Here are the rules that I used to play with.

--------------------------------------------------------------------------------
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The fllowing rules are taken from an article by Gary Hladik in Wargamer Magazine 

(date unknown)

Monsoon:

The playing map is divided into two climate zones.  The northeast monsoon zone 

consists of North Vietnam, I Corps, and Binh Dinh, Phu Yen, and Khan Hoa 

provinces. The northeast monsoon covers these areas in winter and spring.  The

rest of the map, including the Ho Chi Minh trail, is in the southwest monsoon

zone.  Monsoon penalties apply in summer and fall.  Hexes on the border between

the two zones belong to the northeast zone.

When an area is affected by a monsoon, the following penalties apply:

1. Add one to the mechanized movement cost of each type of terrain except roads.

2. For every three air points allocated to an operation or strategic airstrike, 

four air points are expended. For example, if the US Player sends 27 airpoints 

against the North in winter or spring, he must subtract 36 from his available

air points. (The US had many all-weather aircraft, but the rules of engagement 

ususally limited pilots to visual attacks).

3. For every three airmoblie points assigned to an operation, four are expended.

The entire operation isconsidered to be a monsoon zone if any unit, including 

the target, begins the first round in a monsoon zone.  Note that the US 1 Cav, 

101 Airborne Division, and 173 Parachute Brigade are still exempt from monsoon

limits on airlift.

ARVN Deployment:

11.1 An ineffective unit may cross a corps boundary only if returning to its 

superior corps zone. It may cross a national border only if returning to South 

Vietnam.

15.1 The Chief of Staff is also the "corops commander" for LAOS and Cambodia.

15.4 An ARVN unit outside its division's superior corps zone in the Unit Status 

Phase is automatically ineffective. If a Division's superior corps has changed

from the previous season, subtract 2 from the Division commander's printed 

effectiveness rating for that Unit Status Phase only.

Pacification:

7.6 Free-fire declarations last only until the end of the current Game Turn.

13.0 Captured Capial markers are removed at the end of each Game Turn.

13.0 Pacifcation modifiers are recorded at the end of each Game Turn in a 

season. In the Pacifiaction Phase, add the two figures, divide by two, then

round off (1/2 down, 3/4 up). The reuslt is the modifier for the province's

pacifiaction roll. 

Coups:

15.3 When rolling for a coup, subtract one from the dice roll for each

previous coup.

Offensives:

16.4 During an NLF offensivem only attacks in a city, town , or cultivated

hex count towards lowering U.S. morale.

US Reinforcements:

17.1 The US player may not expend more than 25 commitment points per season

unitl Summer 1966.

South Vietnamse Reinforcements:

17.4 U.S. purchase of ARVN supplies in limited to 3 (House Rule: 5) commitment

points per season until after the first NLF Offensive, or until South 

Vietnam's morale reaches 140. 

Sea Supply:

17.1 The US Player may never have more than five naval points.

17.5  Replace the VG's blockade procedure with the following:

The US Player rolls one die for each NVN commitment point allocated to sea 

supply. If the die roll is less than or equal to the number of US Naval

Points, that commitment point is lost. For each point that survives the

blockade, the NLF receives 10 supply points in South Vietnam.

The Ho Chi Minh Trail

17.6 At the beginning of the spring 1970 Seasonal Interface, reduce the optimal

status of the Ho Chi Minh Trail by one box.

Augmented NVA Units

17.6 The number of augmented NVA regiments and/or independent artillery units 

in south Vietnam (including border hexes) may never exceed three times the

current effective box number on the Ho Chi Minh Trail Track (Division HQs

don't count). Units in the IV Corps zone (including the III/IV Corps border)

count double against this limit.

Other House Rules:

Airmobile Movement

8.0 Units of the 173rd Parachute Brigade are permanently mobile.

8.0 Prior to Summer 1966, the US Player may have a maximum of 6 permanently

mobile Brigades on the map.  

ARVN Special Forces

11.4 The ARVN Special Forces is a Corps commanded by the Chief Of Staff, who is 

treated as a Corps Commander for all purposes. The first Chief of Staff must 

have an positive effectiveness rating.

When initially picking the Chief of Staff, ignore all picks which have an 

effectiveness rating <= 0.

The ARVN Special Forces consists of the ARVN Paratroop, Marine, and 1st 

Infantry Divisons.

The Cheif of Staff's sphere of influence consists of the entire map.

The Cheif of Staff also directly controls any non-divional units which lie 

within Saigon province. Divison with HQs in the Saigon Province are 

controlled by the Cheif Of Staff.

Pacification:

13.0 The last senetence of the "Modifications to the Pacification Die Roll"

is modified to read:  At the end of the second Game Turn only, each other hex 

containing any number of NLF units reduces the pacification roll by 1/2

[i.e. equivelent to a "Pacification modifier" of 1/2]."

Coups:

15.3. If there is a coup, the US Player may select one Corps Commander for 

replacement per 15.2.

US Reinforcements:

17.1 Commitment points spent on ARVN Recruting do not count against the 25 CP 

limit to US Expenditures prior to Summer 1966.

Campaign Scenarios

18.2 

1965-1975: The Battle For South Vietnam

Unit build costs

South Vietnam:

6 Replacement Points cost 1 personnel and 3 supplies.

1.1 The US player places the 173rd AirMobile Brigade in Bien Hoa (3062) in 

any deployment of his choosing.

