWOD dinpsans ey © .
siduosuo) ssaiun (£°ggy) Ayiesis o g-cg 8-
YSquIe rjSS9000S 10 HINOWLLY i) (#9'1D) 00 HH @ 9 | st ﬁ\ #eob o869 | owss ?@m 4
ajqeden (g9e°/v) i ynessy aie spenbs DG 10LDSUOS-LOY Iy @ e R
SNOINYTIZOSIA SAQVINGHS | Wud | SSIOOV VEOD | jag | su Ade | avaos | ssv1o (Ada) tio

LY RN I




P #1

Y& PAVN Sets Up First

() FRENCH Moves First

Elements of 36th regiment, 308th PAVN Division set up on/west of hexrow oH:

A .,,,&—Y MIREIE | BAZss | BAZw ¢ g
8-0 FRi2 Phoes | e Ttz @ i

aFze | &&EF 2 ,
é;ﬁ }91} ; ‘%% %94 %8'1 %’_ P4 Bt | Rog7 e Gy | T W s %
838 | 448 228 RS wmg | G wea| 80% | @8 | ©nB ARV
5 1 3 2 3 2 2
?D%% Trentch
Wiowm | 25 e
2 12

Elements of 6th BPC enter along the east edge on turn one:

T & & W dmMTR
: = 9.2 81 80 L e |
) & 9 Ea @ |FR2 t@ ;1
o5-4-8* . : i P e |58 G | 8] Reomm | cout Redio
12 2 2 4 2
Tank Platoon Preand tanks Auerstaedt, 4%@ (3} mﬁ
Newmach and Ratishonne enfer on furn & £ gg;a;’? m‘r;ll tgfée C'J;hllﬁer (15‘3@ e i
Tt . X with Napalm: | 208 < s
three between Al-cll: @1?@[ % 200 ™8
[ELR: 5] 7 3
{SARN: 3}

HARDICAPPING PROVISIONS:
@ French OBA module has Norma! ammunition instead of Scarce.

% French DB may spend ONE Game Turn on board. SCENARIO RULES:
1. PTO is in effect (EXC: huts, rice paddies (treat as irrigated), kunai, and
. brush (not bamboo) are the only terrain in effect; treat all woods as brush).
BOARD LAYOUT: EC are wet. Weather is Clear and Gusty with a Mild Breeze from the east at
Lo : N start. The pond ir O1 is treated as a dry depression hex (i.e., Level -1). Place

overlay ¥2 on D9-D8. Kindling is NA.
2. Bore Sighting is NA.

3. The French receive one module of 105mm OBA (HE only) with Scarce
(Oniy hexows A-F ace playable) Ammunition. This module must begin as & Creeping Barrage (E12.7). Be-
cause of the radio counter it may later be converted to a non-barrage OBA.
4, The French may receive Air Support (E7) starting on turn three. They will
receive ONE French 1951 Helldiver DB armed with Napalm as per 17.41.
OBJECTIVES: The French win at Game End if both PAVN Oerlikon FF This aircraft is Recalled after two tums in play and is limited to making Point
AND the DSHK 38/46 AA guns are capfured or eliminated by any means.  Attacks (E7.402) only when making attacks using Napalm (G17.4). .

G

DIEN BIEN PHU, FRENCH INDOCHINA, 28 March 1954: By March 27th, General DeCastries faced
amajor problern: how to dea! with the Viet Minh AA-guns that were seriously hampering his efforts at air
resupply for the garrison. He decided that the next day he would send a large strike out to the west of the
garrison’s position, tasked to capture a nest of AA battenies near the villages of Bang Ong Pet, and Ban Ban.
The man he chose for the job was the most respected leader in the French garrison: Major Marcel Bigeard,
affectionately known by a nick-name earned during his days in the resistance: Bruno. Behind a powerful
barrage and ample air support the French attack came in. The 6th BPC {Colonial Parachute Battalion)
struck Bang Ong Pet while the 8th BPC struck Ban Ban. The 8th achieved its objectives quickly, but the 6th
was pinned down by stiff resistance. Three Chaffee tanks came up to reinforce the latter French assault and
Viet Minh resistance soon gave way. When it was over the French were astounded at their success. Not only
had they captured five 20mm AA-guns, twelve 12.7 AA MGs, and killed some 350 of the enemy, but they F
had done it agamst the elite 303th division, viewed by both armies to be the best unit the Viet Minh
possessed. .

® 2002 Critical Hit!, Inc.

Original Design: Carl Noguiera



() FRENCH Sets Up First

% PAVN Moves First

Elements of the 165th regiment/312 th Division PAVN enter along the east edge of Board D2 on/between PO and P10 on tumn one;

7 "}; ; . dm HMG 4m MG L r
%% E % ﬁﬁé 1 3%"%% “‘“5’?‘ Fon | & : 7-0 I P C| Ve
{ ui: PRE O OVEY | AT g AL I 7 It {K' oyt ARG
3-3-8 3 4-7 3-3-7 t-‘l 2-7 PR3 2 PR mel  3-60%
6 4 8 4 2 2 2 2 4
anz Enter along the east edge of Board D2 on/between PO and P10 on turn two:
158 Bangalore
TEHT 3 & — dm MAIG -
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Elements of the 1/2 REI{Ist Battalion,2nd Foreign legion
least one MMC each must set up in pillboxes);

infantry Regiment) set up IN a trench or piflbox (the HMG and at

B - =
had 102 | & e g AN b | MRS
HE 4 g ;p 5 p i {2) FP:g ] o
ed58 | Y : : e | PEY Mo T8 wa | 360%
8 2 2
Elements of the 8th BPC with [ dim MG 4 MHG
tanks Smolensk, Posen, and %%,%E & 9.2 2 04 : 0.1 w () O s @BI:(
Ettlingen - enter between Board DI e ! Y ) & ﬁ_;:; : -é?z e, ¥
010-R10 on/after tura four: : ¥ T [ LMa @a@!ﬂl_z'_
o 3 7 19 1
2

HANDICAPPING PROVISIONS:
(>} Reduce the PAVN OBA to normal ammunition.

‘ﬁAdd an 8-1 leader to the PAVN turn one force.
BOCARD LAYOUT:

N

&

{Only hexrows A-S are playable)

OBJECTIVES: The PAVN player wins immediately if he eliminates the
two pillboxes OR if he Centrols them at Game Erd.

SCENARIO RULES:

1. EC and Weather are Mud (D8.23, E3.6). PTO is not in effect and there is no
wind at start. Place Overlay AF1 on D1 03-P3. Rule B7.0 pertains to the
runway.

2. Prior to all set up, the PAVN player may place four shellhole counters in any
wire or trench hex. The shellthole counter eliminates the wire (and its AP mines
[see SK #3]) or the trench in the hex.

3. All French units are Fanatic. All PAVN 3-3-8 HS are Sappers (H1.2).

4. Night rules zre in effect with No Moon, scattered clouds and gusty wind
conditions at starf. Base NVR is 2. PAVN majority squad type is Stealthy; French
is normal. PAVN is the scenario ATTACKER; French the scenario DEFENDER.
Neither side may use use cloaking.

5. Beginning with the first PAVN Prep Fire Phase (and in the Prep Fire Phase of
every PLAYER TURN thereafter), place a Starshell in hexes D2 N3, N10, and
H1G, and rolt for scatter as per method three of E1.922. This occurs before any
other PFPh action and is NOT considered initial placement of a starshell for the
purposes of rule E1.91.

6. After his set up the French player may secretly record two hexes containing
wire his units may enter at a cost of 42 MF/+4 MP without having any minefield
attack or wire expenditure of MF (or Strayng or Bog). The unit is considered to
be moved beneath the wire counter when this extra MF/MP cost is spent. If the
extra movement cost is not spent, the mines are treated normally. No trail break
is placed for vehicular movement through these hexes.

7. The PAVN receives one 105mm OBA (HE only) with two pre-registered hexes
and Plentiful Ammunition directed by an offboard observer at Level 1 secrefly
recorded before all set up in a north edge hex. The only hexes an AR/FFE may be
placed in or corrected to are the pre-registered hexes. The pre-registered hexes
MUST be on/within the French wire network perimeter. For the purposes of
placing AR/FFE on the pre-regregistered hexes {only), treat OBA LOS as though
it were a DAY scenaric (i.¢., allow the PAVN to place an AR/FFE in a pre-
regregistered hex even if not illuminated; it also eliminates the need for an extra
chit draw regardless of the cause).

8. Place trench network counters as follows: Place trench networks in the fol-
lowing hexes (EXC: No trench is placed in a hex with shellholes): Place a trench
network in the following hexes (EXC: No trench is placed in a hex with
shellholes): D2A7-E9-17-11. Place 143+4 piliboxes in D2E2 {F1-F2) and D2E4
(E5-F4). Place wire network counters as follows: D2L0G-D2L7-D1E1-D2AS-
B2A6. Each wire network hex also contzins 4 factors of AP mines (EXC: In
hexes that also contain trenches). Trench/wire networks exist in printed shellholes.

