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Basic R

On January 30, 1968, the com-
bined forces of the National Libera-
tion Front(Viet Cong)and the North
Vietnamese Army launched a
countrywide offensive directed at
the major cities and towns of Viet-
nam. The offensive was unprec-
edented in its scope and violence,
and would eventually prove to be
the decisive battle of the war.

Tet Offensive is a game cover-
ing the important events of that
battle. All of the forces involved in
the battle on both sides are now
yours to command. The situation is
the same as it was on January 30,
1968. Only now you will determine
the course of this crucial campaign.

N
THE MAP

The map for Tet is divided into a
number of areas to regulate move-
ment and placement of the game
pieces.

Areas

The map is divided into three
types of areas: cities, sanctuaries,
and provinces. There are, in addi-
tion, three types of provinces: high-
land, lowland, and delta.

Cities are represented by grey
squares, and each city is named.
Each city also has a political point
value printed in a yellow circle, and
some cities contain an airbase sym-
bol. Airbases are important for bas-
ing aircraft, as explained on pages
12 and 14.

Sanctuaries are represented by
red circles, each of which is named.
The portion of North Vietnam shown
on the mapis also a sanctuary area,
even thoughitisirregularly shaped
like a province.
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Provinces areirregularly shaped.
Their type is determined by their
color: brown for highland, green for
lowland, and green with a pattern
for delta.

Provinces in South Vietnam are
identified by a two-digit number.
The first digit of the number is al-
ways the same as the corps tactical
zone (1st through 4th) in which the
province is located.

Provinces in Laos and Cambodia
are represented by letter-number
combinations, with “L” for provinces
in Laos and “C” for provinces in
Cambodia.

Other Features

Other featuresimportant togame
play shown on the map are corps
zone boundaries (in yellow), national
boundaries(inred), highways (black
with white dotted lines), the Ho Chi
Minh Trail (brown), and the Mekong
River (blue).

S
PLAYING PIECES

Three sheets of die-cut counters
are included in the game. Before
punching them out, compare them
to the reproductions printed on
pages 18 to 23 tomake sure that you
have the correct counter sheets.
These reproduction sheets are also
handy forinventorying your playing
pieces afterthey have been punched
out to make sure you have not lost
any.

In addition to the cardboard
counters, 15 plastic stands are in-
cluded to be used with the NLF flag
counters. Insert the flag, black bor-
der down, into the plastic stand as
shown in the illustration at the top
of the next column.

Flag Counter

Noticethatcounters are provided
in four distinct sizes: 12", %4”, 1”7, and
1%”. Each different size of counter
has a distinct function in the game.

® The 2" counters are never
combat units. Instead, they are
markers for the demoralization
scales provided on the map.

® The 55" counters are all ground
combat units, and provide the major-
ity of game playing pieces.

® The 1”7 counters are ground
combat units with special move-
ment restrictions or abilities. These
include all Allied aero-mech units
and all South Vietnamese Regional
Forces and Popular Forces (RFPF,
or “Ruff-Puff’) units. Notice that
these Ruff-Puff units are grey on
their reverse side and are the same
size as the grey city boxes on the
map.

® The 1Y.” counters are NLF flag
markers, used to mark cities held
by the VC and NVA.

Unit Size
Symbol Unit
II Battalion
III Regiment
X Brigade
XX Division




/r Sapper

Ranger and
Special Forces

Air Mobile

Armored
Cavalry

\ l / Marine
| [ ‘ Engineer
Airborne
Y =
Mechanized
Infantry
M P Military Police

Most ground combat units have a
unit symbol which indicates the type
of unit, and a unit size symbol above
the type symbol. These are read ac-
cording to the charts on this and the
previous page. A unit is also usually
identified with its own ID number to
the right of the box and its parent ID
number (usually a division, but some-
times a corps) to the left.

Unit Identification

Ruff-Puff counters have the sil-
houette of an infantryman instead
of a unit type symbol, and have
neither a unit size nor a unit ID, as
they represent various ad-hoc
groupings of local forces. The single
US riverine unit has the silhouette
of a riverine amphibious vessel.

Printed below the unit symbol on
each counter are the game values of
the unit. VC and NVA units, the US

Corps Color Coding

Unit Box/
Corps Stripe Color
1 Lt. blue
11 Red
111 Lt. olive
v Grey

Theater reserve Yellow

naval gunfire support unit, and all
South Vietnamese Ruff Puffs, have
only acombat value. All other Allied
ground combat units have both a
combat value (listed to the left) and
a search value (listed to the right).

VC and NVA sappers and the US
riverine unit have a defense value
distinct from their combat value. To
differentiate this from the combat
and search values, it is shown in
parentheses.

Nationality is determined by the
color of the playing piece. The chart
below lists the various color combi-
nations and their corresponding
nationality. In addition, the color of
the unit boxforAllied unitsindicates
whether they are theater reserve
units (yellow boxes) or corps-as-
signed units and, if corps assigned,
which corps.

Finally, there are several air units
included in the game, all of them in
United States colors. These consist
of six aviation groups (shown with
the silhouette of a UH-1 “Huey”
helicopter), five TacAir groups (with
the silhouette of an F-4 Phantom),

Unit ID Abbreviations Nationality Color Coding
PG Palace Guard Nationality ~ Color
WH White Horse North Vietnamese White on red
Cav Cavalry Viet Cong White on black
LB Long Binh United States Black on olive
MF Mike Force South Vietnamese Black on blue
Am Americal Special Case South Vietnamese White on blue
ATF Australian Task Korean Black on light olive
Force Australian Black on light blue
Tet 5



Counter Examples

Type (Mechanized Infantry) \

Parent Unit (4th Division)

s _2 S
Combat Value —— | 14-2 S Search Value

/Size (Brigade)

Unit (2nd Brigade)

Type (Sapper)

/Size (Battalion)

Parent Unit (I Corps)

=115

\

Unit (Hue City Sapper
Battalion)

{ue Cit

Combat Value T | 4- (2) \\
Defense Value

and one Arc Light bombing mission
group (with the silhouette of a B-52
heavy bomber). The silhouettes are
color-coded in the same way as the
unit boxes, except that the colored
unit box is replaced by a colored
stripe through the middle of the
counter.

I
SEQUENCE OF PLAY

Play in Tet is divided into game
turns. The first turn represents one
day, but subsequent turns repre-
sent progressively longer periods of
time. This enables the game toaccu-
rately deal with both the initial
frantic period of the prepared offen-
sive as well as the later, somewhat
moresluggish, operationsconducted
by increasingly exhausted forces on
both side.

The game lasts for a total of five
game turns,

All activity in a game turn is
conducted in eight discrete phases.
These phases are always conducted
in the exact order detailed here. At
the conclusion of the morale phase,
anew game turn is begun.
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The eight phases of a game turn
are:

VC/NVAMovement Phase: The
VC/NVAplayer may move any or all
of his units.

VC/NVA Combat Phase: Com-
bat takes place between VC/NVA
and Allied units in the same area.

Replacement Phase: Both
players place any replacement units
on the board.

Allied Aero-Mech Movement
Phase: The Allied player moves
any or all of his aero-mechanized
units, which include all air strike
units, helicopters, riverine, and
ground mechanized units.

Allied Search Phase: The Al-
lied player conducts searches in
provinces and sanctuaries contain-
ing both Allied and VC/NVA ground
units.

Allied Combat Phase: Combat
takes place between VC/NVA and
Allied units in the same area.

Allied Movement Phase: The
Allied player moves any or all of his
units. Units which moved in the
Allied aero-mechanized movement
phase may move again. All air strike

and helicopter units return to air-
bases.

Allied Slow Reaction: Due to
confusion caused by the timing and
strength of the attack, the Allies
were slow to react to the Tet Offen-
sive. At the start of each Allied
movement phase for the first two
turns of the game, the Allied player
rolls the die once per corps tactical
zone. This is the number of conven-
tional ground units he may move
that movement phase in that corps
tactical zone. Conventional ground
units are nonmechanized, non-
riverine ground units permanently
assigned to that corps tactical zone.

Note that this rule does not re-
strict the movement of air units,
mechanized units, riverine units,
aviation units or theater units.
These units may move every Allied
movement phase.

From Turn Three onward this
rule is no longer in effect.

Morale Phase: Both players to-
tal the demoralization points gained
and lost in the turn and adjust the
demoralization track accordingly.

e ———————
VC/NVA MOVEMENT

Each VC and NVA unit can move
in each friendly movement phase.

Movement Procedure

Units begin each phase eitherin
cities, provinces, or sanctuaries.
Troops in a city can move into the
surrounding province. Troops in a
province can move either into a city
which is within that province, or
into an adjacent province or sanctu-
ary. Troopsin a sanctuary can move
to any adjacent province.

Limitations: VC/NVAunits may
never move from a province in Viet-
nam toan adjacent province in Laos
or Cambodia, or vice versa. They
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The VC/NVA player has two
units each in the Ia Drang Valley
(a sanctuary), Province 23, and
Cheo Reo. He moves one of the
units in the Ia Drang Valley into
Province 23 and the other into
Province C-1, since both areas
are adjacent to the Ia Drang Val-
ley. He moves one of the units in
Province 23 to CheoReo(which is
in Province 23) and the other to
Province 21 (which is adjacent to
Province 23). He moves both units
in Cheo Reo to Province 23.

Note that he cannot move a
unit directly from Province 23 to
Pleiku, although he can move one
tothe surrounding province. Fur-
thermore, he cannot move a unit
from Cheo Reo toProvince 21, but
must instead first move into
Province 23.

may only move from one country to
the other by way of sanctuaries.

