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Place card on top of draw deck on top of
discard deck
Turn over top card of draw deck

Is top card of
discard deck Coup?

Was it 2nd

Coup card in a
row?

Yes

Yes

Check for Victory:
US: [Total Support] + [US Troops available] + [US Bases available] > 50
NVA: [Total Population in NVA control] + [NVA bases] > 18
ARVN: [Total Population in COIN control] + [Patronage] > 50
VC: [Total Opposition] + [VC Bases] > 35

Highest Victory
margin wins

Province and City control:
COIN Control if ([US pieces] + [ARVN pieces]) > ([NVA
pieces] + [VC pieces])
NVA Control if [NVA pieces] > [all other Faction pieces]

Place Sabotage marker on each LoC where:
[Guerrillas] > [COIN pieces] or
adjacent City w/out COIN control

Max of 1 Sabotage
marker per LoC
Limited by no. of
markers, VC chooses

+ [ARVN Resources] = 15 - [Econ value of LoCs w/ Sabotage]
+ [ARVN Resources] = [Aid]
Adjust Econ to un-Sabotaged Econ
+ [NVA Resources] = [NVA Bases in Laos] + [NVA Bases in
Cambodia] + 2x [Trail]
+ [VC Resources] = [VC bases]
- [Aid] = 3x [pieces in Casualties]

Max Resources of
any faction = 75

US, then ARVN Pacification:
<= 4 Provinces/Cities w/:

COIN control and
Police and
Pacifying faction Troops

Cost = 3 Resources per space:

Does space have
Terror marker?

Remove Terror
marker

Move Support 1 level
toward Active Support

Adjust [Support +
Avail]

Yes

No

VC Agitation:
<= 4 spaces w/no COIN control
Cost = 1 Resource per Terror marker
removed or Support level changed

Does space have
Terror marker?

Remove Terror
marker

Move Support 1 level
toward Active Opposition

Adjust [Oppose +
Bases]

Yes

No

Is any Laos or
Cambodia space

COIN-controlled?

All Factions  Eligible
Remove markers:

Terror
Sabotage

Momentum cards to discard pile
All Guerrillas go underground
All Irregulars and Rangers go
underground

No Victory

Tie-breakers:
Non-player Faction
VC
ARVN
NVA

No

Key

Rule

Exception

Test

Adjacent:
Spaces that border one another
Departments separated by LoCs
LoCs or Departments separated
by Towns

Support/Opposition of/to Saigon
regime in Cities and Provinces:

Active Support
Passive Support
Neutral
Passive Opposition
Active Opposition

Always Neutral (no marker):
LoCs
Departments w/
Population = 0

[Total Support] =
2x [Population in Active Support] + 1x
[Population in Passive Support]

[Total Opposition] =
2x [Population in Active Opposition] + 1x
[Population in Passive Opposition]

Negotiations:
Must be open
NVA and VC may only
transfer Resources

Only to or from active
player

Available = in
holding boxes

Players pay for
Operations space
by space as they go

Follow card
instructions

Is current Coup
card ‘Failed
Attempt’?

Place ‘Failed Attempt’ under
previous Coup card(s)

Are any Coup
cards in RVN
Leader box?

Yes Yes

Place current Coup card
in RVN Leader box

NoNo

-1 to TrailYes

Max 2 shifts/space

US may not spend ARVN Resources
if [ARVN Resources] <= [Econ]

Max 2 shifts/space

Final Coup
round?

Yes

In Laos and Cambodia:
US Troops -> Out of Play
Other US pieces -> Available
ARVN pieces -> Available

ARVN pieces in Laos and Cambodia ->
Available
Must move ARVN Troops from:

LoCs or
Provinces w/out COIN Base

To
City w/out NVA control or
Space w/COIN Base or
Saigon

May move Police to:
LoCs or
COIN-controlled spaces in South
Vietnam

NVA may move NVA Troops from
anywhere on map to any spaces w/
NVA Bases

Adjust COIN and NVA control
Adjust [NVA + Bases]
Adjust [COIN + Patron]

Check Victory margin:
US: [Total Support] + [US Troops available] + [US Bases available] - 50
NVA: [Total Population in NVA control] + [NVA bases] - 18
ARVN: [Total Population in COIN control] + [Patronage] - 50
VC: [Total Opposition] + [VC Bases] - 35

Commitment
1 of every 3 US Troops in Casualties -> Out of Play
US Bases in Casualties -> Out of Play
All other US pieces in Casualties to Available
May move <= 10 US Troops and <= 2 US Bases
from or to:

US Available and/or
COIN-controlled spaces and/or
Saigon

Adjust:
[COIN + Patron]
[NVA + Bases]
[Support + Avail]

No

Is [Trail] =
0?