Positions at “Huogette 6’, DIEN BIEN PHU, FRENCH INDOCHINA, 3 April

“Bison” of Cpt. Yves Hervouet’s tank company would make the difference in the success or failure of a counter-attack. The
night of April 3rd at H6 was no exception. A strong Viet Minh attack developed against the Fastern flank of Hé. Lt. Col.
Langlais decided to throw in his reserve. This amounted to a company of the 8th BPC led by Capt. Desmond and the tanks

Smolensk, Posen and Ettlingen now led by Sgt. Ney who had takern over from Sgt

Heavily outumbered, the French made their way up the bare runway znd slammed into the Southeastern flank of the Viet Minh. |
The Viet Minh caught in the open by the superior firepower of the French tanks, buckled and then gave way as the French armor |

continued to press the attack. Once the Viet Minh had retreated the three tanks
against counterattack before returning lo their revetments in the

Original Design: Carl Noguiera

“Center of Resistance”.

1934: Time after time at Dien Bien Phuy, the

Guntz when the latter was killed March 15th.

remained until well into the night to guard
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ir PAVN Sets Up First

(©) FRENCH Moves First

Elements of Regiment 57, 304th Infantry Division set up on/north of hexrow Zno more than cne MMC per hex and with < 6 sguads/
equivalents south of hexrow T:

- A Ce Y 5
g | ae e | e | s (oo | e | 800 | X [t [rmmm [one [
‘g vy ¥y by 223 Y 81 ¥ 80 w70 FPud BN 5227 “Z}\g@ T e
37 3-4-7 3-3-7 4-2-7 -2~ RO MG BORY Img| 360% L1 L E}2s:
6 6 3 2 2 2 4 2
RCL sz ]
A 5 C@ %&

Elements of 3/3 REL, 2/1 RTA and tanks Auerstaedt and Neumach set up on/south of hexrow AA:

88 | 888 | R, | Rp | Ry | ST T [ EE | B
%n% gn% ‘192 §31 ﬁﬂﬂ l}\ %

i i@ |2 . e L
£ 458 | 1457 Y MY mG | ME] e | 3600 Bﬁial%'
8 5 2 .2 4 2 ‘2 =

Enter on tum two along %%% %%é % 7.0 I

the south edge: i
¢ souh edse £458 | 1457

Ang:
2 2

Ro¥: 1 LMG

[ELR: 3]
{SAN: 3}

HANDICAPPING PROVISIONS:
@ Replace the PAVN 75mm RCL with a 57mm RCL

ﬁ Replace two 4-5-8 squads with two 4-5-7 to the French at-start OB.

BOARD LAYOUT:
. p
SCENARIDO RULES:
1. EC and Weather are MUD (D8.23, E3.6), with Heavy Rain (E3.51)and no
22 wind at start. PTO is not in effect.

OBJECTIVES: The French must Control = 4 trench networks at Game 2. Place trench networks in the following hexes: D316-K7-18-16; D3U3-W4-
End. To Control a trench network, the French must Control the majority of  U5-U3; D3AA6-CC7-AA8-AAS; D3IDDS-D3FF9-DDN0-DDS; D1Q1-Q3-
the trench hexes in that netwerk and no Good Order PAVN MMC maybe in . S2-Q1; D1W2-Y3-W4-W2; and D1BB7-DD8-BB9-BB7 (note EES does not
any hex of the network. receive a treach counter due to shellholes).

Positions at Strongpoint “Wienne’, DIEN EIEN PHU, FRENCH INDOCHINA, 2 May 1954: By early
May the end was near at Dien Bien Phu. The fighting, however, was no less intense. This was certainly true
of the battle for the mud-encrusted stretch of land called Strongpoint ‘“Wieme’. Early in the morning of May
2nd, the 57 Regiment of the 304th divisien attacked the French positions and gained a significant foothold
in the northeastern portion of the position. The French re-grouped and counter-attacked fiercely, with the
Legionnaires of the 3/3 REI, Algerians of the 2/1 RTA, and two tanks in support. The first two counter-
attacks were beaten back, but the third finally pierced the Communist incursion. The Algerians, tired and
demeoralized (sternming partly from a charge of cowardice by Colonel Lalande), nevertheless fought weil
alongside Lalande’s Legionnaires. The prize they had won, however, was deemed too costly to held. A
patrol was left on Wieme and the main force pulled back to positions on Isabelle’. A short time later the
patrol left behind followed, unable to remain on the post. The end result of the day’s bloody fighting was
a stalemate.
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BIP #4

ﬁ PAVN Sets Up First

{©) FRERCH Moves First

Elements of Viet Minh 308th Division set up in trench hexes on Board D1 in hexes numbered < 4:

g | P T |

By TEY % 0.1 ii] 81 -0 FP:E ggqy | P4 BN Ring:T ""!\9@

38 | 448 neky HMG | BEE MG B0 wa| 360%
5 10 3 2

[ELR: 4]
{SAN: 4}
Ad Hoc remnants of the H6 Garrison set up in frenchhexes on Board D2:
E BE 5 = %
26487 | 458 N i i : REY wma [ MED e
7 4 2 3
Exhausted elements of French Re- |~ £ W ¢
Hef Force set up IN trenches on Board i T % 9.1 § L 2 P
Hi D1 inhexes numbered = 8 (see SR#4 | a5.4.8¢ | 1 4.5.7 / 4 By e | BT e
[E1R: 4] for movement restrictions): 3 3
{SAR: 2}

HANDICAPPING PROVISIONS:
@ Reduce the French VP requirement {o > 19,

Yo Add one LMG to the PAVN OB.
BOARD LAYOUT:

=

applied normally. The PAVN player may not attempt to Raily units or re-
move Pin counters during French Player Turn one.

3. There is Mist in effect at start with a+1 LV hindrance DRM per hex. Atthe
beginning of each Game Turn, a dr < the turh number (EXC: Thereisa-1 drm
te this roll, i.e., on tumn two, a roll of < 3 is a result) results in the mist
gradually lifting for the remainder of the game. For that Game Turn it be-
comesa-+1 at 1-2 hex range; +2 at 3-4; etc. On the next Game Turn it becomes
+1at 1-3;+2 at 4-6; etc. On the NEXT Game Turn it lifts completely (i.e., no
Mist LV modifier at any range).

4. The French that begin on Board DI must remain UNDER trench counters
on Board D1 for the entire game (but may move between such counters,
including into a hex where a trench was ‘removed’ by sheltholes).

N

7

{Only hexrows A-S are playable)

A

OBJECTIVES: The French must amass = 12 VP by Game End to win. VP
are earned by exiting units along the south edge and for H6 Garrison units
{only) IN trenches on Board D1 in hexes numbered > 8. Prisoners do not
count for VP.

SCENARIO RULES:

1. EC are Mud, with no wind at start. PTO is not in effect. Place overlay AF1
on hexes D103-P3. The airfield is treated as in rule B7.0. Mud effects do not
apply to such hexes. Airfield hexes with trenches in them are treated as open

5. Place trensch networks in the following hexes (EXC: No trench is placed in
ahex with sheltholes): D2A7-E9-17-11; D1A2-B2-E1-14-N3; D1G2-11-K2-
M1-P2; and D1A10-E8-110. Note that the trenches in D1H1 and H2 are not

© connected.

6. All Board D2 at start French units are Fanatic {A10.8).

7. The French receive one module of 80mm Battalion Mortar OBA with
Scarce Ammunition (HE oniy) and an Offboard Observer recorded before all
set up at Level 0 along the south edge.

8. The French Hero must start set up with the French MMG and will not
relinquish Possession of it until he is eliminated. All H6 Garrision units
receive an additional +1 DRM to IFT attacks against them.

grourd] with trenches.
2. Toreflect the surprise of the PAVN units, following all set up, but prior to
French turn one Rally Phase, all PAVN MMUC must take a NMC with results

Positions at ‘Hugette 6, DIEN BIEN PHU, FRENCH INDOCHINA, 18 April 1954:"French attempts to
brezk through to the beleaguered strongpoint of ‘Huguette 5 on the night of April 17th hed fallen short. For
a week, nightly breakthroughs had been made to keep Captain Bizard and his polygot garrison supplied.
Now the Viet Minh ring around the strong-point had become teo tight to pass even patrols through and |
Bizard was told he was on his own. He faced &n unhappy choice. He could make an Alamo-like last stand, §
surrender, or attempt a breakout. This last seemed a very slim chance at best. Yet Bizard chose to break out. |
On Easter morning, April 18th, the mixed bag of Vietnamese and French paratroopers and Foreign Legion
naires lined up in their trenches, slung partially fifled sandbags over their chests to protect themselves from L
grenade fragments, and began their advance. The Viet Minh were deployed, expecting another breakthrough |
attempt from the south. The early morning fog that usually covered the valley was again present. Under £
cover of automatic weapoas fire from a wounded French sergeant, who died at his post, the men were able |
to dash across and sometimes over the Viet Minth in their trenches and make it to friendly lines, some 3-300 &
meters away. French morale was buoyed that 2 good percentage of the trapped survivors made it out. It did ¥
not remain high for long in the face of the reality that another strong-point had fallen.
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(0 FRENCH Sets Up First

Y PAYN Moves First

non-HIP, non-adjacent, on any Level 2 hill hex):

Elements of PAVN 316th Infantry Division set up concealed in hexes numbered < 6 on any Level 4 hill hex (EXC: Sangars setup

— 2 o ) c
$ﬁ %’%% (o %{94 %8-1 %’S‘G %H} f BN | Bt ? & ;?% Sanger
g- -7 3-4-7 2-2-8 { Rig: 10 Hok — B togrs
pofiz MMG | pryt  LMG| Tmom g
7 15 2 a 5
' 6
dr Units Receiverd
1 T-0+2x3-4-7+ LMG
PAVN reinforcements 2 5-3-7+3-4-T+ LMG
: 3 .1+ 2 x 3-4-7
received asper SR#3: 3x 347
5 2 x 5-3-7
6 8-1+3-4-7 + 5-3-7 + (dm) MMG

Elements of GAP 2, 4th Moroecan Div and 2nd BT setup concealed on any level 3 or lower hill hex numbered > 6 (EXC:
foxholes setup on any Level 1 or 2 hill hex, non-HIP, non-adjacent, and combining is NA):

[ELR: see SR #2] = |6
{SAN: 3} 5

18

v L E 12 5 E ﬁ" 2=
%%5 %%% %% % 9-2 %9-1 ﬁ 8.1 %8-0 FP:4 {2) |FP2 Fp:;.;@ . % ?
26-4-8" | 1457 | 336" | 5248 ¢ ; : : Rolis wmG | RS Lm B! pr B po| 7mone
6 6 6 4 2 2 5 2 2 10
Foxhole

HANDICAPPING PROVISIGNS:
() Add 1 x 6-4-8 and 1 x 4-5-7 squad to the French At Start OB.

