Hordes in the Nam (HITN):

Hordes of the ThingsTM Variant for

the 20th Century wars in Indochina
By Matt Kirkhart

Introduction
Hordes of the ThingsT M is arguably one of the most flexible rulesets for wargaming available.  Initially designed as a set for fantasy gaming, players have adapted the rules for traditional historical wargaming including the Colonial period, World War I and II, and Modern warfare.  The following is simply an extension of the flexibility of HOTT for wargaming the wars of the 20th Century in Indochina, specifically the French-Indochina War in the 1940’s through 1950’s, the American War in Vietnam in the 1960’s and 1970’s, along with the various border clashes throughout this period.  

The following is only a HOTT variant.  You will still need the HOTT 2.0 rulebook to play.

Some modifications and additions to the standard HOTT rules were needed to give a reasonable interpretation of warfare in Indochina, but the core of these rules is very consistent with HOTT.  Efforts were made to balance the typical HOTT rules against capturing as much as possible the period details that capture the nuances of warfare during this conflict.
Special thanks to Riccardo Affinati for his De Bellis Vietnam rules which inspired this HOTT variant.

Choice of Figure & Model Scale
HITN can be used with any scale of figure or model but is written for 15mm figures.  See “Army Composition” later for rules for putting together a force for play.

Army Size, Troop Representation, Playing Area & Ground Scale
The basic game is played with two opposing armies each composed of elements whose total cost equals 24 Army Points (AP).  This basic game is played on a 2’ x 2’ playing area.
The “Mass Battles” option in the HOTT rulebook will provide players with the option of either larger platoon-level actions or battalion-sized battles.  It is recommended that each side field 72 AP armies and use a 2’ deep x 4’ wide playing area.
Although HOTT does not have a troop scale or representation, it is recommended that players consider each foot element to be a squad or team and each vehicle to represent 1 or 2 actual vehicles for 24 AP games.  At the 24 AP army level, the general element is likely a Platoon HQ.  For 72 AP games, each foot element represents a platoon-sized unit, with vehicles being 3-5 actual vehicles.  The general element is a Battalion HQ.
One inch on the playing area represents approximately 100 feet for 24 AP per army games or 100 meters for 72 AP per army games.
Time Scale

Each complete turn represents approximately 10 minutes of real time for the 24 AP game and 20 minutes for the 72 AP game.
Troop Definitions
The following are the troop or element types used in game.  The nearest HOTT equivalent is also provided in parenthesis for reference although an exact correspondence between the HOTT and the HITN element is usually not exact.
Aerial troops are machines that move through the air and are therefore their movement is not typically constrained by terrain.

Airplane (Dragons):  Fighter or bomber aircraft that may be prop or jet powered.  In Vietnam their role in combat was primarily to support ground troops through aerial bombardment or strafing missions.

Helicopter (Airboats): Helicopters in HITN refer only to those armed flying vehicles that dropped troops into battle.  Although helicopters were used to move supplies and troops during all the wars in Vietnam, only during the American War were they used in combat to transport troops into the heat of battle.
Mounted troops include troops mounted on or in machines that move on the ground.
Armored Car or Armored Personal Carrier (Knights): Represent lightly armored wheeled or tracked vehicles usually armed with a machinegun (i.e. M8 Greyhound, M113).

Tank (Behemoths): Any heavily armored tracked vehicle armed with machinegun and cannon.  Tanks may be either the heavy or lighter tanks of the period.
Truck (N/A):  Generic term meaning any vehicle, usually wheeled, that is used to move troops and equipment.  Up to three foot elements may transported by a Truck element.

Foot troops include infantry, heavy weapons, and off-board heavy artillery.

Barrage (Gods):  Represents off-board heavy artillery that provides indirect fire artillery support.

Bazooka (Artillery):  Represents teams of foot armed with a bazooka, LAW, or RPG who can move about quickly and pack significant firepower.
Booby Trap (Lurker):  Represents the various types of booby traps and mines used during the conflicts as well as snipers.  At the scale of the game, Booby Traps will not cause an element to be removed from play, but they may greatly disrupt movement and coordinated action.
Civilians (N/A):  Represents civilians, peasants, and other non-combatants (see “Deployment” for information on how these elements are used in the game).
Guerrillas (Land Lurkers):  Foot of militia quality armed with often outdated small arms who use hit and run guerrilla tactics rather than conventional ones.  Examples include Local Force Vietcong , Local or early Viet Minh, local poorly trained troops allied with the French or Americans, Cambodians, etc.  This category can also be used to represent smaller groups of recon troops that are better trained and equipped but because of their small size fight like guerrillas.
Machinegun (Artillery):  Foot armed with a heavy machinegun or AA gun.
Main Force (Warband):  Foot armed with small arms who are well equipped but less trained or motivated than regulars.  Examples include Main Force VC, early Viet Minh regulars, some French Colonial troops, Montegnards, most ARVN units, etc.