VC/NVA units may never move
from one province to another by
crossing a corps zone boundary.
Units may move from one corps
zone to another by way of Laos and
Cambodia.

Trail Movement

Instead of moving from one area
to an adjacent area, the VC/NVA
player may move along the Ho Chi
Minh Trail. Onlyunits which start
in a sanctuary area with a trail
connection may do so. The unit
may move from the sanctuaryitis
in to any sanctuary area directly
linked to it by the Ho Chi Minh
Trail.

For example, aunitin Tchepone
could move to North Vietnam, the
A Shau Valley, or Saravane, as
each of them is directly linked to

Tet

Tchepone by trail. The unit could
not move directly to the Ia Drang
Valley, as there is no direct trail
link between it and Tchepone. in-
stead, the unit could move to
Saravane in one turn and then
move to the Ia Drang Valley the
next turn.

A VC or NVA unit may use trail
movement tomove into a sanctuary
containing Allied units, but may
never use trail movement to move
out of a sanctuary containing Allied
units.

VC and NVA units may not use
South Vietnamese highways for trail
movement.

Detection

At theend of VC/NVA movement,
all VC/NVA units in city boxes are
turned face up, while all VC/NVA
units in sanctuaries and provinces
are turned face down.

R SR W
VC/NVA COMBAT PHASE

Combat takes place between VC/
NVA units and Allied units which
are in the same area.

Combat Procedure

First, the VC/NVA player decides
which, if any, of his units in provinces
andsanctuaries will beflipped face up.
Only units flipped face up may attack
or be attacked in the combat phase.

Next, the Allied player decides
the order in which the individual
battles will be resolvedin the phase.
A battle is the exchange of fire be-
tween hostileunitsinthe same area.

In each battle, the players re-
move their pieces from the area and
spread them out in the Battle Box.
Each enemy unit can only be at-
tacked once per combat phase.

Each enemy unit is attacked

-



separately by one or more friendly
units. All friendly units firing at an
enemy unit combine their combat
values, compare the total to the
enemy’s combat values, and reduce
it to one of the simple odds ratios
found on the Combat Results Table
on page 32. Ifthe ratiofalls between
the odds shown, round down in fa-
vor of the defender.

For example, a combined attack
value of 17 firing at a defense value
of 6 fires at 2-1 odds.

Terrain

Allied mechanized units (mecha-
nized infantry and armored cav-
alry)have theircombatvaluehalved
for purposes of firing at enemyunits
when in delta or highland prov-
inces. Their combat value for de-
fense is unaffected. This reduction
in attack value does not apply when
the unit is in a city in a delta or
highland province.

Combat Results

Once the odds column is deter-
mined, roll a die and read off the
result from the Combat Results
Table. One of three results are pos-
sible: overrun, hit, or miss.

Overrun: The unit is removed
from play and placed in the Current
Casualties Box.

Hit: The unit is forced to retreat
from the battle. If noretreat route is
available (see below) the unit is
instead removed from play and
placed in the Current Casualties
Box.

Miss: There is no effect on the
target unit.

Order of Fire

While the Allied player decides
the order in which battles are re-
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solved, fire during each individual
battle is normally considered to be
simultaneous. That is, one player
may resolve his fire first, but units
hit or overrun by that fire are still
allowed to fire back before being
removed from the battle or elimi-
nated. There are three exceptions to
this, however:

City Defenders: Allied units in
acity always fire first unless the city
isininsurrection. Thatis, any units
eliminated or caused to retreat by
the city defenders’ fire are not al-
lowed to fire back. How a city comes
to be in insurrection is explained
later. So long as a city is in insurrec-
tion, all fire in the city box is si-
multaneous.

Sanctuaries: VC and NVA units
in a sanctuary always fire first.

Sapper Surprise Assault: All
VC and NVA sappers fire first (be-
fore city defenders) in the VC/NVA
combat phase of the first game turn
(only).

Retreat From Combat

Any unit which suffers a hit re-
sult must retreat from combat. If
unable to do so, the unit is elimi-
natedinstead. The following retreat
options are open to units:

Allied Units: Allied units which
suffer a hit must retreat to a nearby
friendly city. A friendly city is one
which does not have, at the instant of
the retreat, any VC or NVA unitsinit
and which is not in insurrection. A
nearby city is one which isin the same
province as the Allied unit or, if the
Alliedunitisalreadyinacityonaroad,
one city box away by road.

For example, an Allied unitin An
Loc could retreat to either Song Be
(because it is in the same province)
or Saigon (since it is one box away
by road). An Allied unit in Province
31 could retreat to either Song Be or

An Loc, but could not retreat to
Saigon, since it is not on a road.
Ruff-Puffs may never retreat.
VC/NVA Units: VC and NVA
units which suffer a hit must re-
treat to a nearby secure sanctuary.
A secure sanctuary is one which is
free of Allied units, or one which
contains at least one VC or NVA
unit. A nearby sanctuary is one ad-
joining the province in which the
battle took place. If the battle took
place in a city, the unit may retreat
to any sanctuary adjacent to the
province in which the cityislocated.
For example, a VC unit attacking
Saigon which suffers a hit may re-
treat to the Iron Triangle.
VC and NVA units which retreat
to a secure sanctuary are flipped
over to their concealed side.

Combat Example

In the example shown the Allied
player has units in Pleiku and
Kontum, both of which are under
attack. Dak To, Cheo Reo, and An
Khe are all under either strong at-
tack or are in insurrection, and so
are not available as retreat routes
for Allied units. Saravane is unoc-
cupied and so is available as a re-
treat route for VC and NVA units.

The Allied player feels that he
has a good chance of winning the
battle at Kontum, while the battle
at Pleiku will be more difficult. He
therefore decides to fight the battle
of Kontum first.

The VC/NVA player is attacking
Kontum with two 2-factor battal-
ions. The Allied player has a 4-
factor Ruff-Puff and a 6-factor air-
borne brigade in the city. Since heis
defending the city, he fires first.

The Ruff-Puff unit fires at one
battalion at 2-1 odds and rolls a 3,
which is a hit. The VC battalion
retreats to Saravane. The South
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Kontum

Vietnamese airborne brigade fires
at the other battalion at 3-1 odds
and rolls a 1, which is an overrun
result. The VC battalion is removed
from play. Since both VC battalions
were hit by the defenders’ first fire,
they do not get to fire back.

The VC/NVA player is attacking
Pleiku with a 10-factor VC infantry
regiment, a 2-factor VC battalion,
and an 18-factor NVA division. The
Allied player is defending Pleiku

Tet

with a 10-factor Mike Force bri-
gade, a 2-factor infantry regiment,
and a 1-factor Ruff-Puff unit. Since
heis defending the city, he fires first
again.

The Mike Force fires at the VC
regiment at 1-1 odds and rolls a 3,
whichisamiss. Theinfantryregiment
and the Ruff-Puffunit combine to fire
at the VC battalion at 3-2 odds. They
roll a 1, which is a hit, and forces the
battalion to retreat to Saravane.

Now it is the VC/NVA’s turn to
fire. The VC regiment fires at the
infantry regiment at 5-1. The VC
player rolls a 1, which is an over-
run result. The infantry regiment
is removed from play. The NVA
division fires at the Mike Force at
3-2 odds and rolls a 3, which is a
hit result. Since Kontum is now
clear of enemy units, however, the
Mike Force can retreat down the
road to Kontum. The VC battalion
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cannot fire since it was hit by first
fire.

Notice that if the Allied player
had fought the battle at Pleiku first
the Mike Force unit would not have
been able to retreat to Kontum as
there would still have been VC units

present.

Insurrection

If at the end of the combat phase
there are no Allied ground combat
units in a city, and there is at least
one VC (not NVA) unit in the city,
the city is in insurrection. To indi-
cate that the city is in insurrection,
place one of the NLF flag markers
on it. The VC player immediately
reduces his demoralization point
total by an amount equal to the
political value of the city. (See the
morale phase rule on page 13 foran
explanation of demoralization
points.)

Solongasacityisininsurrection,
the following results are in effect:

1.Allfirein combat phasesin that
city is simultaneous; the Allied
player does not get to fire first.

2. The VC/NVA player recruits
local sympathizers as combat units.
To represent this, the VC/NVA
player has available a bonus com-
bat value equal to twice the city’s
political point value each combat
phase. This value may be used to
attack an enemy unit separately or
may be added to any one attack by
another VC or NVA unit in the city.
This bonus combat value may not
be attacked by the Allied player and
is present so long as the city re-
mains in insurrection, even if there
are no other VC or NVA units in the
city.

A city is no longer in insurrection
if, at the end of the combat phase,
there is at least one Allied unit
present in the city and there are no
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VC or NVA units present. Remove
the stand-up NLF flag marker and
replace it with a grey “Secured”
marker. Reduce the South Viet-
namese demoralization level by the
political point value of the city.
Once acity hasbeenininsurrection
and then has been secured, it may go
into insurrection again later. How-
ever, the VC player does not receive a
demoralization point dropforcreating
the insurrection, no local sympathiz-
ers are recruited, and the South Viet-
namese do not receive a demoraliza-
tion point drop for resecuring the city.
To enable players to remember
which cities have been secured and
which have not, leave the secured
markerin place even if the city later
goes back into insurrection. Place
the flag marker on top of the se-
cured marker. When, andif, the city
is resecured, remove the flag and
leave the secured marker in place.

I
REPLACEMENT PHASE

Both players may return elimi-
nated units to play in the replace-
ment phase. The units are placed on
the map at that time and may
function normallyin all subsequent
phases of the turn.