ﬁ The PAVN player may set up one additional squad/equivalent (and any
SMC/8W stacked with if) using HIP.

@

OBJECTIVES: The side with the most CVP at game end, wins. In addi-
tion, the French are awarded 4 CVP for each Sangar they Control at game end.
The PAVN are awarded 3 CVP for each Foxhole they Control at game end.

BOARD LAYOUT:

(Only hexrows R-EE are playable)

SCENARIO RULES;

1. PTO is in effect. EC are Moderate, with no wind at start, All hill hexes
containing open ground, bamboo, or palm trees are treated as Dense Jungle
instead. All eligible French and PAVN units may set up concealed (ie., the OB-
provided °?* counters are dummies). Entrenching is NA.

2. All French 6-4-8/2-4-8 and all SMC have an ELR of 5. T*ai units have an ELR
of 2. All other French have an ELR of 4.

3. Starting on turn two, the PAVN player makes a dr at the start of his Rally
Phase. On a dr < the Game Turn number he wilf receive reinforcerments that tum.
These enter play on Level 3 or 4 hill hexes along the south edge. The reinforce-
ment leaders may not be exchanged for commissars. The PAVN player may not
be so-reinforced more than once in 2 game.

4. The Flamethrower and DC counters must eack begin the game Possessed by &
2-4-3 HS. FT/DC may not be Possessed or used by any other Freach unit {EXC:
a leader] until each originaily Possessing 2-4-8 HS is eliminated (i.e., not Bro-
ken).

5. During the APh, leaders {or units accompanied by leaders) expending < 6 MF

DIEN BIEN PHU, FRENCH INDOCHINA, 6 February 1954: By carly February, the French high
command at Dien Bien Phu realized the Viet Minh had succeeded in moving large quantities of artillery into
the area. The Viet Minh, by the 6th of February, had already brought the airfield at Dien Bien Phu under
damaging fire. Contrary to popular belief, the French realized the importance of the hills surrounding the
valley of Dien Bien Phu. When French airstrikes and counterbattery fire proved ineffective, an attempt was
made to use probes to secure these hills, and most importantly, neutralize the Viet Minh artiliery expertly
camouflaged on them. On February 6th, Lieutenant Colonel Fierre Charles Langlais was instructed by &
General Armand De Castries to clear Hill 781 (the highest prominence in the valley), of Viet Minh artiflery. P
Langlais took for the mission the paratroops of GAP 2 (2nd Airbome Battle Group), the 2nd BT (a T'ai
unit) and the st Battalion, 4th Moroccan infantry. He also brought along a Legionnaire flamethrower
detachment, and & small detachment of combat engineers with explosives. The Morcccans were placed in
the lead and the entire force circled around the rear of the hill to proceed up its reverse slope. Standard
artillery doctrine declared this is where they would find the guns. The French forces, however, found B
nathing on the reverse slope, and after a pause, were preparing o ascend to the hill sumnmit and sweep the front slopes. At 13

are not subject to being CX for Advance vs. Difficult Terrain (A4.72).

ours the Viet Ml

counterattacked down the hill and slammed into the oncoming attack force. In the heavy fighting that ensued, the Moroccans and French held, but the Tai,
more accustorned to hit-and-run guerriila warfare, had to be *corsei-laced’ between the French and Morocean soldiers to be kept in the battle line. Finally, at
1820, Langlais gave the order to withdraw. The Viet Minh had protected their artillery, which was dug into the forward slope so thoroughly, that while they
had limited traverse, they couid pummel pre-selected targets with virtual impunity. The sortie had cost the French 93 casualties, losses they could il afford.
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() FRENCH Sets Up First

‘ﬁ PAVN Moves First

t
t

Elements of Battalion 888, Regiment 176, 316th Division set up on whole hexes of Board 39 on/between hexrows I-U:

’ﬁf %%%1 %‘ 81 ;%”ao X5 m}g% 2
3

fa B | BT §
A7 28 ':130 MMG | Bs1z  LMG 3-80"% 7 mosale

7 3 2 12

Set up on whole

— " ' - ’
hexes of Board 2 i@’ & ﬁfi &g %’ 7-0 =5 M{?‘S’% 13 ?
3 & i : u b A a
AR 'g'7 sdi | ¥ 527 e | Lug|  F60% | o %adio 7 motale
hexrows Y-M: ROF:2 B:11 nt:
4 6 3 P 12

Ist Com}iany, 1 BPC set up in contiguous road hexes, between 16N4-16Y4, with at least one MMC per hex:

- = dm HMG dmMIE ,
%%%E 102 | To1 | B0 j_ O e
33 ! . t ’ FP:2 {a} ﬁi-

(a}
PE-4-8* | it L : g ﬁ\’%?* RBE1 LMG E'ﬁsomm era Radio
10 2 2

Reinforcing elements of S - - dm MMG dm HTR
1BPC enter on turn fwo along ﬁ% ﬁ 0.1 ﬁ 81 %7_0 i:; : : T .

. ; j P @
the south edge of Board 16: RET I § 2 (Bl g Ht o

[ELR: 5] 5 5

HANDICAPPING PROVISIONS:

@ The PAVN must earn 32 CVP to win,
SCENARIO RULES:

ﬁ, Replace the PAVN -1 Jeader with a 9-2. 1. PTO is in effect with Light Jungle. EC are Moderate with no wind at start,
BOARD LAYOUT: Palm trees and building hexes are treated as open ground. Walls and hedges do
not exist. The road from 16A5/A6-16GGS5/GG6 does exist as an unpaved

16 2 road.

2. The French receive one module of 105mm OBA (HE only) with Plentiful
N Ammunition. The PAVN receive one module of 81mm Battalion Mortar
OBA (HE only), with one pre-registered hex. The PAVN observer (and
radio) may set up utilizing HIP and automatically receives Radio Contact on
turn one. Remove one black chit from the battery access pile.
3. French units are allowed to Low Crawl (only) closer to known enemy units
without being eliminated for faiture to rout, or being forced fo surrender,
regardless of possible interdiction opportunities, so long as in so deing they
do not become/remain ADJACENT to any Known, unbroken, armed, enemy
OBJECTIVES: The PAVN must earn 2 28 CVP by Game End. units. All other rout rules remain in effect unchanged.

DIEN BIEN PHU, FRENCH INDOCHINA, 5 December 1953: The mission of the French forces at Dien |
Bien Phu was not strictly defensive.Indeed, the operational plans for the garrison called for half of its
strength to be engaged in offensive operations at all times. On December 5th,the first company ofthe 1 BPC
(First Colonial Parachute Battalion) was to do a simple security missior: up Route 41, Not expecting any
trouble so close to Dien Bien Phu, they moved zlong without any extracrdinary patrol precautions. At
0945, the peaceful march was rudely interrupted by the enemy. As the company passed between two hills B
it came under mortar and small arms fire. ‘The lead platoon was cut to pieces in the first moments of the |
battle. The remainder of {st Company pulled into a defensive hedgehog o attempt fo beat back the
onrushing Viet Minh. Artillery support and the timely arvival of reinforcements saved the remainder of the
company from annihilation. The Communist troops faded back into the jungle as quickly as they had come.
A search of the dead they left behind revealed they were from the 316th Division. The storm clouds were
beginning to gather for the garrison of Dien Bien Phu.

6E
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¢ PAVN Sets Up First

&) FRENCH Moves First

Elements of the 920th Battalion,148th Regiment PAVN set up on/south of hexrow F:

?%f %}%‘%ﬂ %R %% 91 %so f 'f = T}% i ?
A

FP:‘E B#: 11 FF:J:‘ BN Rl‘,'..7 &
47 | 228 ! 22 ma | DER wue | ag| 360% | <STY @ | Tmemb

8 3 6

[ELR: 3]
{SAN: 5}
1st Company, 6th BPC enter along the north edge on turn one:
ek & . & dm MMG 4mRTR
ﬁ% ge-z o4 | 8 éﬁ\ ® e | gm Y
06-4-8% X i . e s AT ii samm
12 3 2

[ELR: 5]
{SAN: 3}

HANDICAPPING PROVISIONS:
@ Add an 8-0 leader to the French OB.

Wt Replace the PAVN 91 leader with a 9-2.