Trail -> 1Yes

Is [Trail] =
4?

Trail -> 3No Yes

No

No

Highest Victory
margin wins

Tie-breakers:
Non-player Faction
VC
ARVN
NVA

Did > 1 faction
reach Victory
conditions?

Yes



In symbol order,
top of card in
discard deck:

Faction in Eligible
box?

That Faction
does nothing

No

Does 1st Eligible Faction on
top of card in discard deck

want to:
Play Event
Do Operation (only)
Do Operation w/
Special Activity or
Pass?

Yes

Operation (only)
Mark spaces selected w/black pawns
May remove own pieces to Available
if no available forces

Go underground

Limited Operation
May remove own pieces to
Available if no available forces

Go underground
Operation in just 1 space

Limited Operation
May remove own pieces to
Available if no available forces

Go underground
Operation in just 1 space

Pass
+3 ARVN Resources (COIN)
+1 Resource (NVA, VC)
Eligible for next card

Event
May remove own pieces to Available
if no available forces

Go underground

Event
May remove own pieces to
Available if no available forces

Go underground

Operation w/Special Activity
Mark spaces selected for Operations
w/black pawns
Mark spaces selected for Special
Activities w/white pawns
May remove own pieces to Available if
no available forces

Go underground
Operation or Special Activity may
come first, or during the other

Operation w/Special Activity
Mark spaces selected for Operations w/black pawns
Mark spaces selected for Special Activities w/white pawns
May remove own pieces to Available if no available forces

Go underground
Operation or Special Activity may come first, or during the other

Pass
+3 ARVN Resources (COIN)
+1 Resource (NVA, VC)
Eligible for next card

Pass
+3 ARVN Resources (COIN)
+1 Resource (NVA, VC)
Eligible for next card

Pass
+3 ARVN Resources (COIN)
+1 Resource (NVA, VC)
Eligible for next card

Factions that executed
Operation or Event  Ineligible
Other Factions  Eligible

Did last Eligible
Faction Pass?

Next Eligible Faction on top of
card becomes 1st Eligible Faction

No Yes

Next Eligible Faction on top of
card becomes 2nd Eligible Faction

Next Eligible Faction on top of
card becomes 2nd Eligible Faction

Next Eligible Faction on top of
card becomes 2nd Eligible Faction

Did last Eligible
Faction Pass?

Did last Eligible
Faction Pass?

Did last Eligible
Faction Pass?

No

No

No

Does 2nd Eligible
Faction want to:
do Limited
Operation or
Pass?

Does 2nd Eligible
Faction want to:
do Limited
Operation or
Event or
Pass?

Does 2nd Eligible
Faction want to:
do Operation w/
Special Activity or
Pass?

Limited
Operation

Limited
Operation

Event

Pass

Operation w/
Special Activity

Pass

Operation (only)

Operations w/
Special Activity

Event

Pass

Yes

Yes

Yes

Not if pieces unavailable
Remove instead of replace if
replacements unavailable

No COIN forces in North
Vietnam
Max 2 bases of all Factions in 1
Province or City
No bases in LoCs
No Aid > 75
No Resources > 75
No Patronage > 75
Not if Operation unavailable to
that Faction
Not if Special Activity unavailable
to that Faction

Was
‘Capabilities’
Event used?

Place corresponding marker in
Capabilities box

Effects last for rest of game

Was
‘Momentum’
Event used?