Allied Replacements: Each
turn one US ground unit, one South
Vietnamese ground unit, and one
US air unit (either Tac Air or avia-
tion) may be returned to play. These
units may be taken from any units
in the Eliminated Units Box; they
may not be taken from the Current
Casualties Box. (This means that
noreplacements are received on the
first turn of the game, as all losses
suffered so far will still be in the
Current Casualties Box.)

The Allied player may not accu-
mulate replacements. Any replace-
ments not taken in a turn are lost.

USand South Vietnamese ground

units may be placed in any secure
city in their corps setup area. (The-
ater units may be placed in any
secure city on the map.) Tac Air and
Aviation units maybe placed on any
secure or contested airbase in their
corps area. (Theater air units may
be placed on any secure or contested
airbase on the map.)

TheAllied player may not replace
South Vietnamese rangers, Mike
Force or Ruff-Puff units.

NVA Replacements: The NVA
receives one replacement point per
turn. These replacements may be
used immediately or accumulated
for use in later turns. A scale is
provided on the map to record accu-
mulated NVA replacements.

Each replacement pointexpended
allows the NVA player to return one
regiment to play. Two replacement
points allow the return to play of
one 18-factor NVA division. Three
replacement points allow the re-
turn to play of any NVA division. All
units returned to play are taken
from the Eliminated Units Box, not
the Current Casualties Box.

VCReplacements: The VC may
return one 2-factor battalion to play
each turn in each corps area. The
battalion must be placed in a sanc-
tuary area in or adjacent to the
corps area. (The only sanctuary
adjacent toIV Corps, forexample, is
the Parrot’s Beak.) The battalion
may not be placed in a sanctuary
area which contains one or more
Allied units. The battalion returned
to play must be from the VC forces
assigned to that corps, and must be
taken from the Eliminated Units
Box.

VC replacements may not be ac-
cumulated. If a battalion cannot be
returned to play in a corps area,
either because no battalions from
that corps area are in the Elimi-
nated Units Box or because there is
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nosanctuary free of Allied units, the
replacement is lost.

ALLIED AERO-MECH
MOVEMENT PHASE

The Allied player may move any
or all of his mechanized units, his
aviation units, his air units, his
naval gunfire support unit, and his
riverine unit in the aero-mech
movement phase. In order to make
it easy to remember which units
move in this phase, all of them are
printed on large 1” counters.

Mechanized Units: There are
four US mechanized units in the
game: three mechanized infantry
brigades and one armored cavalry
regiment. These units move in the
same manner as VC and NVA
ground units except that instead of
trail movement, Allied units may
conduct road movement.

Only units which start the phase
in a city which is on a highway and
which is free of enemy units may
make road moves. A unit making a
road move may move from city box
to city box along the highway for as
farastheAllied player wishes. Units
making a road move may enter a
city box containing enemy units,
but they may not leave such a box.

Allied units may not use the Ho
Chi Minh trail to conduct road
movement.

Riverine Unit: Theriverine unit
may move anywhere in the two riv-
erine regions, including directly to
and/or from any city, in a single
phase. The riverine unit may carry
one nonmechanized, non-Ruff-Puff
ground unit with it, provided the
unit begins the phase in the same
area as the riverine unit.

Naval Gunfire Unit: This unit
represents offshore naval vessels
which were used to provide fire sup-
port to ground units, particularly
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marine units in the I Corps area.

This unit is placed anywhere
along the coast of South Vietnam in
the I Corps area in the Aero-Mech
Movement Phase. It must be placed
adjacent to one of the three coastal
provinces in the corps.

Aviation Units: Six US aviation
groups exist in the game: one for
each corps area and one for each of
the two airmobile divisions (the
101st Airborne and the 1st Air Cav-
alry). Aviation units have the capa-
bility of transporting one ground
unit from one location on the map to
another. Aviation units may only
transport nonmechanized, non-
Ruff-Puff units.

Each aviation unit flies to any
location in its corps area, picks up
one ground unit, and carries it to
any other location in the corps area.

The two theater aviation groups
have the capability of flying to other
corps areas, and may carry a unit
with them provided it also is a the-
ater unit. However, if they fly to
another corps area, they must fly to
asecureairbase. Theymay not fly to
a non-airbase city, province, or con-
tested airbase.

If an aviation unit begins the
aero-mech movement phase on a
contested airbase, it may only fly
to an uncontested airbase in the
same corps area, regardless of
whether it is a corps or theater
aviation group. It may carry one
ground unit with it from the con-
tested airbase. It may not fly to
any location that phase otherthan
the uncontested airbase.

Airunits may conduct strike mis-
sions. Corps Tac Air units may only
conduct strikes in their own corps
areas. Strategic theater air assets
may conduct strikes anywhere.

Air Units: There are six air units
in the game. There is one Tac Air
unit for each corps area as well as

one TacAirand oneArcLight(B-52)
theater unit. Tac Air and Arc Light
units are moved identically, and dif-
fer only in their attack abilities
(covered on page 12).

Air units are placed in any area
on the map desired during the aero-
mech movement phase. Corps units
may only be placed in areas within
their own corps; theater units may
be placed anywhere.

Anairunitwhichbeginsthe phase
on a contested airfield may only fly
directly to another uncontested air-
field in the same corps area.

e e ——————T
ALLIED SEARCH PHASE

VC and NVA units in a province
orsanctuary are usually turned face
down, and the Allied player is not
allowed toexamine them. This gives
the VC/NVA player considerable
ability to bluff and mislead his op-
ponent, provided this capability is
used carefully.

Search Procedure: Allied units
in a province or sanctuary may
search for VC/VNA unitsin thesame
area. Roll one die per region. If the
roll is equal to or less than the
searchvalue of the Allied unitin the
area with the highest search value,
the Allied player detects as many
VC and/or NVA units in the area as
he has Allied units in the area. The
VC/NVA player always decides
which specific units are detected.

For example, there are four VC
and NVA units in an area and two
Alliedunits. TheAllied playermakes
a successful search die roll, and so
detects two of the units.

To show that a unit is detected,
turn it face up. All detected units
usually remain detected until the
end of the the next VC/NVA move-
ment phase. (A unit which retreats
to a sanctuary during combat, how-
ever, is flipped back over at once.)
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Detection and Terrain: Al1VC/
NVA units in cities are always de-
tected and are always placed face
up, even if there are no Allied units
in the city. They are flipped back
over to their undetected side at the
endofthe VC/NVAmovement phase
in which they move out of the city
and into a province.

Allied mechanized units (mecha-
nized infantry and armored cav-
alry) have their search values re-
duced by one in highland and delta
terrain.

All Allied units have their search
values reduced by one in sanctuary
areas.

A
ALLIED COMBAT PHASE

Combat takes place in the Allied
combat phase following exactly the
same procedure as in the VC/NVA
combat phase, with the following
additions.

Air Attacks

Air units will already have been
placed in areas containing enemy
troops during the aero-mech move-
ment phase. They may now attack
anydetected enemyunitinthatarea.
Airattacks take place before ground
attacks. Although a unit may only
be attacked once per phase by
ground fire, it may be attacked as
many times as desired by air units
(up to the number of air units
present).

Airunits may attack enemy units
in the same area as friendly units
(and this will almost always be the
case). The one restriction on their
use, however, is that the Arc Light
unit may never be used to attack
enemy units which arein a city also
occupied by friendly units.

To attack, the Allied player indi-
cates which unit is being attacked
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by which airunit, locates the correct
columnon the CombatResults Table
(CRT), rolls a die, and implements
the result. If more than one air unit
is present, they may be used to gang
up on one target with multiple at-
tacks or they may be spread out to
hit different units, but the target of
each air unit must be declared be-
fore any attacks are made.

In the case of Arc Light attacks,
theAllied playerrolls two dice. These
may be two attacks on the same
unit or may be one attack each on
two separate units, at the Allied
player’s option. However, he must
declare which option he is using
before the dice are rolled.

Note that Tac Air units and Arc
Light units have separate rows on
the CRT, and that the type of ter-
rain occupied by the target unit
affects the column of the CRT used.
For example, a Tac Air unit attack-
ing an enemy unit in delta terrain
does so on the 3-2 column of the
table, while an Arc Light unit at-
tacking an enemy unitin a city does
so on the 4-1 column.

Order of Attacks: Air attacks
are resolved after the VC/NVA
player has flipped over any units
with which he intends to attack
during the phase, but before any
ground attacks are resolved. VC/
NVA units flipped over at the start
of the phase for the purpose of at-
tackingAllied units maybeattacked
by air units which are in the same
area.

Air attacks may be conducted in
any order desired by the Allied
player. All air attacks are resolved
before any ground battles are re-
solved. This means that the Allied
player can wait to see the results of
hisairattacks before deciding which
units will attack which during
ground combat. (Likewise, the VC/
NVA player will know which units

survived air attacks when allocat-
ing his own attacks.)

Bombing Cities: There is a po-
litical cost associated with bombing
cities, and this is reflected in the
game by the accumulation of de-
moralization points. The effects of
demoralization points are covered
in detail in the morale phase rules
(on page 13). Each time the Allied
playerbombsacity,both the USand
South Vietnamese demoralization
point totals are increased by the
political point value of the city.

Naval Gunfire Support: The
naval gunfire support unit cannot
attack separately, but instead sup-
ports the attack of a ground unit. It
does so by addingits printed combat
value to that of any one Allied unit
in the province to which the gunfire
support unit is adjacent. The gun-
fire support unit may add its com-
bat value to an Allied unit in a city,
provided the city is located in the
province to which the gunfire sup-
port unit is adjacent.

The gunfire support unit can
never be attacked by VC or NVA
units.

R e L

ALLIED MOVEMENT PHASE

All Allied ground units may move
during the Allied movement phase
with the exception of Ruff-Puffunits
(which may never move). Units
which have already moved during
the aero-mech movement phase may
move again.