BOARD LAYOUT:

(Cnly hexrows A-P are playable)

SCENARIO RULES:
1. PTO rules are not in effect. (EXC: all buildings are huts). EC are Moderate,
with a mild breeze from the northwest at start.
2. Place overlays as follows: 1 on 38 N8-N9; and OG1 on Cl. All woodsand
OBJECTIVES: The French must exit > 8 EVP (EXC: Prisoners do not  marsh are brush. All orchard and grain are open ground.
count for VP) along the south edge by Game BEnd to win. 3. Bore sighting is NA.

DIEN BIEN PHU, FRENCH INDOCHINA, 20 November 1953: During November 1953, the
French High Command in Indochina decided to seize the Dien Bien Phu vailey in an operation code
named Castor. On the 20th of November two battalions of French paratroopers, re-enforced a short
time later by a third battalion, descended on Dien Bien Phu. One, the sixth Colonial Parachute
Battalion, {French designation 6 BPC) landed near the village of Dien Bien Phu. After regrouping from
their drop they began to move on the village. The French were not alone in the valley, however. The |
148th Regiment of the People’s Army of Viemam were lying in wait. Operation Castor now began in
earnest. After meeting brisk fire while approaching the village, the paratroopers called for air support §
and then moved into the village. Their aim was to catch the HQ of the 148th Regiment before it could
puli out. The Viet Minh deployed a rear guard and bitter hut-to-hut fighting ensued. The French were §
able to gain firm control of the area by nightfall, but the resrguard had done its duty. The HQ of the
148th Regiment had escaped.
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% PAYHN Sets Up First

FRENCH Moves First

Elements of PAVN Regiment 57, 304th Division set up on/between hexrows 197 and 16EE:

??%( i’ﬁ;b %P‘ %}10‘2 %9'3 %8'0 '%(T'D FR:6 gy | PR BN "‘%‘\m@ -?KT’{"" %“.‘;.:.,. ATS
3.7 3-4-7 2.2-8 : ¥ B2 g | Bg 0 paeef 3-60% & @iz8 | =578 @
7 14 2 2 3 2 3 2 2
Trench 2
a
5B Ry | o Platoon Ney (tanks Smolensk, Posen and (%>
i 12 Ettlingen) enter along the north edge on tum &5
12 three: @B &F:
1933
Elements of 1st BEP enter along the north edge on tum one: 3
3 £ E L dm MG ﬂ,;;,r dn¥TR | Platoon Preaud (tanks Auerstaedi, Neumach and
| '92 | et | ®eo TN L sb ! £ T2 sub-
"é d Y ! A = ﬁ\ @ |2 i Ratisbonne) and efements of T°ai sub-groupment
B §-4-§* L % . = | 50 ] e | 8 Kome | Wieme enter on tumn five along the south edge:

10 2 4 5z e .
ﬂ%%ﬁ 5 -1 "¢®

Elements of 2/1 RTA enter along the south edge on turn four: %53 & | me 9 £
€336 | T mofs M|

3 dm HMG dm MTR @1® 2z
499 gsa %3-1 %‘37-0 éﬂ L 0 4 .
4 : G E

i
£ 4-5-8 22 |27 e | 8 Ramn

2 3
R: 2/5
[E;ARF-; 1 Platoon Caretfe (tanks Conti, Mualhouse, Bazeilles and
{ :3} Douaumont) enter on turn seven along the north edge:
HANDICAPPING PROVISIONS: SCEN AREO RULES:
€ Extend game lengih to 10.5 turns 1. EC are moist with no wind at start. PTO is in effect (EXC: treat all woods
‘% Extend set up area to include hexrows DD end CC on Board 16. and brush as brusk). Hedges do notexist, The buildingsin 19C3, 1918, 19K7

and 16T9Y, do exist: treat them as wooden construction. The stream is deep

with a ford at 0G2. The road from 19110-16R4 is in existence as an unpaved
BOARD LAYQUT: road, There is Mist in effect at start with a+1 LV hindrance DRM per hex. At
the beginning of each Game Turn, a dr < the turn nizrnber reselts in the Mist
graduaily lifting for the remainder of the game. For that Game Turn it be-
comes a+1 at 1-2 hex range; +2 at 3-4; etc. On the next Game Turmn it becomes
+1at1-3;+2 at 4-6; etc. On the NEXT Game Turn it lifts completely (i.e., no
Mist LV modifier at any range). Boresighting is NA. All Rice Paddies are
irrigated.
2. Place overlays as follows: V2 on 19V9-V8; and St1 on 19G6-G5.
OBJECTIVES: The French win if there are no Good Order PAVN unitsin 3. All PAVN units are considered Fanatic. They may rout toward Known
the PAVN set up area at Game End. The PAVN wins immediately if > 4 enemy units, so long as they do not end their rout phase ADJACENT o
French tanks are wrecked (i.e., permanently eliminated). Known, unbroken, armed, enemy units. All other rout rules apply normally.

BAN KHO LAI, FRENCH INDOCHINA, 22 March 1954: Of all the strong-points the French set up at Dien
Bien Phu, the position known as ‘Isabelle’ was the most isolated. Six kilometers south of the nearest friendly
strong-point, the French had fight to keep the road open daily. One such day was the 22nd of March. The news
up to that peint for the French had been all bad. Strong-points Gabrielle and Beatrice had fallen and the
garrison’s artillery commander, Colenel Charles Piroth, had committed suicide. On this day, the 1st BEP (ist
Foreign Legion Parachute Battalion) was sent south to open the road to Isabelle. The legionnaires advanced
through the early moming mist that regulariy obscured the valley, meeting no opposition along the way. When
they reached Ban Kho Lai, things suddenly changed. The Viet Minh had dug approach frenches all through the
valley, including in the south, near Isabelle. The BEP was stopped cold. Tank support was called in to hit the
mein center of resistance. From Isabells itself came more armor and men of the 2/1 RTA (2nd Battalion, ist
Algerian Rifle Regiment). Finaily, the last of the armor from Dien Bien Phu had to be committed. The Vie: Minh
were regulars from Regiment 37, 304¢h division, and they were not to be driven off. The enenty would have to §
be killed in place and all but nine men of the two PAVN companies committed, were. The French succeeded in |
winning their first victory since the fighting had begun in the valley. They paid dearly for the victory, suffering =k ik SH et =
151 KIA, 72 WIA, and } MIA. The sericusness of these losses was exacerbated by the meager flow of reinforcements trickling in to French positions at Dien

Bien Phu.
Original Design: Carl Noguiera © 2002 Critical Hit!, Inc.
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(Only hexrows R-GG on Boad 14 are playable)
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{& FRENCH Sets Up First

‘ﬁ PAVN Moves First

Elements of the 308th Division enter anywhere along the north and/or west edge on turm one:

LBk £ & E am NG am WG = Bangatere RCL o=
ﬁ ﬁ%{ ﬁ% 2 »%( 8-2 %’ 9-1 %-é»"?"; 80 %’ 7.0 I l g | =5 | e
-8

% 4-4-8 3-3;3 i‘fz-a h I LAY s 041 575
PP:g FP:2 pry1 MG 57T B
8 16 5 2 2 2 2 6 5 2
BAZ == S%Afz o 4R % Place Wire networks in the following hexes: D10Q6-DIH9-D258-D10¢6;
T T “:l" k2] D284-D2BB8-D3BBY-D355-D254; D3HE-D2G2-D305-D3HS
L E315] 12E w1 e Trench networks are placed in the fellowing hexes: DIK10-D2EJ10;
D2Vi0-D2VT-D2Z5-D329-D3U7-D2U4-D2Y6; D3N9-D3IN7-D3Q9-D3U7T
2 3 4 1+3+4 Pillboxes are placed in the following hexes: D2V10 (L9-M10);
.})2U3 {T2-T3), D225 (£6-AAL); D3NS (M8-M9); D3UE (T7-T8); and D3ZI0
AATOD-AALD)

Ad Hoc Remnants of the H7 Garrison set up IN any trench or pillbox:

Eef | 252 S & 5 B P
e e % o ‘?‘ge-o Ak AN o
& g

i e @ Fratn Rng: 7
e458 | o648 | c33 - - - et yMG | notz MMG| ROk LMG
3 3 2 2 2 2

(ELR 1)

Relief force consisting of elements of 1st Coy,

5th BPVN, 4th Coy, 1/2 REI and tanks Conti, %;%% ,@%@f %10_3 %3-1 %3_0 oy @?3%
3 | s 5

FR:2

Mulhouse and Donaumont enter on tumn five | | 458 | nbd.g" Y & Rl G 3 0
[ELR: 4/1] along the east edge on/between D3Q1-D3GGT: a 6 3 oy
{8AN: 4} : k!
HANDICAPPING PROVISIONS: Cloaked with a total of 10 cleaking counters allowed them.

Add 2 x LMG to the French H7 Garrison OB. 2. Before the French player sets up any of his units, the PAVN player makes a dr
for each wire hex. On a 1-3, place a shellhole and remove the wire from play. If
% Add a 9-0 Comemissar to the PAVN OB. NOT removed, the wire is treated as also having a 4 FP AP minefield. Note that
aunit IN a trench may move through such a hex with no effect from the wire OR

the mines.
3. At the start of the first Prep Fire Phase and every Prep Fire Phase thereafter,
N both player turns, place a starshell in each of the following hexes and roll for full

% scatter, (i.e., 1 die direction, 1 full extent of error up to 6 hexes), D1Q3, D203

BOARD LAYOUT: g

£d

and D303, {This represents the French planes that dropped flares all night long).
This does not count as initial use of starshells as per E 1.91.
4. All French/Allied units are Fanatic. PAVN 3-3-8 HS are Sappers (H1.2) and
- Fanatic {A10.8).
= 5. After his set up, the French player may secretly designate two hexes with wire
OBJECTIVES: The PAVN player wins if he Controls/eliminates > 4 pill- that friendly unils may move th_mugh by paying an additional 2 M¥/4 MP with
boxes at Game End. no effect_s frorp the mines or wire.

