Campaign Sectors
Sector 1
Parachute drop all confusion rules apply.

Para’s drop on table any that fall to do so rolls 1x d6 then enters table on that turn(secretly).
Viet minh sets up one company on table and one off table who will move on using the entry point table  on turn 2. Any re-enforcements roll

One x d6 per company and consult the table below (all die rolls are hidden from the enemy);
	Die Roll
	Entry Point

	1-2
	Southern edge

	3-4
	Western edge

	5-6
	Eastern edge


Then another d6 per company

	Die Roll
	Entry point

	1-2
	Northern third or western third

	3-4
	Middle third

	5-6
	Southern third or eastern third


Then roll one x d6 for turn of entry 

Para’s objective is to get as many units in to the southern quarter of the table as possible.

Viet minh objective kill as many Para’s as possible.
Game length eight turns

Sector Two

The fort on southern edge of table manned by the legion must be relived by the 6th BPC.

The garrison may not leave the fort. The fort is considered relieved when there are at least 8 bases of Para’s and a command stand within 10cm.The French enter the table from the north on or beside the road.

The Viet minh have two companies  on table at start besieging or attacking the fort, one of those companies may be dug in.  If there are any more Viet minh reinforcements they must enter from the east side of the table and roll one d6 and enter on that turn. Game length 10 turns
French objectives relieve the fort.

Viet minh objective prevent it being relieved.

Sector Three
The remaining Para’s drop on sector three at the northern end of the table, all confusion and misdrop rules apply. 

The Viet Minh may have one company in or around the village and one  company south of the river within 40 cm of the river. Any reinforcements roll on the tables in sector one section. Because the French have the element surprise in this game all Viet Minh reinforcements suffer +1 to their arrival turn.
French objectives seize the bridge  and the village as soon as possible .

Viet Minh objectives stop the French taking the bridge and village. Game length seven turns
Sector Four
GM2 has at last fought it`s way to within a short  distance of the heroic 6th BPC. From it`s present position it can hear the desperate fight going on at Yen Bai but it won`t be long before they can relieve their gallant comrades.

The French may enter on one of or both of the roads at the southern table edge.

The Viet Minh  may deploy  two  companies on table and any reinforcements allocated to this sector on table but  not within the southern third of the table.

French objectives, to get as many units in the northern quarter of the table.

Viet Minh Objectives to stop the French getting in to the northern quarter of the table . game length 10 turns
Sector Five
The survivors of GM2 must link up with the elements of the 6th BPC holding the bridge. They will enter from the south on the road. The Viet Minh  may set up to two  companies south of the river.  
French objective to hold t the bridge and to link up with GM2 ( 6 fighting units and a command stand within 20 cm of each other) Game length 8 turns.
Viet Minh objectives to wipe out the French troops holding the bridge and to prevent a link up.

Sector Six
The French under Bigeard enter from the north (roll1d6 and consult entry table. The rest of the Para’s under Thomas and the survivors of GM2 entering from the south on the road for vehicles or within 20cm of the road for infantry on foot. 

The Viet Minh may set up two companies within 30cm of the centre line of the table.
Any reinforcements must enter from the east or west table edge.

French objectives to link up the two forces.  If more than 4 units plus a command stand from each force get to within 10cm of  the village in the center of the table will count as a link up.

Viet minh objectives to prevent a link up.

Game length 9 turns

Wining or losing the campaign
The French win the game  if A) they manage to link Bigeard  and GM2 up or inflict more casualties than they receive.
The Viet minh win the game if they prevent the link up or cause more casualties than they receive.

Casualty points.

RHQ or BHQ                                            3points

CHQ                                                         2points

Armoured vehicle                                     2points  

Support weapon 75mm or above             2 points

Infantry                                                     1 point

Support weapon below 75mm                  1point
Regional infantry                                      ½ point