Ground Units: Ground unitsmove
during the Allied movement phase
using the same movement as do
mechanized units in the aero-mech
movement phase. That is, each unit
may either move from one area to
another adjacent area or may make a
road move of anylength (subject to the
limitations of corps boundaries and
the presence of enemy units).
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Riverine Unit: Theriverine unit
may move again exactly as it did in
the aero-mech movement phase.
That is, it may move to any area in
one of the two riverine provinces,
pick up a unit, and then move toany
other area in the two riverine prov-
inces.

Aviation Units: Aviation groups
must return to an airbase in the
corps area they currently occupy.
This applies to both corps units and
theater units. Aviation groups may
carrya ground unit back with them,
but may only pick it up from the
area in which they begin the phase.
Aviationunits which begin the phase
already in an airbase may not fly to
a different one.

Air Units: The two theater air
units are returned to the Theater
Air Box on the map. The other four
Tac Air units must return to a se-
cure or contested airbase in their
corps area.

MORALE PHASE

Tet is won by demoralizing the
opposing forces, either by crippling
the morale of the opposing ground
troops or breaking the morale of
their national leadership. Both of
these are taken into account by de-
moralization points (DPs). In the
morale phase each player totals the
DPs suffered during the turn and
records the change on the demoral-
ization track.

The demoralization track has
threescales(for1’s,10’s,and 100’s of
demoralization points suffered).
There are four armies in the game
for which morale is important: the
United States, South Vietnam,
North Vietnam, and the Viet Cong.
Each of these armies has three
markers, one for each scale. At the
start of the game all markers are
placed in the 0 boxes at the bottom
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of each scale.

As DPs are gained, move the
army’smarkerupthe 1’sscale. Once
it reaches 9, record an additional
point by moving the 1 marker back
to 0 and the 10 marker up to 1.

DPs are gained by the different
armies for different effects. In addi-
tion, some events cause an army to
lose demoralization points. All
armies, however, lose points for ca-
sualties, which is why there is a
separate Current Casualties Box
onthemap. During the morale phase
the casualties are added up, DPs
recorded, and the units are then
moved to the Eliminated Units Box.

When DPs are awarded for casu-
alties, they are based on the combat
value of the unit. If the unit has
separate attack and defense values,
the defense value is used. Air and
aviation units, since they have no
combat value, do not count against
morale.

South Vietnam: Each combat
factor of South Vietnamese troops
lost gains one DP, with three ex-
ceptions: DPs are never gained for
the loss of Ruff-Puffs, rangers, or
Mike Force units.

Each citybombed during the turn
gains DPs equal toits political point
value. This will have already been
recorded during the course of the
turn.

Each city in insurrection during
the morale phase gains DPs equal
to its political point value.

Each city in insurrection which
was secured during the turn (the
insurrection was put down), lowers
the South Vietnamese DP total by
the political value of the city. This
will already have been recorded
during the course of a turn. This DP
reduction for securing a city from
insurrection is received only once
percity, as explained in the VC/NVA
combat phase rules on page 10.

United States: Each combat
factor of US troops lost gains one
DP. Each factor of Australian troops
lost gains two DPs. Every two fac-
tors of Korean troops lost gains one
DP.

Each city bombed during the turn
gains DPs equal toits political point
value. This will have already been
recorded during the course of the
turn.

Each city in insurrection during
the morale phase gains DPs equal
to its political point value.

The US demoralization track is
reduced by one DP for every six VC
and/or NVA factors eliminated
during the turn (round fractions
down).

Viet Cong: Each combat factor
of VC troops lost gains one DP.

Each city which goes into insur-
rection lowers the VC DP total by
the point value of the city. This will
have been recorded during the
course of the turn. Note that, espe-
cially on the first turn, this may
push the VC demoralization level
into negative numbers. Special
markers have been included to al-
low recording of negative DP levels.

North Vietnam: Each combat
factor of NVA troops lost gains one
DP.

WINNING THE GAME

The object of Tet is to demoralize
both opposing armies before both of
your own armies become demoral-
ized. Each army has a demoraliza-
tion level, which is printed on the
map next to the demoralization
scales. When an army’s DP total is
equal to or in excess of its demoral-
ization level, it is demoralized.

It is possible for an army to be-
come demoralized and then later
reduce its DP total back below its
demoralization level. Ifit does so, it
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is no longer demoralized.

If, at the end of any morale phase,
both armies of one side are demoral-
ized, the game ends and the oppos-
ing player wins. If this condition
does not occur before the end of the
fifth turn, or if both sides become
demoralized in the same morale
phase, the Allied player wins.

A AT
DESTRUCTION
OF AIR UNITS

The only way that a Tac Air unit
or aviation group can be destroyed
is by capturing its airbase. If, at the
end of any combat phase, there are
VC and/or NVA units in an airbase
city and there are no Allied ground
units in the city, any air units on the
airbase are removed from play and

placed in the Current Casualties
Box.

S R
VC/NVA SANCTUARIES

Allied units may enter VC/NVA
sanctuary areas, but several special
rules apply. Most of these are cov-

ered above, but are recapitulated
here.

1. All Allied search ratings are
decreased by oneinsanctuaryareas.

2. All VC/NVA units in a sanctu-
ary fire first in a battle.

3. All attacks against VC/NVA
units in a sanctuary are reduced
one odds column. Attacks already
at the lowest odds column and
reduced one more column are not
allowed.

4. No unit in a sanctuary may
retreat. If hit, such a unit is elimi-
nated.

I ——
CORPS BOUNDARIES

There are four corps areas in the
game, numbered from I (northern-
most) to IV (southernmost). These
boundaries limit the deployment of
units.

Allied Units: Allied units may
not cross corps boundaries unless
they are theaterunits. Theaterunits
are marked with a yellow unit type
box or stripe.

VC and NVA Units: NVA units

may not cross corps boundaries, but
may enter Laos and Cambodia and
move from one corps to another by
that means. VC units may enter
Laos or Cambodia, but may only
move backinto their own corps area
in South Vietnam.

Comsmnan
SAPPERS

Sappers have a special surprise
attack ability on the first turn of the
game. Sapper units fire before any
other unit during the VC/NVA com-
bat phase of the first turn. This fire
comes before city defenders’ first
fire, and any defenders eliminated
by sapper fires are immediately
removed from play and may not fire
back.

PREPARING FOR PLAY

Carefully punch out all of the
counters. The VC/NVAflag counters
are placed upright in the plastic
bases provided.

TheAllied playersets up his units
first. Each Allied unit has its start-
ing location printed on its back (ei-
therthe name of a city or the number
of a province). The two strategic
reserve air units have the notation
“Theater” printed on them. Place
them in the Theater Air Units Box
on the game map.

The VC/NVA player sets up sec-
ond. All VC/NVA units begin the
game face down.

VC units may be placed in any
sanctuaryorinany province of South
Vietnam in their designated corps
zone.

NVA regiments and battalions
may be placed in any sanctuary, any
province of Laos or Cambodia, or
any province in the I Corps area.

NVA divisions may be placed in
any sanctuary or any province of
Laos or Cambodia.
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Opional Rules

The following rules are optional.
They are not part of the basic game,
and are not necessary tosimulating
the Tet battles. Instead, they are
included to provide additional depth
to the game. After you have played
the basic game a number of times,
try using one or more of these rules
for variety.

e
THE FOUR-PLAYER GAME

The game can easily be played
with four players. The four players
are the US, South Vietnam, North
Vietnam, and the Viet Cong.

Player Forces

The US player controls all US
theater units (including theater air
units) as well as all corps units of all
Allied nationalities in Iand IT Corps
areas.

The South Vietnamese players
controls all South Vietnamese the-
ater units as well as all Allied corps
units in III and IV Corps areas.

The North Vietnamese player
controls all VC and NVA units in I
and II Corps areas, and determines
the initial deployment of all NVA
units.

The Viet Cong player controls all
VC and NVA units in III and IV
Corps areas and determines the
initial deployment of all VC units.

Player Victory

The game ends when the same
conditions are met as in the basic
game. A player, however, only wins
if his own army remains unde-
moralized.

For example, if at the conclusion
ofaturnthe US, South Vietnamese,
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and Viet Congarmies are all demor-
alized, while the NVA is not, the
NVA player wins. If, on the other
hand, only the US and South Viet-
namese armies were demoralized,
both the VC and NVA players would
win.

Note that it is possible for one
player, two players, or no players to
win the game when using this op-
tion.

RIS A v R A~
ADVANCED FOUR-PLAYER
GAME

The advanced four-player game
divides the commands differently
between players. Each player con-
trols all of the units of his own army,
regardless of their location. The US
player also controls the Australian
and South Korean units.

Although thisis,inmanyrespects,
a more interesting four-player op-
tion, players should be warned that
the game will take approximately
twice as long (or more) to play, due
to the extensive consultation re-
quired between players for every
move and combat.

Victory is determined in the ad-
vanced four-player game the same
as in the regular four-player game.

o
INVADING CAMBODIA
AND LAOS

The Allied forces did not invade
Cambodiaor Laos during the period
of the game, due in part to a reluc-
tance to suffer the political conse-
quences associated with doing so.
Players may decide toinvade either
or both countries if they are willing
to pay the price.

The US player rolls one die dur-
ing each morale phase in which

there are South Vietnamese units
in either Laos or Cambodia, and
adds that many DPs to his demoral-
izationtrack. If USunits are present
in either Laos or Cambodia, either
alone or in company with South
Vietnamese units, twodice arerolled
instead.

Separate die rolls are made for
Laos and Cambodia if both are in-
vaded.