6. The Viet Minh receives one medule of 105mm OBA and one of 75mm OBA
SCENARID RULES: each directed by an Offboard Observer at Level 1 along the north edge. Each
1. Night rules are in effect with a Base NVR of 3 and No Cloud Cover, No Moon  module is HE only, receives two pre-registered hexes and Plentiful Ammunition.
and weather is gusty {E3.4) with no wind at start. EC are wet. PTO is not in  An extra chit draw is never made for any purpose. The only hexes the OBA can
effect. PAVN is the scenario ATTACKER (EXC: PAVN may not use Cloaking).  place an AR/FFE in are the pre-registered hexes. For the purposes of LOS to the
The Freach are the scenaric DEFENDER. French re-enforcements may enter  pre-registered hexes it is considered a daytime scenario.

DIEN BIEN PHU, FRENCH INDOCHINA, 2 April 1954: The northwestern-most sirong-point of the network of
strong-points that comprised the position known to the French garrison as Huguette, was H7. It had a star-shaped
layout and was the strongpeint closest to the now abandoned Anne Marie position. The decision to abandon Anne
Marie had come in the wake of the fall of strongpoint Gabrielle. Now with these two positions gone H7 was
subjected to increased enemy pressure. At 0400 hours on the 2nd of April, elements of the elite 308th Division
launched a determined attack against the bedraggled defenders of H7. The barbed wire entanglements and minefields
had been badly shredded by previous Viet Minh assaults and had many gaps. The Viet Minh easily breached the
position and soon had the badly cutnumbered French, Thai and Vietnamese defenders pushed into a corner of the
position in the southeastern portion of the post. Just when all seemed lost, a relief force under Captain Bizard
consisting of 100 Vietnamese paratroops znd Legionnaires and supported by the twe surviving tanks of Platoon
Caretfe, now under command of Sergeant Boussrez, and the squadron command tank, Conti, arrived and managed to
push the Viet Minh out of the position completely. It was all in vain however, as Langlais was forced to make the
agonizing decision to abandon the decimated post to the enemy. All that was left of the original garrison was 14 men,

© 20072 Critical Hit!, Inc.
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Yr PAVN Sets Up First

FRENCH Moves First

%

Enter on turn one along the
west edge:

Ll

Ve

D
r @;@

{SAN: 3}

Elements of the 316th Infantry Division set up on/east of any hill hex numbered < 15::
G A 3.0 - : i =
kil ﬁ o % 1o | §or "f%( o1 | Foo | i w5
48 | 34T | owr | 229 * Y Eer e B BN e
2 7 3 4
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T 18
6
[ELR: 3] 3 3 2
{SAN: 4}
Elements of 5th BPVN set up on/west on any hill hex numbered > 16:
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HANDICAPPING PROVISIONS:
{2} Replace the PAVN Commissar with a 7-0 leader.

ﬁ Remove one French 6-4-8 squad and replace the 8-1 leader with an 8-0.

BOARD LAYOUT:

SCENARIO RULES:

CE}

(Only hexrows on/north of hexrow T are playable)

OBJECTIVES: The French win immediately if there are no Good Order

1. Al DBP Rules are in effect. EC and Weather are Mud (D8.23, E3.6) with
no wind in effect at start. PTO with Light Jungle is in effect. All Bamboo is
Brush.

2. Fortification/Shellholes are freated as Concealment Terrain for placement
purposes (A12.12}.

3. After set up, but prior to play, each player must alternately place three
shellhole counters. Unless ‘accurate’ on a dr of 1, each counter receives a
random direction dr and the counter is moved one hex in that direction. Any
fortification in the final placement hex is removed. If the final placement hex
is either woods, brush, or rubble, place a Flame counter instead of a shellhole
counter. No unit may be directly harmed by placement of a shellhele in its

PAVNMMC on Level 2 and higher hil hexes of Eliane 1 and 4, hex.

Positions at “Eliane 1°, DIEN BIEN PHU, FRENCH INDOCHINA, 31 March 1954: The morning
following the opening of the battle for the ‘Five Hills’ was one of desperation for both sides. The
weather temporarily cleared up, allowing both air support and re-supply, but no airborne reinforce-
ments. While both E4 and E2 (Champs Elysees) were both secure, the occupation of E1 could not be
allowed. It had fallen with barely a fight when its Moroccan garrison deserted. From previous experi-
ence, the French knew that they could not allow the enemy to entrench himself on that hill. The 5¢h
Vietnamese Parachute batzalion was sclected to retake the fost strongpeint. They were especially
determined to make up for a failure at the Gabrielle strongpoiat, nearly two weeks earlier. Bymnow, El

was devastated by bombardments. There were no shelters, no dugouts, no barbed wire—just the [

pockmarks of shells, shattered corpses, and the stench of rotting human flesh. With great élan, the 5th
BPVN charged from E4 over to E1. They completely routed the enemy from the heights, suffering

greatly as Viet Minh counter-battery fire slammed into them on the newly reconquered hill. There they endured and awaited relief which never came. When
the cnemy pressure forced the French to abandon the nearby strengpoint of Dominigue 2, Elizne 1 was then outflanked and exposed, Just before dusk, E1 was

again abandoned.

Original Design: Dave Lamb
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{©) FRENCH Sets Up First

Yr PAVN Moves First

Elements of the 316th Infaniry Division setup concealed on/east of any hex numbered < 12:

FaE 2 SRS 2 “Tad . f f
%ﬁ %i’%z %%%’ %ﬁ f? ' &% % &0 %9‘2 %8'1 ‘%8'0 %70 FBiE gy |FR4 BN
648 | 448 | 347 | 347 A7 | 228 ¢ B% ¥ hwg | BREF MG
3 4 4 3 4 3 2
RCL oe RCL sz MIREIR BAZ s L] angatora
5;.':-‘_\_ il xo | e | BAZ % Bangalor 2 Trench
B, 50 | %o | s | aie | San |E T2 o1 e | S
Ben Mg | I 360% | @B | @A | DC - 7 mosala %
5 2 2 2 3 6
{SAHN: 3} 18
Elements of 1 BEP, 1/2 REI and 1/4 RTM sctup concealed on/west of any hex numbered = 13:
T 5! Y £ 3 W E'E
# and %%% B o 9-2 ? 8.1 - 7-0 :; :ﬂ T | e ?
4 S Vigi s E 4 ‘\ | d FRS () EPd (@) P2 ! 2
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Elements of 1 BEP and Platoon Guarz enter on Platoon Carefte
Trench @ turn one along the west edge: enter on-turm two
% (iR T aF ﬂ%- 183> along the west
: T @ : ‘% %94 iz i S edge:
[ S 12 2 B §-4-8" E?) 7} LMG [Rrgtt  DC @B (a):;’
[ELR: 4/2] 3 1044
{SAN: 3} 3
2. Night Rules are in effect. Base NVR is 2 with Overcast and No Moon. The
HANDICAPPING PROVISIONS: Majority Squad Types for the PAVN is Stealthy, and Normal for the French.
) Add a 9-1 Armor Leader to Plaloon Guntz. Cloaking/Freedom of Movement/Initial Starshell usage rules are NA. Neither
ﬁ Replace one PAVN 57mm RCL with a 75mm RCL. side is the Scenarioc DEFENDER, and no fortification or unit may be set up
HIP.
BOARD LAYDUT: 3. The French have a west edge, Level 4 Offboard Observer, and receive one
module of 105mm OBA (HE only). The PAVN receives one module of 120mm
N OBA (HE only) with one pre-registered hex and a with a Level 7 Offboard
Observer. PAVN OBA may ot be used unti! an enemy tank enters the play-
ing area. French ELR is 2 for T’ai (3-3-6 MMC), and 4 for all other units.
(Only hexes numbered 2 8 and £ 25 between 4, Any time a French tank moves (or remains in Motion during the PAVN
hextows U-MM are playable} player turn}, the PAVN player may place an IR on top of that vehicle. This
special IR may only be placed once per turn, receives full Extent of Error, and

is treated normally thereafter (see DBP Standard Special Rule #19).

5, After set up, but prior to play, each player alternately places six shellhole
counters. Unless ‘accurate’ on a dr of 1, each shellhole counter receives a
random direction dr and the counter is moved one hex in that direction. Any
SCENARID RULES: fortification in the fina! placement hex is removed [EXC: Pillboxes are im-
1. AlIDBP Rules are in effect. EC and Weather are Mud (8.23, E3.6), with  mune]. If the final placement hex is either woods, brush, or rubble, place a
Rain (E3.51) and Gasty (E3.4) and a Mild Breeze from the east at start. PTO  Flame counter instead of a shellhole counter. No unit may be directly harmed
with Light Jungle is in effect. All Bamboo is Brush. by placement of a sheithole in its hex.