Place card in viewYes Yes

May not remove own pieces to
Available if no available forces:

US Bases
US Troops

May replace current Event w/own
Pivotal Event if:

Faction eligible and
Pre-conditions (in red) met and
1st Eligible has not yet acted and
Next card is not Coup

May be trumped by another Pivotal Event if:
Trumping faction eligible and
Pre-conditions (in red) met and
1st Eligible has not yet acted and
Next card is not Coup

Must still pay Cost even if “Free”:
Pacification
Trail improvement
Agitation
Attack via Ambush

May not remove own pieces to
Available if no available forces:

US Bases
US Troops

May not remove own pieces to
Available if no available forces:

US Bases
US Troops

May not remove own pieces to
Available if no available forces:

US Bases
US Troops

VC may trump any other Faction
ARVN may trump US or NVA
NVA may trump US
Trumped card returned to owner

Is there a 2nd

Eligible Faction?
Yes

Pass

Is there a 2nd

Eligible Faction?
Yes

Is there a 2nd

Eligible Faction?
Yes

No

No



Max 2 bases of all
Factions in 1
Province or City

Patrol (US, ARVN Operation):
Cost = 3 Resources (ARVN)
Cost = 0 (US)
Move any no. of Troops and/or
Police to adjacent LoCs or Cities

May keep moving to adjacent
LoCs or Cities

Limited: single destination

Did Troop/
Police enter

space w/>= 1
NVA or VC

piece?

Troop/Police
must stop moving

Yes

Sweep (US, ARVN Operation):
Cost = 3 Resources per destination
space (ARVN)
Cost = 0 (US)
Move any no. of Troops to adjacent
destination spaces

May 1st move to adjacent LoCs w/
out NVA or VC pieces
Must end in Cities or Provinces

Limited: single destination

No COIN forces in North Vietnam
US may not Patrol w/ARVN pieces
ARVN may not Patrol w/US Troops

No COIN forces in North Vietnam
Not on Event before Coup
May Sweep in place (move not required)
US may not Sweep w/ARVN Troops
ARVN may not Sweep w/US Troops

Jungle: activate 1 Guerrilla for every 2 of
your non-Base pieces in space:
Non-Jungle: activate 1 Guerrilla for each of
your non-Base pieces in space:

Assault (US Operation):
Cost = 0
Remove 1 NVA or VC piece:

Highland w/out US Base: per 2 US Troops in space
Non-Highland w/out US Base: per US Troop in space

Remove 2 NVA or VC pieces:
Space w/US Base: per US Troop in space

Limited: single space

Does space have
underground

NVA and/or VC
Guerrillas?

Remove in order:
NVA Troops
Active NVA or VC
Guerrillas

Yes

No

Activate 1 Guerrilla for each Troop/
Police in same LoC
May Assault 1 LoC (no cost)

Limited: must be in destination
LoC

No

Train (US Operation):
Cost = 3 ARVN Resources per space if
placing ARVN pieces
Place 1-2 Irregulars in:

Province w/US piece or
City w/US piece

Or, place 1-2 Rangers or <= 6 ARVN
Troops/Police in:

Province w/US Base or
City w/US Base

Limited: single space

In Saigon:
Transfer <= 3 Patronage to
ARVN Resources

No COIN forces in North
Vietnam
US may not spend ARVN
Resources if [ARVN
Resources] <= [Econ]

And

or

Pacification:
1 space w/COIN control
selected for Train

Does space have
Terror marker?

Remove Terror marker
Cost = 3 ARVN
Resources

Move Support toward Active Support
Cost = 3 ARVN Resources per
level shifted
Adjust markers:

Support + Avail
Oppose + Bases

Yes

No

Train (ARVN Operation):
Cost = 3 ARVN Resources per space
Place 1-2 Rangers or <= 6 ARVN
Troops/Police in:

Province w/COIN Base or
City

Limited: single space

Replace 3 ARVN Troops/Police
in 1 space w/ARVN Base

Cost = 3 ARVN Resources

No COIN forces in North
Vietnam
Not in space w/NVA control

And

or

Pacification:
1 space selected for Train w/:

COIN control and
ARVN Troop and
ARVN Police

Does space have
Terror marker?