Australian and South Korean

troops may never enter Laos or
Cambodia.

ALLIED FREE SETUP

If the Allied free setup option is
used, the normal locations printed
on the counter backs are ignored.
Instead, corps units may be set up
in any city or province of the corps,
while theater units may be set upin
any city or province in South Viet-
nam.

S N
STEPPED UP BOMBING
OF THE NORTH

If this optional rule is used, the-
ater aircraft (only) may be used for
strategic bombing missions against
North Vietnam instead of tactical
supportmissionsin the South. Each
turn in which the Tac Air unit is
usedin this mission, the NVA player
rolls one die, subtracts two from the
number rolled, and adds the result
to his DP total. Each turn in which
the Arc Light unit is used, the NVA
player rolls two dice and subtracts
four from the result. Die rolls re-
duced to a negative number by the
subtraction are ignored (treated as
0 DPs).

R RN
BLIND BOMBING

The Allied player may attempt to
bomb undetected units. The unde-
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tected unitsin the area are placedin
a stack in any order desired by the
VC/NVA player. The Allied player
then rolls a die. The number rolled
indicates the unitin the stack hit by
the strike. A1 means the top unitis
hit, a 2 means the second unit, and
soforth. Roll the die twice for an Arc
Light mission.

If the number rolled is greater
than the number of units in the
stack, the air strike hits a civilian
target instead, and the US player
loses one DP.

After the die roll determines
which unit is hit, the Allied player
resolves the attack normally. The
Allied player should only see the
target unitifitis removed from play
and placed in the Current Casual-
ties Box.

I
STRATEGIC RECON

The Allied player has four US Spe-
cial Forces strategic recon units
available. Each unit canbe placedina
provinceorsanctuary during theAllied
aero-mech movement phase and is
withdrawn from the map during the
Allied movement phase.

Each strategic recon unit may only
be used every other turn. When the
unitis withdrawn from the map, place
it on the Turn Record Chart two turns
later to remind the Allied player when
itcan nextbeusedagain. Forexample,
ifthe Project Deltaunitisusedon Turn
One, it is unavailable for use again
until Turn Three.

Each strategic recon unit has its
own area of operations, which is
printed to the left of the unit type
box. The MAC-V SOG (Special Op-
erations Group) and Project 404
units may only be used in Laos. The
Project Gamma unit may only be
usedin Cambodia. The Project Delta
unit may only be used in South
Vietnam. Note that the first three
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named units are the only Allied
units which can enter Laos or
Cambodia unless the optional rule
covering their invasion is used.
The strategic recon units cannot
attack or be attacked. Their only
functionis to detect one enemyunit,
which they do automatically (with-
out a die roll). The unit detected, if
more than one is present in the

province or sanctuary, is chosen by
the VC/NVA player.

I —
COMMONLY ASKED
QUESTIONS

Q: A city is in insurrection but
there are no VC or NVA units in it.
In the Allied movement phase an
Allied ground unit moves in. Is the
insurrection marker removed?

A: No.An insurrectionis only put
downifthereis an Allied unit present
and no VC or NVA present at the
end of a combat phase.

Q: Can the Allied player bomb
Laos or Cambodia?

A: Since the corps Tac Air units
may not move outside of their corps
areas, they are never allowed into
Laos or Cambodia.

Theater air units could bomb
there. But since an air unit may
normallyonly bomb a detected unit,
and since there is no means of de-
tecting a unit in Laos or Cambodia
in the basic game, this is meaning-
less. Theater air units could bomb
Laos or Cambodia, however, if ei-
ther the blind bombing, strategic
recon, or invasion of Laos and Cam-
bodia optional rules are used.

Q: The two US theater aviation
units can move to any corps zone
and can transport any non-aero-
mech, non-Ruff-Puff unit. Can they
transportanontheaterinfantryunit
to a different corps zone?

A: No. They can transport non-
theater units within their corps
zones, but they may only transport
theater units between corps zones.

Q: The setup rule says that “VC
units may be placed in any sanctu-
ary or in any province of Scuth
Vietnam in their designated corps
zone.” Does this mean that, if placed
in a sanctuary, they need not be in
their corps zone?

A: No. If placed in a sanctuary,
they must be in or adjacent to their
corps zone. IV Corps VC units, for
example, canonlybeinitially placed
in the four provinces of IV Corps or
in the Parrot’s Beak.

Q: Can the riverine unit move to
all four delta provinces, or only the
two that have a river printed in
them?

A: Only the two that have ariver.

Q: I know that several attacking
units may combine their values to
attack a single enemy unit. Can one
large unit divide its combat value to
attack several enemies?

A: No. It can only attack one
enemy unit.

Q:Theruleon VC/NVAsanctuaries
says that all attacks on VC/NVA units
are reduced one odds column. Does
that include air attacks?

A:No. Air attacks always use the
designated “Sanctuary” column of
the Combat Results Table; they do
not reduce the odds one column
below this.

Q:AsIunderstand thesetuprule,
I can place an NVA regiment or
battalion in a province of I Corps,
but I cannot place it in a province of
South Vietnam in any other corps
zone. Is that correct?

A: Yes.
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Armies of Te

The scope of the 1968 Tet Offen-
sive provided Alliedintelligence with
an embarrassment of riches, and
allowed the compilation of a fairly
reliable opposing force order of
battle. Although unitidentifications
were cloudy in many cases, overall
force levels were determined with a
high degree of reliability. The table
below lists the numbers of maneu-
ver battalions available to each of
the combatants in the four corps
zones of the Republic of Vietnam on
January 25, 1968.

The North Vietnamese Army had
approximately 50,000 menin South
Vietnam, with perhaps 20,000 more
in Laos. Viet Cong main force com-
bat strength was about 60,000, with
an estimated 400,000 more in the
local forces, of which well fewer than
200,000 could be considered actual
combat soldiers. On the other hand,
those who were not combatants
carried out logistical, intelligence,
medical, and other vital support
functions, as did many of the troops
listed for the Allied forces below.

By contrast, the Armed Forces of
the Republic of Vietnam totaled
342,951 regulars and even more
auxiliary combatants. There were
151,376 menin the Regional Forces,
148,789 in the Popular Forces,
42,000 in the Green Beret-trained
and led Civilian Irregular Defense
Groups, and nearly 70,000 Viet-
namese National Police. These last

would be heavily involved in the
Tet-68 fighting in defense of the
cities.

Total non-Vietnamese Allied
forces were nearly as strong. On the
eve of Tet there were 331,098 US
Army troops, 78,013 Marines, 6000
Australians, 2400 Thais,and nearly
50,000 Koreans in South Vietnam.

Even including all of the VC local
force personnel, the balance of
military manpower was intimidat-
ing, especially considering that the
VC and NVA carried the burden of
the offensive. 510,000 VC and NVA
faced a total of 1,221,427 Allied
soldiers.

I
THE ARMED FORCES

OF THE REPUBLIC

OF VIETNAM

The bulk of the South Vietnam-
ese regulars was concentrated in
theArmy ofthe Republicof Vietnam
(ARVN). Its 10 regular divisions
ranged from reasonably good (the
1st Division, for example), to nearly
worthless (the 9th).

The best regular troops were
concentrated in the elite airborne
brigades, acountrywide firebrigade
which was in the process of shifting
north to I Corps when the Tet Of-
fensive broke. Although there were
some notable exceptions, the sepa-
rate ranger battalions were gener-
ally good, as well. The ranger bat-

Available Maneuver Battalions in 1968
Region - NVA Ve Us AFRVN  FW
I Corps N ) 38 35 4
II Corps 33 16 i 31 18
I1I Corps 20 36 39 4 5
IV Corps — 20 3 42 -
Total 99 98 97 112 27
24
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talions were notable for having a
very high proportion of former VC
ralliers in them, and the Saigon
government generally considered
them to be politically unreliable. (It
is for this reason that ranger casu-
alties do not count toward South
Vietnamese demoralization.)

It is interesting to note that 87%
of the battalion commanders of the
ranger and airborne battalions, the
best units in the army, were former
Viet Minh officers. None of these
former Viet Minh officers ever made
general officer rank, almost all of
them served one or more grades
lower than they had when fighting
the French, and most held ranks
lower than that generally held by
battalion commanders. By contrast,
all of the South Vietnamese gener-
alshadeither fought with the French
in the First Indochina War or had
stayed out of the Army altogether.

The only force of regular ground
combat troops not part of the ARVN
were the Vietnamese Marine Corps
(VNMC). At this time there were
two solid brigades of marines who,
like the airborne troops, were used
as a countrywide reserve. The 1st
Marine Brigade, for example, be-
gan the Tet-68 Offensivein IV Corps,
recaptured Moc Hoa from VC as-
sault units, shifted north to Saigon
and helped secure the capital, and
was then shifted further north to I
Corps to support the recapture of
Hue.

A large number of part-time sol-
diers filled the ranks of the Regional
Forces and Popular Forces—the so-
called Ruff-Puffs. Equipped with
obsolete weapons and receivingonly
sketchy training and support, the
Ruff-Puffs were considerably less
effective than their numbers would
indicate. In many cases there was a
callous disregard for RFPF losses
by Saigon, and so their loss does not
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count toward South Vietnamese
demoralization.

The Green Beret-trained Civil-
ian Irregular Defense Forces were
made up of indigenous troops
trained andled by US Special Forces
teams. Mostofthe CIDF were spread
across the country as garrisons of
Special Forces camps, and the area
garrison effects of these troops are
subsumedinthe game’s RFPF units.