DIEN BIEN PHU, FRENCH INDOCHINA, 31 March 1954: As dusk fell on the second day of fighting for
Eliane, two fresh regiments of the 316th PAVN division were hurled once more upon Champs Elysees. Dark-
green hordes of Communist infantry arase from behind Old Baldy, and from the approach trenches in front of
Champs Elysees, poured over the now largely destroyed barbed wire entanglements at the southern tip of E2,
and began to mount the slopes. A mixture of Moroccans, paraatroopers, Legionnaires, and T ai stood ready.
They fought desperately all evening until the PAVN appeared likely to overwhelm them. Then, just before §
midnight, the combatants on Champs Elysees heard the steady rumble of engines. General Langlais had |
released the Bison (or Oxen as the Vietnamese called them) to lead the countersttack up Champs Elysees. The |
Viet Minh had fought these tanks many times before, and were prepared to combat them now. An ambush by
bazooka, recoilless rifles, and arfillery was unleashed upon them. Three of the tanks were hit multiple fimes by
anti-tark fire but continued on. The tank Bazeilles was struck in its vitals and exploded, near the Governor’s
House—where it would becorme & permanent fixture and strongpoint for the remainder of the battle. Neverthe-

less, the tanks stopped the enemy and partiaily drove him from the heights. The Governor’s House and the summit would, for now, remain in French hands.

Criginal Design: Dave Lamb © 2002 Critical Hitl, Inc.

ORBRJECTIVES: The PAVN must Control both the Governor’s House (hex
CC14) and > 14 Level 3 or higher hill hexes at Game End. The French lose
immediately if 2 3 AFV are eliminated or permanently immobilized.




Yr PAVN Sets Up First

{9 FRENCH Moves First

Elements of Regiment 98, 316th Infantry Division set up on/east of any hex numbered < 18, and with € 6 squads west of hexes
numbered 12 [EXC: no unit may set up on/adjacent to CC14}, and no more than one MMC per hex

: Sl : . . ﬁ ) fﬁ . &T ACL se
%ﬁ/ %’%{% %’%% HETE f é‘:";% 781 2 8-1 : ;.8'0 P2 A s
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WTREIE BAZ1ss BAZ Trench
i _zg\m Tt Tz R
| =T e |, . Reinforcements enter on turn
" 360% | @eH | @uE | ¥ two along the east edge:
[ELR: 3] 5
{SAN: 3} 14 3

Remunants of the 1/4 RTM set up on/adjacent to the Governor’s  Elements of 1 BEP, 1/2 REI, 1/4 RTM set up on/west of any hex
House (hex CC14): numbered = 20:
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Flements of 1 BEP and Platoon Ney enter on turn three along the west edge:
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SCENARIC RULES:
1. AIl DBP Rules are in effect. EC and Weather are Mud (D8.23, E3.6), with
HANDICAPPING PROVISIONS: Rain (E3.51) and it is Gusty (E3.4) with 2 Mild Breeze from the east at start.
Replace the PAVN 75mm RCL with 2 57mm RCL. PTO with Light Jungle is in effect. All Bamboo is Brush. Building CC14 does
have an intact (RB-style) Cellar (36) and all rules apply [EXC: despite the
ﬁ Replace two French 4-5-7 squads with twe 4-4-7s in the At Start OB ground level being rubbled any Trenches still “connect” to this Cellar Loca-
in the Governor’s House. tion].
2. Night Rules are in effect. The Base NVR is 2 with Overcast and No Moon.
The Majority Squad Types for the PAVN is Stealthy, and Normal for the
French. Cloaking/Freedom of Movement/Initial Starshell usage rules are NA.
N % Neither side is the Scenario DEFENDER, and no fortification or unit may be
I

BOARD LAYQUT:

setup using HIP. Both sides begin play with all units being Concealed.
3. French have a west edge, Level 4 Offboard Observer, and receive one
(Onty hexes numbered > 8 and < 25 between module of 105mm OBA {HE only), which has a maximum of 2 fire missions.
hexrows U-MM are playabie} 4, After set up, but prior to play, each player must alternately place six
shellhole counters. Unless ‘accurate’ on a dr of 1, each counter receives a
random direction dr and the counter is moved one hex in that direction. Any
fortification in the final placement hex is removed. If the final placement hex
OBJECTIVES: The French win immediately if they Control the Governor’s s either woods, brush, or rubble, place 2 Flame counter instead of a shellhole
House (hex CC14) AND have at least a 2:1 ratio of Goed Order squads-  counter. No unit may be directly harmed by placement of 2 shellhole in its
equivaients more than the PAVN does on hill hexes. hex.

Positions at ‘Champs Elysees’, DIEN BIEN PHU, FRENCH INDOCHINA, 30 March 1954; Phase IT of
the battle for the Five Hiils had begun. Nearly an entire division had been flung at the Eliane 2 hilltop—known
as Champs Elysees. Bombarded for hours by artillery, recoilless rifies, and machinegun fire buried in the sides
of the nearby ‘Phony Mountain’, Champs Elysees was converted into a wasteland. It’s frenches, bunkers, and
wire defenses were obliterated, and only a carporal and six Foreign Legion Paratraopers were alive on the §
southern slopes of E2. A wave of Vietnamese swept up from the no-man’s land between Champs Elysces and
Old Baldy, sweeping all before them. Only 2 handful of Moroccans held onio the battalion HQ in theruins o
the French Governor’s house. The French commander, Colone! Langlais, ordered an immediate counterattac
on Champs Elysees. Failure would result in defeat for the entire garrison. Attacking toward the summit just & ;
before midnight, a mixed force of Meroccans, Frenchmen, and Foreign Legion Paratroopers, supported by | : 25

artillery, threw back the enemy and drove them downslope along the Champs Elysees. As the counterattack progressed two tanks from Platoon Mey and
another Foreign Legion paratroop company reinforced them. By the time moming dawned, the exhausted French defenders of Eliane would witness a terrible
sight—a carpet of dead bodies covered the slopes and no-man’s land between Champs Elysees and Old Baldy.

Qriginal Design: Dave Lamb © 2002 Critical Hit!, Inc.




() FRENCH Seis Up First

% PAYN Moves First

Flements of 308th and 316th Infantry Divisions set up on/east of any hex numbered < 15 on/north of hexrow O:
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Remnants of the 5th BPVN set up concealed on Eliane 4 hill hexes on/west of hexes numbered >16:
o~ B £ & as]
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Remnants of 2nd and 3rd Companies, 1 BEP set up on Eliane 2 hill hexes on/west of hexes numbered = 10 (EXC: No unit/fortjfication
may set up in/adjacent to the Crater hex - (see SR #5):
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HANDICAPPING PROVISIONS: 2. Night Rules are in effect. The Base NVR is 3 with Partial Moon and Scattered
Add a Hero to both parts of the French OB. Clouds. The Majority Squad Types for the PAVN is Stealthy, and Normal for the
. French. Cloaking/Freedom of Movement/Initial Starshell usage rules are NA. No
ﬁ Replace the PAVN 9-1 leader with 2 9-2. fortification may be setup using HiP. Both sides begin play with all units being
BOARD LAYOUT: CE Concealed. There is no scenario DEFENDER (E1.2).
3. Place an Immobilized M-24 tank (“Bazeilies”) in hex CC13 (VCA: CCi2-
N DDi2). This AFY’s MA and BMG are Disabled. This AFV is not subject to Recall,
Immobilization TC, nor may it be voluntarily abandened by its crew.
4. After set up, but prior to play, each player alternately places ten shellhole

GBJECTIVES: The PAVN must Control either of the French Efiane  ¢ounters. Unless accurate on a dr of 1, each counter receives a random direction
Strongpoints. Control of the Eliane 2 strongpoint is defined as Controlling all  dr and the counter is moved one hex in that direction. Any fortification in the
rubble locatiens on that hill. Control of Eliane 4 is defined by Controlling both  fipal placement hex is removed [EXC: Piliboxes are immune]. If the final place-
Level 4 hexes (ie, J18 and J19) on that hill. ment hex is either woeds, brush, or rubble, place a Flame counter instead of a
SCENARID RULES: shellhole counter. No unit may be directly harmed by placement of a sheilhole.
1. All DBP Rules are in effect. EC and Weather are Mud (D8.23, E3.6), with Rain 5. Place a Crater counter in hex EE12. Treat & Crater hex as a one hex gully
(E3.51) and it is Gusty {E3.4), and a Mild Breeze from the west at start. PTO  (EXC: Minimum move to enterfexit the hex) for all purposes. Place shellhole
with Light Jungle is in effect. All Bamboo is Brush. Building CC14 does have an  counters in all adjacent hexes to the Crater counter.

intact (RB-style) Cellar (06) and all rules apply {EXC: despite the ground level 6. All French infantry units on Hill E2 take an NMC prior to the start of turn
being rubbled any Trenches still “connect” to this Cellar Location]. one. All French units suffer from Ammunition Shortage (A19.131).