Remove Terror marker
Cost = 3 ARVN
Resources

Move Support toward Active Support
Cost = 3 ARVN Resources per
level shifted
Adjust markers:

Support + Avail
Oppose + Bases

Yes

No

Assault (ARVN Operation):
Cost = 3 Resources per space assaulted
Remove 1 NVA or VC piece:

City or LoC: per 2 ARVN Troops/Police in space
Highland: per 3 ARVN Troops in space
Other Provinces: per 2 ARVN Troops in space

Limited: single space

Remove in order:
NVA Troops
Active NVA or VC Guerrillas
NVA or VC Bases

+6 to Aid for each Base
removed by ARVN

In 1 space just Assaulted:
May add ARVN Assault
Cost = 3 ARVN Resources

Does Base to be
removed have

Tunnel?

Roll die:
Was 4 - 6 rolled?

Remove Tunnel
marker (only)

Yes

Yes

US may not spend ARVN
Resources if [ARVN
Resources] <= [Econ]

Advise (US Special Activity):
In 1 - 2 spaces:

ARVN Sweep w/out movement or
ARVN Assault or
Activate 1 underground Irregular or Ranger

Remove 2 enemy pieces there
Bases last

Optional +6 to Aid

No COIN forces in North Vietnam
Not w/:

Sweep
Assault

Not in spaces selected for Train
No ARVN Sweep on Event before Coup
May not remove Tunneled Bases
Max Aid = 75

Air Lift (US Special Activity):
Move among any 4 spaces (i.e. >= 1
origin space, >= 1 destination space)

Any no. of US Troops and
1 - 4 total of:

ARVN Troops
Irregulars
Rangers

No COIN forces in North Vietnam
Max 2 destination spaces on Event
before Coup

Air Strike (US Special Activity):
In 1 - 6 spaces w/US or ARVN piece:

Remove <= 6 enemy pieces total
from selected spaces

NVA Troops before Guerrillas
Bases last

Shift each space 1 toward Active
Opposition

Optional -1 to Trail

Max 2 spaces on Event before Coup
May not remove:

Underground Guerrillas
Tunneled Bases

Govern (ARVN Special Activity):
In 1 - 2 COIN-controlled Provinces or Cities:
3x [Population] to Aid or
Transfer [Population] from Aid to Patronage

Shift space 1 toward Neutral

Not w/:
Sweep
Assault

Not in spaces selected for Train
Not in Saigon
Not in spaces w/out Support
Max Aid = 75
Max Patronage = 75
No transfer to Patronage unless:

([ARVN Troops] + [ARVN Police])
in space > [US Troops] in space

Transport (ARVN Special Activity):
Move from 1 space:
<= 6 Troops/Rangers
To adjacent LoC(s)

May continue movement along:
LoCs
Cities
into adjacent destination space

Flip all Rangers on map underground

Not into North
Vietnam

Did Troop/
Rangers enter
space w/>= 1
NVA or VC

piece?

Troop/Rangers
must stop moving

Yes

Raid (ARVN Special Activity):
In 1- 2 spaces:

Move adjacent Rangers there (underground/
active status remains)
May activate 1 underground Ranger
Remove 2 enemy pieces per activated Ranger

Bases last

Not into North Vietnam
Not w/Train
May not remove Tunneled Bases

Max 2 shifts

Max 2 shifts
US may not spend ARVN
Resources if [ARVN
Resources] <= [Econ]

Remove nothing

No



Rally (NVA Operation):
Cost = 1 Resource per Province or City
Limited: single Province or City

Does space
already have
NVA base?

Place 1 available NVA
Guerrilla or
Replace 2 NVA Guerrillas w/
1 NVA base

Max 2 bases of all Factions
in 1 Province or City

Place available NVA Guerrillas =
[NVA Bases there] + [Trail]

Yes or No

Yes

March (NVA, VC Operation):
Cost = 1 Resource per move to City or
Province
Cost = 0 Resource per move to LoC
Move friendly Guerrillas/Troops to
adjacent space (move as group)
Limited: single destination

Max 1 move per Guerrilla
Not on Event before Coup

Is destination
LoC or
Does destination
have Support and
Are [moving
pieces now there]
+ [COIN non-
Base pieces there]
> 3?