The best of the CIDF troops were
concentrated in five Mobile Strike
Force Commands (better known as
Mike Forces). Each had a head-
quarters company and recon com-
pany and from twoto five battalions.
Each corps zone had its own MSFC,
while the 5th MSFC Force was a
countrywide strategic reserve. 5th
Mike Force, serving under the per-
sonal direction of the commander,
5th Special Forces Group, became
particularly famous and saw action
in all four corps tactical zones. Be-
cause CIDF units were largely made
up of nonethnic Vietnamese and
were mostly US-led, their losses do
not count toward South Vietnam-
ese demoralization.

The 70,000-strong Vietnamese
National Police played an important
role in Tet-68 as they found them-
selves on the front line once the
cities were under attack. The police
were already armed as a paramili-
tary force and so were better
equipped for the mission than the
term police might imply. The police,
like the local CIDF, are subsumedin
the RFPF units in the game.

AT
UNITED STATES
ARMED FORCES

The United States entered the
Vietnam War with what was prob-
ably the finest army it had ever
fielded in peacetime. However, the
army then, as now, was designed to
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rely on its reserve component for
logistical support units.

Early in the war, however, it was
decided that the reserves would not
be mobilized, and so the army went
to Vietnam with a largely extem-
porized support structure. This was
tohamperit throughout the war;its
rear areasupportinfrastructure was
extremely inefficient. Most items,
with the exception of ammunition,
were in short supply in front-line
units. The rear services became
bloated with personnel, while the
leakage of supplies fueled a thriv-
ing black market. Certainly the de-
cision to dispense with the reserves
had an adverse effect on US perfor-
mance in Vietnam.

A policy which was equally de-
structive of combat efficiency was
therotationsystem. Soldiersserved
one term in Vietnam instead of
serving for “the duration,” as
Americans had served in previous
warsand asthe VCand NVA served.
As a result, combat units suffered
from constant personnel turbulence.
Between stateside rotation and
routine transfers, a unit would suf-
fer a 10% turnover each month,
before any allowance was made for
casualties. By the time a soldier
became proficient at his job, his
rotation time was approaching, and
soldiers who were “short” displayed
an understandable reluctance to
expose themselves to unnecessary
risks.

The situation waseven worse with
officers. As officers were expected to
gain both command and staff ex-
perience, their one-year tour was
usually broken up into a six-month
command position and a six-month
staff assignment. Since the staff
assignment was usually in a rela-
tively secure area, resentment grew
among enlisted men required to
spend their entire 12 months in

combat. Also, the turnover in com-
bat leaders made it difficult for a
unit to develop a sense of teamwork.

But even more important than
the above considerations was the
fact that every soldier who went to
Vietnam knew that the war would
not be over during his tour of duty.
He knew that, no matter what he
did, in 12 months he would be going
home, provided he survived. From a
morale point of view this was crip-
pling. It meant that the average
soldierhad littleornopersonal stake
in the winning of the war.

As aresult of the above, US units
exhibited an unusual developmen-
tal pattern in Vietnam. Most units
performed very well when initially
dispatched to the theater of war, as
they arrived as a cohesive, well-
trained unit. As time went by and
the rotation system took its toll, the
unit’s combat effectiveness declined
rather than improved.

All of the above notwithstanding,
US units overall remained effective
and powerful combat units, with a
number of units consistently pro-
viding standout performance. The
1stAir Cavalry Division, along with
the 173rd Airborne Brigade and the
1st Brigade of the 101st Airborne
Division, served aselite countrywide
strategicreserve forces, which would
always be found at the cutting edge
of major offensive operations. The
balance of the 101st was alsoa good
unit, but the 2nd and 3rd brigades
had, prior to being shipped to Viet-
nam, been stripped of many experi-
enced NCOs and soldiers to replace
casualtiesin the 1st Brigade, which
was deployed early. This inevitably
hurt combat efficiency in the other
two brigades when they were de-
ployed overseas.

Themarines retained ahighlevel
of combat proficiency as well in all of
their units, and in their local pacifi-
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cation program may have devel-
oped a potentially war-winning tac-
tic. In late 1967, however, Gen.
William Westmoreland ordered the
marine pacification program shut
down to free maneuver battalions
for his upcomingbattle of Khe Sanh.
Those who put a great deal of stock
in military stereotypes will have
difficulty explaining a situation in
which the USMC is forced, by an
army commanding general, to give
up a program of local security and
development to return to a policy of
attritional warfare.

Some mention should also be
made of the 23rd “Americal” Divi-
sion. This was a lashed-together
division, hastily assembled from
odds and ends, and its makeshift
formation was indicative of the
extent to which manpower de-
mands were beginning to strain
the US Army’s ability to respond.
The most recent arrival was the
poorly trained and equipped 11th
Infantry Brigade (Light), which
had arrived in December of 1967,
less than two months before the
onset of Tet-68. Noted Vietnam
historian Shelby Stanton would
later describe some elements of
this brigade as “little better than
organized bands of thugs, with
the officers eager participants in
the body-count game.” In March of
1968, elements of this brigade
committed a string of atrocities in
Quang Ngai Province, of which
the best known is the My Lai
Massacre.

TR A
NATIONAL
LIBERATION FRONT
(VIET CONG)

The original cadre of the armed
units of the National Liberation
Front was drawn from the Viet
Minh, who had defeated the
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Frenchinthe First Indochlna War.
The term Viet Minh was highly
respected throughout Vietnam,
and so the government in Saigon
decided very early in the war that
an alternative term was required.
The term they invented was Viet
Cong, an abbreviated version of
the Vietnamese language term for
Vietnamese Communist. For much
of the war the NLF soldiers con-
tinued to think of themselves as
Viet Minh.

The Viet Cong had taken a severe
beating during 1967. The frequent
US offensive operations against vi-
tal base regions, such as the Iron
Triangle, War Zone C, and the Ia
DrangValley, had led to anumber of
bloody confrontations. More impor-
tantly, the massive relocation of the
Vietnamese population from the
countryside to the cities was dra-
matically eroding the Viet Cong’s
recruiting base.

That notwithstanding, a large
number of VC local force battalions
during the last half of 1967 had
made the march to Cambodia where
they traded in their obsolete weap-
ons for new AK-47s, light machine-
guns, and B-10rocketlaunchers. As
Tet approached, the VC was stron-
gerin well-equipped combat battal-
ions than it had been a year earlier.
The difficulty was that these battal-
ions represented the VC’s last ma-
jor reserves outside the cities.

Morale among VC units was
high going into Tet, however. Al-
though the long, grinding defen-
sive battles of the previous year
had hurt morale, the prospect of a
countrywide offensive to liberate
the cities was heady stuff. And a
violent offensive, despite the high
casualties expected, was prefer-
able to the protracted war of attri-
tion they had been fighting.

The following listing shows iden-
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tified Viet Cong battalions and regi-
ments in each of the Corps zones

and lists which cities they attacked
during Tet-68.

Viet Cong Order of Battle

I Corps (19 maneuver battal-
ions)

1st VC Regiment: Chu Lai area

2nd VC Regiment: Quang Ngai
province

52nd VC Regiment

416 VC Regiment: Hue

814th VC Regiment

10 VC Sapper Battalion: Quang
Tri

12 VC Sapper Battalion: Hue

Hue City VC Sapper Battalion:
Hue

II Corps (16 maneuver battal-
ions)

52nd VC Regiment

70th VC Regiment

165AVCRegiment: TuyHoaarea,
1967

40 VC Sapper Battalion: Pleiku

15H VC Local Force Battalion:
Pleiku

145 VC Battalion: Dalat

186 VC Battalion: Dalat

301E VC Local Force Battalion:
Ban Me Thuot

482 VC Local Force Battalion:
Phan Thiet

840 VC Main Force Battalion:
Phan Thiet

III Corps (36 maneuver bat-
talions)

101 VC Regiment: War Zone C,
1967

271 VC Regiment (5th VC Divi-
sion): Saigon

272 VC Regiment (5th VC Divi-
sion): War Zone C

273 VC Regiment (5th VC Divi-
sion): Saigon

274th VC Regiment (9th VC Divi-
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sion): Long Binh

275th VC Regiment(9th VC Divi-
sion): Long Binh

C-10VC Sapper Battalion:Saigon

U-1 VC Local Force Battalion:
Long Binh

1 VC Local Force Battalion:
Saigon

2 “Go Mon” VC Local Force Bat-
talion: Saigon

3 “Di An” VC Local Force Battal-
ion: Saigon

4 “Thu Dac” VC Local Force Bat-
talion: Saigon

5 “Nha Be” VC Local Force Bat-
talion: Saigon

6 VC Local Force Battalion:
Saigon

D16 VC Battalion: Tan Son Nhut
Airbase (Saigon)

56 VC Battalion: Saigon

101 VC Battalion: Saigon

211 VC Battalion: Song Be

212 VC Battalion: Song Be

238 VC Local Force Battalion:
Long Binh

267 VC Battalion: Tan Son Nhut
Airbase (Saigon)

268 VC Battalion: Saigon

506 VC Battalion: Long An
Province, 1967

508 VC Battalion: Saigon

IV Corps (27 maneuver bat-
talions)

D1 VC Regiment

D2 VC Regiment

D3 VC Regiment

DT1 VC Regiment

DT2? VC Regiment

DT3? VC Regiment

261 VC Battalion: My Tho

263 VC Battalion: My Tho

306 VC Battalion: Vinh Long

308 VC Battalion: Vinh Long

514 VC Battalion: My Tho

516 VC Battalion: Truc Giang
(near My Tho)

518 VC Battalion: Truc Giang
(near My Tho)

Tet

‘ 3 5
857 VC Battalion: Vinh Long

NORTH VIETNAMESE ARMY
(NVA)

Most of the NVA was not com-
mitted to the south at this time.
About 50,000 men were in South
Vietnam and another 20,000 were
in Laos, while nearly 400,000 re-
mained under arms in the north.
A number of the NVA divisions
committed to the south were badly
understrength, as well, having
been severely mauled during the
“big battles” of 1967. As a result,
many NVA divisions would take
no active partin the battles of Tet-
68, but would remain in reserve in
sanctuary areas, ready to exploit
sudden or unexpected successes
or deal with major reverses.