Dien Bien Phu, French Indochina, ¢ May 1954: Two fresh and revitalized Viet Minh divisions assaulted the ‘Eliane’ strongpoints in the third and final phase
of the battle. Control of these hills was vital to dominating the entire valley. The elite 308th Division, known as the fron Division launched its first wave of 1,000
warriors as the sun set. Just as they arose from the approach trenches in front of Elane, the French artillery suddenly struek with a terrible fury against the now-
exposed enemy. The Viet Minh were stopped cold, leaving over 200 bodies in the churned up no-man’s land. The Viet Minh artillery and rocket launchers retaliated
with an even greater vengeance—obliterating French fortifications and causing irreparable damage to the remaining French artillery. From the slopes of Eliane 1
and the approach trenches at the base of Champs Elysees, the Viet Minh swept into the French positions. On Eliane 4, two weak companies from the 5th Viemamese
Parachute Battalion were barely able to contain and repel their Viet Minh brothers. For Champs Elysees things were much worse. At 2300 sharp, a bunker and its
surrounding wenches were destroyed when a massive mine exploded underneath the hill. An already weakened company either disappeared in the blast, or was too
stunned 1o react to the wave of enemies overrunning them. Ironically, the only thing to stop the Viet Minh was the rain-slicked crater that was agonizingly difficult
to traverse, Finally, a counterattack by Champs Elysees defenders forced the enemy to rout back into the crater. A handful of wounded and stunned Paras took
advantage of this and fired into the mass of humanity stuck inside. Living up to their reputation of being as ‘tough as iron’, the Viet Minh rallied and surged forward
yet again. Running low on both ammunition and men, the French commander on Champs Elysees fought back bitterly while awaiting reinforcements that never
came. The survivors of Champs Elysees were eventually overwhelmed by the slowly advancing Viet Minh infantry. Several survivors being led away as prisoners
heard the stow cough of a .30 cal. machine gun coming from the hulk of the tank “Bazeilles”. They were firing the last cartridaes of Champs Elysees.
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{3 FRENCH Sets Up First

g PAVA Moves First

Elements of 308th and 316th Infantry Division set up on/east of any hex numbered < 15:
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Remnants of 1st BEP, 5th BPVN set up on/west on any hili hex numbered = 16:
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SCENARIO RULES:

HANDICAPPING PROVISIONS: 1. All DBP Rules are in effect. EC and Weather are Mud (D8.23, E3.6), with
Reduce scenario length to five tums. no wind at start. PTO with Light Jungle is in effect. Al Bamboo is Brush.

2. After set up, but prior to play, sach player must alternately place six
shellhole counters. Unless ‘accurate’ on a dr of i, each counter receives 2
random direction dr and the counter is moved one hex in that direction. Any
fortification in the final placement hex is removed [EXC: Piilboxes are im-
BOARD LAYOUT: mune]. If the final placement hex is either woeds, brush, or rubble, place a
: = Flame counter instead of a shelthole counter. No unit is affected by placement
of a shellhole. All French units suffer from Ammunition Shortage (A19.131).
% 3. The French receives one ‘51 DB with Napalm on turn three which may only

N

Hr Replace the PAVN 9-2 leader with a 10-3,

conduct Point Atfacks (E7.402). It is immediately Recalled after that turn.
4. A Walking Wounded (WW) MMC has a 3 MF allotment which cannot be
increased for any reason, its IPC isreduced to 2, and it receives a+1 DRM for
all CC attacks it makes while all CC attacks made against it receive a -1 DRM.
{Only hexrows on/morth of hexsow T are playable) Under no circumstances may a WW MMC become un-wounded. Any HS

created from a WW squad is marked with a Walking Wounded MMC counter

and suffers all the penalties associated with that status. Any SMC created by

a WW MMC is not initially Wounded. Two WW HS may Recombine into'a
OBJECTIVES: The PAVN must Control both Level 4 hexes (e, Ji§and WW squad as per A1.32. If anon-Wounded HS and a WW HS Recombine, the
119} and = 7 Level 3 hill hexes on ‘Eliane 4’ at Game End to win. resulting squad is considered WW and is marked as such.

Positions at ‘Eliane 4°, DIEN BIEN PHU, FRENCH INDOCHINA, 7 May 1954: As
another dreary and rain-scaked mensoon day dawned over Dien Bien Phu, what was left of
the French position on E4 was indescribable. All of the surviving heroes of the French
paratroops were gathered in the shattered bunkers on the sheli-scarred hill. They had bareiy
withstood the last Viet Minh attack earlier that momming at 0530. But now, like their fallen
brothers on Champs Elysees, they too were running low on ammunition. Worse yet, they
could see a fresh enemy battalion, now dressed in recently captured, brand-new French
camouflage paratroop uniforms and U.S. Army-issue steel helmets, forming up. Just before
0900, the northeastern flank of E4 was overwhelmed by hordes of Viet Minh soldiers. The
surviving defenders fell back into the communication trenches around the strongpeint’s
command pest at the hill’s summit. Unfortunately, there were no reserves available for a counter-attack. The survivors therefore were forced to either fight
to the death, surrender, or make the treacherous flight west across the Nam Yum river—only to prolong their agony for a few more hours. There was Little feft
but the ignominy of defeat for the garrison of Dien Bien Phu.
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¢ PAVN Sets Up First

(- FRENCH Moves First

Elements of Regiment 98, 316th Infantry Division set up concealed £ 4 hexes of BH10 or on/east of any hex mumbered < 10
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Flements of 1 BEP, 1/2 REL 1/4 RTM set up > 2 hexes away from PAVN set up area [EXC: Bazeifles tank — (See SR 2)]:
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SCENARIQ RULES:

1. Al DBP Rules are in effect. EC and Weather are MUD (D8.23, E3.6) with

no wind at start.

ﬁ Replace the PAVN 9-1 leader with a 10-2. 2. Place an Immobilized M-24 tank in hex CC13 (VCA: CC12-DD12). This
AFV'sMA and BMG are Disabled. This AFV isnot subject to Recall, Immo-
bilization TC, nor may it be voluntarily abandoned by its crew.

BOARD LAYOUT: 3. French receive one module of 105mm OBA (HE only) with Scarce Ammu-

nition.

4. After set up, but prior te play, each player must alternately place four

shelihole counters in hexes numbered = 6. Unless ‘accurate’ on adr of 1, each

counter receives arandom direction dr and the counter is moved onehex in that
direction. Any fortification in the final placement hex is removed. If the final
placement hex is either woods, brush, or rubble, ptace a Flame counter instead

of a shellhole counter. No unit may be directly harmed by placement of a

shellhole in its hex.

5. The French may roll for Air Support arrival by making a dr < Tumn #. The

Frenchreceive two *51 DB with Napalm. They are immediately Recalled after

the furn that they arrive and may only make Point Attacks (E7.402).

6. FT in the French OB must begin play possessed by the two OB 2-4-8 HS,

OBJECTIVES: The French win immediately if there are no Good Order FT counters cannot be Possessed or used by other French units [EXC: a

PAVNMMC on: Level 2 and higher hill hexes of Eliane 2. leader] until one 2-4-8 per FT is eliminated from play.

DIEN BIEN PHU, FRENCH INDOCHINA, 2 April 1954: With little or no reinforcement available to the garrison [
at Dien Bien Phu, every fighting man was a valuable commodity. Units were shuffled squad by squad fo reinforce |
existing positions. The arrival of the 1/2 RED’s flamethrower team on E2, on the night of April 1st, was considered
a significant reinforcement. The following day the French artillery and combat aircraft found their marks on sup-
pressing the Viet Minh fire-base on Old Baldy and other nearby hills. The bulk of the ist BEP was released to
reinforce the Moroccans, Legionnaires, znd paratroopers still gnawing away at the Communist toehold on Champs
Elysees. Supported by napalm-armed aircraft and ariillery, they launched 2 head-on attack against the Viet Minh
there. They recaptured nearly all of the hill before dusk, driving the PAVN survivors, under artillery fire, back into [#
the trenches between Phony Mountain and Old Baldy. With the French back in their re-captured positions, the |-
enemy artillery retaliated against the now-exposed French defenders. Once again they were forced to abandon the
scuthemn slopes of Champs Elysees, which the Viet Minh promptly recccupied.

HANDICAPPING PROVISIONS:
(&) Increase scenario length to 5 1/2 turns.

{Only hexrows on/south of hexrow V are playable)
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IBP STANDARD SPECIAL RULES: The following rules apply in alf DBP
zenarios unless stated othenvise on the scenario curd.

TAP NOTES: On overlay V2 and maps D1-3, all dark green terrain is brush.
‘here s no woods. The dark green terrain feature on and around D1C3 isa Level
| valley {note the brush in D3. Historical map: Note the existence of Hillside
ledges in CC14/DD13 and CCL4/DD14; P15 is orchard; QQ26 is woods; LL27
; brush.

JBP 1 Hand-to-Hand Cose Combat: H-t-H CC (J2.31) may be used by both
ides if the ATTACKER in that CC/melee or successful in Ambush {A11.4),

HBP 2 Viet Minh (PAYN): The Viet Minh are abways Stealthy (A 1117} [EXC:
‘onscripts, which are Lax] and may use Human Wave (A25.23). The Viet Minh
12y substitute Commissars (A25.22) leaders as if pre | 1/42 Russians [EXC: ig-
ore the penalties of A25.222, i.e., there are no penalties for faiture to rally with a
“iet Minh Commissar]. For each Commisar obtained make adr. If exchanging an
-0 leader, a dr 1-3 results in a 9-0; a dr 4-6 results in a 9+1 commissar. Do the
ame if exchanging an 8-1 leader, on a dr 1-3 a 10-0 is received; on adr 4-6 a
0+1. PAVN units are considered Jepanese for the purposes of rules (31.424,
.63, 1.631, and 1.632 (only). For purposes of G1.424, they may create as many
JC heroes as they have DC’s, in THEIR OB.(i.e., captured DC may not be used
> this purpose). PAVN may not form Multi-Location Fire Groups. They are
onsidered Stealthy at night, [EXC: Conscripts which are Lax] and apply a +1
mm to Starshell usage dr (E1.92). They have an HoB DRM of +1 and treat Sur-
:nder HoB results as Berserk instead, [EXC: Conscripts]. They receive a +0
1edification for Leader Creation (A18.1). PAVN may not Deploy (A1.31) or
.ecaombine (A1.32). For ail OBA purposes they are treated as Russian, with a
dio contact value of 7 (although using Axis Minor racio counters) Viet Minh
Irdnance uses Red To Hit numbers.