Guerrillas that moved
there become active

Yes

Not in spaces w/
Support

Attack (NVA Operation):
Cost = 1 Resource per space
Space has:

>= 1 NVA piece
>= 1 enemy piece

Limited: single space

Activate all NVA
Guerrillas in space

Roll die
Is [die roll] <=
[NVA Guerrillas
in space]?

Remove 1 or 2
enemy pieces

Bases last

Yes

Terror (NVA Operation):
Cost = 1 Resource per target City or Province
Cost = 0 Resource per target LoC
NVA Troop and/or underground Guerrilla in each space
Activate 1 NVA underground Guerrilla (if any) in each space
Limited: single target

Is target City/
Province or

LoC?

Place Terror marker
NVA: Shift Support 1
toward Neutral
VC: Shift Support 1 toward
Opposition

Max 1 Terror per City/
Province
Limited by no. of markers

City/Province

Place Sabotage
marker

Max 1 Sabotage per LoC
Limited by no. of markers

LoC

Ambush (NVA, VC Special Activity):
1 - 2 spaces selected for Attack or March,
w/>= 1 underground friendly Guerrilla
In each space, Attack succeeds (instead of
normal Attack procedure)

Activate 1 friendly Guerrilla
Remove 1 enemy piece

Bases last

May spend 2 Resources
to improve Trail by 1
(max 1x per Operation)

Rally (VC Operation):
Cost = 1 Resource per Province or City
Limited: single Province or City

Does space
already have VC

base?

Place 1 available VC Guerrilla or
Replace 2 VC Guerrillas w/1 VC base

Max 2 bases of all Factions
in 1 Province or City

Place available VC Guerrillas = [VC
Bases there] + [Population of space] or
Flip all VC Guerrillas in space
underground

Yes or No

Yes

Not in spaces w/
Support

Cost = 0 if:
NVA marching in or out of
Laos or Cambodia spaces and
[Trail] = 4

Was previous
destination space
in Laos or
Cambodia and
[Trail] > 0?

NVA may March again

Not if Limited Operation

Yes

Attack (VC Operation):
Cost = 1 Resource per space
Space has:

>= 1 VC piece
>= 1 enemy piece

Activate all VC Guerrillas
Roll die
Limited: single space

Is [die roll] <=
[VC Guerrillas in

space]?

Yes

Remove 1 enemy piece per 2
NVA Troops in space

Bases last

Or

US pieces removed to
Casualties
For each US Troop or
Base removed:

Attacker removes
1 attacking piece
from space

Terror (VC Operation):
Cost = 1 Resource per target City or Province
Cost = 0 Resource per target LoC
Activate 1 VC underground Guerrilla in each space
Limited: single target

Infiltrate (NVA Special Activity):
In 1 - 2 spaces w/:

NVA Base or
[NVA pieces] > [VC
pieces]

Not w:/
Attack
Terror

Place [NVA Troops] = [NVA
Bases] + [Trail]
Option to replace NVA Guerrillas
w/NVA Troops, 1: 1

NVA Base

Shift Opposition 1 toward neutral
Replace any 1 VC piece w/NVA
equivalent

[NVA pieces] >
[VC pieces]

Bombard (NVA Special Activity):
In 1 - 2 spaces w/:

>= 3 ARVN/US Troops or
ARVN or US Base and
>= 3 NVA Troops in or adjacent

Remove 1 US or ARVN Troop
US Troop to Casualties

Not w:/
Rally
Terror

Not unless space has >= 1
underground friendly Guerrilla
Do not remove friendly pieces if
US Troops removed
LoC: may remove enemy piece
from adjacent space instead

Tax (VC Special Activity):
In 1 - 4 spaces w/>= 1 underground VC
Guerrilla:

Activate 1 underground VC Guerrilla
+ to VC Resources:

[Econ] of space or
2x [Population] of space

Shift 1 toward Active Support

Not in space w/
COIN control

Subvert (VC Special Activity):
In 1 - 2 spaces w/:

>= 1 underground VC Guerrilla and
ARVN Troops/Police

Remove 2 ARVN Troops/Police or
Replace 1 ARVN Troop/Police w/1 VC Guerrilla
For every 2 ARVN Troops/Police removed or
replaced (total, not per space), -1 to Patronage

Not w/Attack