The following NVA order of battle
has been assembled from a number
of different sources, and parts of it
are at best tentative. It should indi-
cate to players, however, the basis
for many of the ratings provided in
the game.

NVA Order of Battle

I Corps (46 maneuver battal-
ions)

2 NVA Division (3, 21 Regiments)

The 2nd NVA Division had been
active in the I Corps area since
1966. It was based in the Phuoc
Ha Valley area west of Chu Lai
and clashed repeatedly with ma-
rines and elements of Task Force
Oregon (later the 23rd “Americal”
Division) throughout 1967. Al-
though depleted by combatin late
1967, the division attacked Da
Nang during the Tet-68 Offensive,
spearheaded by the 402nd NVA
Sapper Battalion.

5 NVADivision (4,5, 6 Regiments)

All three regiments of the 5th

NVA Division were committed
against Hue during the Tet-68 Of-
fensive. The 4th and 6th Regiments
were committed early and the 5th
was later slipped in through Allied
lines to reinforce the city defenders.

304 NVA Division (66, 101D Regi-
ments)

The 304th NVA Division had a
long and proud history, havingbeen
one of the divisions which fought
and defeated the French at Dien
Bien Phu. Its appearance near Khe
Sanh shortly before the onset of Tet-
68 attracted considerable attention
to the area.

320 NVA Division (48, 64 Regi-
ments)

The 320th NVA Division re-
mained in reserve in the DMZ area
throughout Tet-68, but was com-
mitted to combat by midyear, and
was available throughout the pe-
riod of the game.

324B NVA Division (90, 812, 716
Regiments)

This division was first committed
to combat in 1966 when it infil-
trated across the DMZ andlaunched
a series of attacks against Quang
Tri province. USMC units experi-
enced intense combat against the
division throughout 1967, and the
division’s 810th Regiment spear-
head the attack on Quang Tri City
in Tet-68. Other elements of the
division were used to reinforce the
Hue defenders.

325C NVA Division (29, 95, 101
Regiments)

This division was another crack
NVA formation committed to the
siege of Khe Sanh. Unlike the 304th,
the 325th C had been present in the
area since 1967.

402 NVA Sapper Battalion

This battalion was involved in
the attack on Da Nang in Tet-68,
where it was attached to the 2nd
NVA Division.
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II Corps (33 maneuverbattal-
ions)

1 “Yellow Star” NVA Division (32,
52, 174 Regiments)

This division was active in the
western part of the central high-
lands from 1965 with the 32,33, and
66 NVA regiments. By 1967 the
33rd Regimenthad been sentsouth,
replaced by the 174th. The division
was badly mauled in 1967 during
the fighting in the Ia Drang Valley
campaign and the battles near
Kontum and Dak Tb, and was forced
back into Laos and Cambodia. At
that time the 66th Regiment was
sent north to join the 304th NVA
division, and was replaced by the
52nd Regiment. The division re-
mained near the border throughout
the Tet-68 Offensive and in 1969
was shifted south to War Zone C in
the IIT Corps Region.

3 “Yellow Star” NVA Division (12,
18, 22 Regiments)

The division was active south of
Chu Lai in Binh Dinh province from
1966. It was badly mauled in Op-
eration Pershing in 1967 and did
not play a significant role in Tet-68.

10 NVA Division (24, 95B Regi-
ments)

Theregiments ofthe division were
active in the central highlands from
1966, but asindependent units. The
division itself was not formed until
early 1967, and was then badly
mauled in the fighting in the Ia
Drang Valley. The division was split
up for the Tet-68 fighting, with the
24th Regiment hitting Kontum and
the 95th B Regiment hitting Tuy
Hoa.

28 NVA Regiment

A separate regiment active in the
central highlands area after the Tet-
68 Offensive. Its location in 1968 is
uncertain.

33 NVA Regiment

Originally a component of the

1st NVA division, 33 NVA Regi-
ment saw action against US forces
in the central highlands as early
as 1965. The regiment became in-
dependent in 1967 and supported
the attack on Ban Me Thuot dur-
ing the Tet-68 Offensive. By Au-
gust of 1968 the regiment had
shifted south and was used to re-
inforce the battered 9th VC Divi-
sion.

44 NVA Sapper Regiment

A separate regiment active in the
central highlands area after the Tet-
68 Offensive. Its location in 1968 is
uncertain,

406 NVA Sapper Battalion

This battalion assisted VC units
in the attacks on Kontum during
Tet-68.

T Corps (20 maneuver bat-
talions)

7 NVA Division (88, 141, 320
Regiments)

This division’s regiments were
active along the Cambodian border
at least from 1967, and perhaps
earlier. The 88th Regiment was in-
volved in the fighting near Song Be
in October of 1967, but the division
remainedin reserve throughout Tet-
68.

2 NVA Regiment

A separate regiment active in the
centralhighlands area after the Tet-
68 Offensive. Its location in 1968 is
uncertain.

18B NVA Regiment

A separate regiment active after
the Tet-68 Offensive. Its location in
1968 is uncertain.

86 NVA Regiment

A separate regiment active after
the Tet-68 Offensive. Its location in
1968 is uncertain.

165 NVA Regiment

A separate regiment active after
the Tet-68 Offensive. Its location in
1968 is uncertain.
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Politics of Tet

All wars are political in their
causes and goals, and Vietnam was
noexception. Because of some of the
unusual aspects of the war and its
reporting, however, Vietnam was a
more obuviously political war than
most, and many accounts of it are as
influenced by the politics of the war
as was the war itself.

e
THE POLITICS
OF ATTRITION

The fundamentally political na-
ture of the war was, if anything,
reinforced by the decision of the
United States Army, in the person of
Gen. William Westmoreland, tofight
the war as a battle of attrition.

Attrition can provide a clear-cut
military victory only when it can
seriously reduce the actual capacity
of the enemy to resist. Failing that,
it can only succeed by sapping his
will toresist, an essentially political
objective. Could attritionin Vietnam
have achieved a physical, asopposed
to political, victory in Vietnam?
Probably not, as was recognized as
early at late 1965.

The base analysis was provided
by Lt. Gen. Victor Krulak, USMC,
then commanding general Fleet
Marine Force Pacific. He calculated
that the North Viethamese and the
Viet Cong had a combined available
manpower pool of roughly 2.5 mil-
lion men. Although he considered
the current published “kill ratio” of
2.6—1 to be optimistic, for purposes
of argument he accepted it and con-
cluded that it would cost 10,000
American dead and 165,000 South
Vietnamese dead “to reduce the
enemy [manpower] pool by only a
modest 20 percent.” His conclusion
was that attrition was, ultimately,

Tet

Hanoi’sbest strategy, not the United
States’, because the tremendous
casualties the United States would
suffer would “erode our national
will and cause us to cease our sup-
portofthe government of Vietnam.”
His argument proved to be amaz-
ingly prophetic.

If anything, the numbers were
even more unfavorable to the US
for a strategy of attrition. By the
eve of the Tet-68 Offensive, the
North Vietnamese Army had a
total of 450,000 men under arms
of whom only 70,000 were active
in the south. An estimated 200,000
men came of military age annually.
Although the army had adminis-
tered heavy casualties in 1967,
clearly the North could continue
the war, from a purely material
point of view, for years, perhaps
decades. The question was rather
its willingness to do so, not its
ability. And there was never any
genuine sign of a faltering in the
NVA’s resolve to continue the war.

Nevertheless, Gen. Westmore-
land insisted on pursuing an
attritional strategy. Soon after
American troops were introduced
to combat, the war became essen-
tially a killing game, the outcome of
which would be determined when
one or the other of the belligerents’
will to fight gave out. Viewed in
these terms, Tet-68 was clearly the
decisive battle of the war in that it
broke the will to fight of the United
States leadership.

There had already been consid-
erable erosion in the willingness of
thecivilian leadership of the United
States tocontinue to pursue the war
along the current lines. Robert
McNamara, the secretary of defense
who had originally urged commit-

ment of ground troops and who had
presided over the creation of several
different operational plans for pur-
suing the war had, by 1967, become
convinced that the war was
unwinnable and had urged both a
cessation of bombing of the north
and the opening of negotiations for
a termination of hostilities.

At that time President Lyndon
Johnson was convinced that a
genuine victory was still attainable,
a view supported not only by the
military high command, bupalso by
his secretary of state, Dean Rusk, a
tough andexperienced Cold Warrior.
In Johnson’s own words, “The one
man in this war I never need to
worry about is Dean Rusk. He’s as
tough as a Georgia pine knot.” As a
result, McNamara was shunted
aside to head the World Bank and
was replaced by Clark Clifford, an
enthusiastic hawk.

By early March, the Tet-68 Of-
fensivehad changed all of that. Rusk
himself was then advocating a
bombing halt and a negotiated
withdrawal. Clark Clifford, just
taking office as secretary of defense,
had alsoalmost completely changed
direction. His orientation to the of-
fice had included a thoroughgoing
review of the record of the US con-
duct of the war, all conducted with
the thunder of Tet-68 as an ominous
backdrop. By the end of March the
administration was nearly unani-
mous in its belief that a military
solution was beyond the capability
of the United States.