'BP 3 T’ai Irregulars: The T ai were troops recruited by the French from the
wdigenous T ai people and used quite successfully in guerilla warfare. They
sere not adept in a stand-up fight. T"ai are Conscripts (A19.2-3), with the follow-
1g additional rules and exceptions applied: they are considered Stealthy (day or
ight), have a normal (ic. 4 MF) movement capability, may not form/participate
1 Multi-Locatien Fire Groups and may not Deploy or Recombine. In all sce-
arios, No Quarter is in effect for the T7ai (only, i.e., no Viet Minh unit will ever
ike a T"ai unit prisoner, though vice-versa is alowed [as the French always wanted
y receive more information on the Viet Minh]). The CC DRM of Capture At-
mpt vs. Inexperienced Infantry is NA. All other Conscript penalties apply nor-
1ally. T ai receive 2 +2 HoB DRM. Unless othenwise stated they have an ELR of
and Disrupt upon failing ELR. Full strength T7ai MMC are 3-3-6/1-2-6 with a
roken morale of 5 and 4 respectively. They do not treat French leaders as Allied
‘roops(A10.7).

YBP 4: Treat the French and all their Colonial troops as 12/43+ Free French for
[l purposes {EXC: T°ai]. They use British LMG/DC/?" and 4-5-8/4-5-7/4-4-7/
-3-6 squads {and their HS), Use Free French color American MMG/HMG and
rovided M2 MTR, RCL, 6-4-8/3-3-8 MMC and SMC.

'BP 3 French and Vietnamese National Army Paratroopers: In all cases for
1e French, and aimost all for the Vietnamese, these troops performed exception-
{ly well at Dien Bien Phu, The following rules apply to 6-4-8/3-3-8 MMC. The
raken morale of 6-4-8 squads and HS are one higher than normal. They do not
‘ower. They receive an extra HoB DRM of -1. (i.e., in addition to the -1 for
lite}. They have underlined morale and are always treated as having an ELR of
unless stated otherwise in a scenario (or if ELR is reduced in 2 CG).

'BP 6 Bangalore Torpedos: Bangalores are represented by new SW counters
a1d function exactly as a DC except as stated in the following exception. Banga-
re torpedos are 3PP. They may be only used against wire/Known AP minefields,
ad receive a -3 DRM to any Clearance (B24.7) DR {this is not modified for Mud,
e, ignore E3.62). They may only be used by units designated as Sappers {(H1.2).
engalores may notbe Thrown {(A23.6) or Set{A23.7). They have no effect what-
>ever on units in the Location other than to destroy wire counters, and place a
rail Break (B13.421) through an AP minefield, from the hexside they were placed
rrough, to the directly opposite hexside. A KIA result (after modification) will
ecar any wire in the hex and/or create 2 trail break through any AP (only) minefield.
nhike DCs they may be PLACED (not thrown) during Prep Fire Phase as well as
uring the Movement Phase. I placed during PFPh, they will be resolved as the
st act in the phase (EXC: A bangalore torpedo may not be placed during the
rep Fire Phase across an abrupt elevation change, in either direction [up/down]).
“the placing unit is Pinned or Broken before resolution, the Bangalore is not
iecessfully placed and is retained by the placing unit. Should the placing unit be
iminated normal rules for Random §W Destruction (A9.74) (and SW Recovery
W4.441) apply as if the unit destroyed still had Possession of the Bangalore in its
the unit’s, not the bangalore’s) Location. Use of a Bangalore is treated as SW
sage (A7.33) during Prep Fire, for all fire capability purposes, and exactly as a
iaced DT (A23.3) if placed during the MPh. A unit may place a bangalore tor-
=de in its own Location. In this case, the two hexside Trajl Break cleared is
cclared by the owning player prior to reselution; it must stili be two hexsides
rectly opposite each other.

DBP 7 Bazookas: BAZ 45 and BAZ 30 are treated as regular BAZ in all respects
except the TK# of a BAZ 45 is an 11 and a BAZ 50 has a TK# of {2. This
represents the fact that despite numerous hits only one tank was knocked ous by
bazooka fire during the battle, Numerous circumstances contributed to this effect.
A form of ‘tank fright’, possible ammunition spoilage, occurances during the heat
of battle that some Viet Minh soldiers may have forgotten to remove the safety
clips from the nose of bazeoka rounds and firally, that the bazooka may just be
too effective ag depicted in the game system.

DBP 8: Kindling 1s NA.

DBP 9 French AFV Usage Restrictions: No Mobile French AFV may voluntar-
ily end its Movement Phase in the same Location as a Viet Mink MMC, (Good
Order or otherwise) unless the Viet Minh unit was HIP when the French AFV
entered its Location. Voluntarily Abandonment (D3.4) is NA. All malfunctioned
MA must roll for repair cach player tumn.

DBP 10 Capiured Weapons: Neither side pays Captured Use Penalties (A21)
for the fellowing wezpons: RCL, Lt MTR, and BAZ.

DBP 11: Wire and Trench networks: For added convenience counters have
been provided with trench and wire symbols and an arrow on them. These units
are used to mark the boundaries of some of the extensive wire and trench net-
works covered in the game, reducing the number of wire and trench counters
needed. Players may always opt to instead place a wire or trench counter in each
hex. When listed in an OB they will appear as follows: trench (or wire) network in
010-01-09. This means there are trench counters in 010 and O1 and all hexes in
between along that hex grain. Should wire be eliminated, place a breach marker
{or other handy marker agreed upon by both players), to designate this. If a unit is
IN a trench in that location or on top of wire in that location, do not mark it with
aregular wire or trench counter. If it moves QUT OF the trench, place it on top of
a trench counter until the unit eixts the hex, or is again IN the trench. If a unit is
ON TOP of a wire counter in the hex, do not mark it. As soon as the unit moves
UNDER the wire, place a wire counter on top of the unit to show it is under the
wire, unti} such time as the unit leaves the hex, or moves back on top of the wire.
Trenches in the same hex as a wire counter, are always considered to be under the
wire counter, as are any units IN the trench itself.

DBP 12 Minefield: All minefields are considered Known Minefields (F7, F7A &
P7). If they are reduced in strength for any reason, they are eliminated. Please.
note that AP minefield strength is under the minimum of 6 in some cases. This is
deliberate and represents the weaker than usual minefields the French laid.

The following rules apply to any firefight played on the Champs Elysees (CE)
map:

DBP 13 Terrain Modifications: Terrain is PTO (G.1) with Light Jungle (G2.1)
in effect. All Bamboo ((G3) is Brush (B12). All buildings are rubble.

DBP 14 Trail Breaks: (Unless specifically denied by firefight SR, the following
rule applies): Prior to French set up (and any Bombardment resolution) the PAVN
player may secretly record any six wire hexes as having 2 Trail Break (B13.421)
across any two opposite hexsides. No secretly recorded Trail Break is revealed
until a PAVN unit enters the hex along cither hexside. Place a Trail Break marker
{B28.61} in the hex across the two hexsides recorded, once a PAVN unit has
crossed one of the hexsides.

DBP 15 Printed Trenches: Any trenches on a map edge hex are considered
connected to hypothetical offboard trenches for movement purposes (EX: hex
JG}. Trenches connect to Rubble locations as per B30.8 as if the Rubble locations
were bunkers (EXC: Building CC14 has an intact RB-style Cellar [06] and all
rules apply normally; despite the ground level of CC14 being rubbied, trenches
still “connect” to this Cellar Location fonly]). All trenches and foxholes are con-
sidered Concealment terrain. (EXC: for MF/MP purposes at night [E1.51] there
is no additional cost).

DEBEP 16 Bombardment Morale Due to shoddy construction of fortifications and
the intensity of the PAVN bombardment, Morale (C1.822) during Bombardments
is modified as follows: Pillbox: 9; Wire/Roadblock/Mines: §; Shelthole/Fire Cre-
ation: =10,

DBP 17 Trip Flares All printed wire hexes (EX: hex G8) have 2 2 factor Trip
Flare (G.8) in them.

DBP 18 FME: The Friendly Map Edge for the PAVN is along the east and south
edge. The Friendly Map Edge for the French is along the west edge.

DBP 19 Special French IR: In any night scenario each Player Tumn the French
player may fire an IR traced from a hypothetical Level 4 firer in hex M28 to any
hex in its LOS {disregading NVR). The Extent of Error for this IR is always
halved (FRD) and is subject to a Usage dr of £ 4 (E1.931), but not the TH/mal-
function DR of E1.932.

DBP 20 PAVN Sappers: All PAVN 6-3-8/3-3-8 MMC are Sappers (H1.2). In
addition to their normal Clearance benefits, PAVN Sappers may apply an addi-
tional -1 DRM per HS (i.e., -2 for a 6-3-8 squad) for all Clearance {B24.73) DR
for wire.