On March 22, 1968 President
Johnson announced Westmore-
land’s appointment as army chief of
staff. The strategy of attrition was
dead, and its architect was being
kicked upstairs. On the 31st of
March Johnson announced a uni-
lateral bombing halt, his desire to
negotiate with Hanoi, and his in-
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tention not toseek reelection. Inavery
real sense, that date marked the be-
ginning of the end ofthe Vietnam War.

e T
THE POUITICS
OF THE CITIES

Prior to Tet-68, very little fighting
had taken place in the cities. The VC
had expended most of its effort in
organizing the rural peasantry, and
this had been its principal base of
strength. As the South Vietnamese
population was increasingly relocated
to urban areas, however, traditional
VCrecruitingsources began todryup.
At the same time, the Saigon govern-
ment was able to point to the security
ofthe urban areas as added incentive
for the remaining rural population to
relocate.

Thus, the first reason for assault-
ing the cities in Tet-68 was to dispel
the illusion of urban security. If
fightingbroke outincities thelength
and breadth of the country, it would
prove that no part of the country
was safe from the NLF.

The second reason was also related
totherelocation ofthe population from
the countryside to the cities. Many
Viet Cong sympathizers had been re-
settled in cities, and both Hanoi and
the NLF leadership calculated that a
countrywide offensive would cause
these sympathizers to join in a na-
tional insurrection. That this insur-
rection failed tomaterializeshows that
neitherside hadamonopolyon political
miscalculation.

It is further evidence of Hanoi’s
ability to badly misread the politi-
cal opportunities offered by the of-
fensive that there was apparently
little thought given to the impact on
US public opinion of such an attack.
As NVA Gen. Tran Do would later
observe, “We didn’t achieve ourmain
objective, which was to spur upris-
ings throughout the south.... As for
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making an impact in the United
States, it had not been our inten-
tion—but it turned out to be a for-
tunate result.”

In fact, the political impact on the
United States of the city battles was
profound. Although there had been
tremendous damage inflicted on the
Vietnamese countryside by the war,
the American people had witnessed
very little of it prior to Tet-68. During
the month of the offensive, particu-
larly during the fightingin Saigon and
latter the stubborn battle for Hue, the
American public saw the country it
thought it was protecting being sys-
tematically destroyed. For many, the
irony of the war was brought home
with unintentional eloquence by an
American major’s description of the
battle of Ben Tre in the Mekong River
Delta: “It became necessary todestroy
the town to save it.”

AL S T T
THE PRESS AND POLITICS

Few discussions of the politics of
Tet-68 are complete without com-
ment on the role of the American
press. Certainly the prevailing view
among many is that the seeds of
American defeat lay in biased re-
porting of the war by an antiwar,
liberal press establishment, which
led to widespread public dissatis-
faction with the war, which in turn
finally forced the political leadership
to concede defeat. The facts, how-
ever, do not bear this view out.

It is true that the reporting of the
war eventually provoked a tremen-
dous public reaction. However, it is
also true that reporting of the war was
almost universally supportive of the
military and its role in Southeast Asia
uptotheopeningof Tet-68itself. While
reporting changed afterthatdate,and
American public support for the war
eroded rapidly, the collapse of support
by the political leadership of the coun-

try took place at the same time, not
afterward. The very timing of the
change in view of the administration
almost certainly showsit to have been
caused by the events of Tet-68 itself,
not by the reporting of those events, or
even public reaction to them.

If anything, the tendency of the
press to accept the pronouncements
of the military without serious
challenge before Tet-68 may have
contributed more to the collapse of
public support for the war than did
the more challenging reporting
which took place later. 1967 had
been a year of big battles: Cedar
Falls, Junction City, the Ia Drang
Valley, and many more. Many of
these had been costly battles, but
they had, almost withoutexception,
been reported as successes. Cer-
tainly the US Army ended in pos-
session of the battlefield, and with a
clear edge in “kill ratio,” two classic
measures of military success.

As aresult, by the end of the year
Westmoreland was announcing a
“light at the end of the tunnel.” On
November 21, 1967, he said, “We
have reached an important point
when the end begins to come into
view.” 1967 had dealt a crushing
blow to the Viet Cong and NVA.
Althoughtheyremainedin the field,
their capacity for offensive action
had been destroyed, he argued. The
US Army was nearly ready to begin
amopping-up phase ofthe war which
would soon lead to a phased with-
drawal of US forces, their mission
complete.

Had these remarks and support-
ing analysis not been as widely and
as credibly reported, it is likely that
the countrywide Tet-68 Offensive
would not have come as such a psy-
chological body blow. As it was,
Walter Cronkite spoke for many
Americans when, at the height of
Tet-68, he exclaimed, “What the
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hell’s going on here? I thought we
were winning this war!”

Rather than dispelling this view
of defeat, Westmoreland did much,
unintentionally, to add to it. On
January 31, shortly after the US
embassy compound had been
cleared, Westmoreland gave a press
conference, standing among the
bodies of the VC sappers and US
MPswhohad diedin the briefbattle
there. In it he offered the amazing
observation that the attacks going
on throughout the country were not
amajor offensive at all, but rathera
diversion to draw US troops away
from Khe Sanh, where the real main
effort would come.

The senior military leadership
had been unable to forecast a major
offensive, had even denied that the
enemy had the capability to launch
one. Now, Westmoreland demon-
strated his inability to recognize it
while it was in progress.

Once the offensive was over,
Westmoreland was quick to point out
the massive scope of the Allied mili-
taryvictory. InMarch of 1968, however,
after declaring Tet to have been an
American victory of unprecedented
scope, he called for the immediate
mobilization of the reserves and ship-
ment of an additional 206,756 men to
Vietnam. These blunders during and
after the offensive filled in the details
of a picture, then becoming increas-
ingly clear, ofappallingly incompetent
military leadership, capable of aston-
ishing self-delusion. This was not a
picture invented by the press; it was
the logical result of any objective and
dispassionateexaminationofthe facts.

American servicemen were often
disturbed by the reporting of the
Tet-68 battles as an American de-
feat, when they were surrounded by
the evidence of a stunning battle-
field victory. At a cost of 4000 Ameri-
can and perhaps 8000 South Viet-

Tet

namese dead, between 40,000 and
50,000 VC and NVA soldiers had
been killed. The Viet Conghad been
all but destroyed as a combat force
and would never be rebuilt except
by massive infusions of North Viet-
namese recruits.

Nevertheless, it had been a de-
feat. The shocking violence of the
offensive, its demonstration that
neither the Viet Cong nor the NVA
had lost their will to fight or their
offensive capacity, the clear proof
that even the largest cities of Viet-
nam werenotimmune totheravages
of the war, all underscored the
bankruptcy of US military strategy
and policy in Vietnam. American
servicemen successfully carried out
every task assigned to them by their
superiors; it was never their fault
that their superiors were unable to
devise war-winning tasks for them
to perform.

T RSN TR
THE POLITICS
OF RECONCIUATION

Americans are, by nature, a gen-
erous and good-hearted people. But
they are also a very proud people.
Our generosity and good-hearted-
ness have always led us to quickly
forgive the enemies we have de-
feated. Perhaps nonation is history
has been as open-handed and far-
sighted with its former foes as we
have been, and it has historically
proven to be both to our credit as a
people andourlong-term advantage
as a nation.

However, our pride makes it
harder to forgive a foe whom we
have not beaten, and that has hin-
dered our reconciliation with the
people of Vietnam, perhaps to a
greater degree than any supposed
ideological barriers to normaliza-
tion of relations. As of this writing it
1s 23 years since the opening of the

Tet Offensive. Consider for a mo-
ment what our relations were with
Germany and Japan 20 years after
the end of World War II. By then,
1965, both were valued allies.

Although there has been less of a
tendency to accept and admire the
courage of the adversary following
the Vietnam War than in other con-
flicts, that tendency has not been
absent altogether. Not surprisingly,
it is often the warriors who set the
example for civilians in healing the
wounds ofa war. In mid-1968, in the
aftermath of Tet, the First Brigade
of the 5th Infantry Division (Mech-
anized) was deployed to Vietnam
and fought a tough campaign
against elements of the 5th and 9th
VC divisions (which by then con-
tained sizable numbers of NVA re-
placements). The commanderofthe
brigade, Col. Duquesne Wolf, de-
scribed the campaign in his book
The Infantry Brigade in Combat.
His dedication of the book is worth
quoting here in full.

To all the members of the 1st In-
fantry Brigade (“Lancers”)

And

Their teammates of the 25th In-
fantry Division (“Tropic Lightning”)
whoseteamwork, fighting spiritand
heroic gallantries triumphed in all
the battlesduring the third VC/NVA
offensive, August of 1968

And

To the honored foe, 5th VC/NVA
and 9th VC/NVA Divisions, who
foughtwith fiercedeterminationand
great valor

And

To each, friend and foe alike, a
common soldier’s glory in the eyes of
his country and in God’s blessings of
peace evermore.
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Lowland  City
Sanctuary Highland Delta Lowland City

3-1 4-1 5-1+
OR" ' OR: ~OR
OR77OR 708

OR OR

OR: Overrun H: Hit M: Miss

Event DP Award
South Vietnam
Combat factor lost* +1
City bombed +DP=Political Value
City in insurrection +DP=Political Value
City secured** —DP=Political Value
United States
US combat factor lost +1
Australian combat factor lost +2
Korean combat factor lost +%
City bombed +DP=Political Value
City in insurrection +DP=Political Value
6 VC/NVA factors lost -1
Viet Cong
Combat factor lost +1
City in insurrection** —DP=Political Value
North Vietnam
Combat factor lost +1

*Ruff-Puffs, rangers and Mike Force units do not count.
**These awards are made only at the time the city goes into insurrec-
tion or is secured, not each turn in which it remains in that state.
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