Mortar (Artillery):  Foot armed with a mortar.
Recoilless Rifle (Artillery):  Foot armed with a recoilless rifle.
Regulars (Shooters):  Represents troops armed with small arms who are well-trained or motivated.  Most troops from the Western powers will fall into this category, i.e. CEFEO, US Infantry, Australians, etc., as well as the NVA and later Viet Minh regulars.
Sappers (Sneakers):  Foot armed with small arms and weapons such as Bangalore torpedoes, satchel charges, wire cutters, etc., whose purpose is to destroy structures, buildings, fortifications, and barbed wire obstacles.

Special Forces (Sneakers):  Foot armed with small arms highly trained as a counter-insurgence force.  Examples include the US Marines, Australian SAS, etc.
Basing

It is assumed that players will use 15mm figures so only those conventions are listed below.  All elements are assumed to be 40mm wide.

	Element Type
	Depth
	Number of Figures

	Airplane
	40mm
	1

	Armored Car
	40mm
	1

	APC
	40mm
	1

	Barrage
	40mm
	1

	Bazooka
	20mm
	2 figures, one with the weapon

	Booby Trap
	20mm
	1

	Civilians
	20mm
	2

	Helicopter
	40mm
	1

	Guerrillas
	20mm
	2

	Machinegun
	30-40mm
	2 figures + 1 weapon

	Main Force
	30mm
	3

	Mortar
	30-40mm
	2 figures + 1 weapon

	Recoilless Rifle
	30-40mm
	2 figures + 1 weapon

	Regulars
	30mm
	3-4

	Sappers
	20mm
	3

	Special Forces
	20mm
	2

	Tank
	40mm
	1

	Truck
	40mm
	1


Army Organization
HITN armies are purchased with points, with 24 AP spent by each player.  Below is a listing of the cost for each element type.

	Element Type
	AP Cost per element

	Airplane, Barrage, Tank
	4

	Bazooka, Helicopter, Machinegun, Mortar, Recoilless Rifle, Sappers
	3

	Armored Car, APC, Main Force, RPG, Regulars, Special Forces
	2

	Booby Trap, Guerrillas, Truck
	1


Rather than simply purchasing each element individually without concern for army composition, as is often the case for traditional HOTT armies, players should consider the following guidelines to make HITN armies as historically accurate as possible.

It is recommended that each 24 AP army begin with a core of one foot platoon with a support weapon element.  The only exception is a VC, Local Force Viet Minh or other “guerrilla” army which has no constraints except that no vehicles or Barrage elements may be a part of the army.

If Mass Battles is being played (72 AP) players can stay with the platoon-level organization and simply have three different 24 AP armies on the same side.  Or, given the 72 AP maximum, it is possible to have one large army on a company scale.  The following are guidelines for the core Platoon elements of a 24 AP army and the core Company elements of a 72 AP army.

	Core Platoon
	Cost
	Core Company
	Cost

	1 x Main Force or Regular Platoon HQ (Army General)
	2 AP
	1 x Main Force or Regular Company HQ (Army General)
	2 AP

	3 x Main Force or Regular elements
	6 AP
	9 x Main Force or Regular elements (3 per platoon)
	18 AP

	1 x Support Weapon element (usually a bazooka, LAW, RPG)
	3 AP
	1 x Machinegun, 1 x Mortar, & 1 x Recoilless Rifle elements
	9 AP

	
	
	3 x Barrage elements
	9 AP

	
	
	1 x Guerrillas (“recon”)
	1 AP

	Total AP Cost
	11 AP
	Total AP Cost
	39 AP


Terrain

Any type and shape of terrain can be used, but the length plus the width of the terrain feature itself may not exceed 14 inches or an area of 144 inches if varied shape terrain is used.  The exception to this rule are rivers and roads which may be any length and must go from one edge of the board to another edge, including the same edge.

The defending player may also choose “jungle” as the terrain board itself.  In this case, the entire playing area is considered to be covered with jungle and each traditional “terrain piece” that would normally be used during a HOTT game is now considered to be anything other than “jungle,” i.e. open terrain, water feature.  In other words, unlike in the typical game where the part of the game board that is not a terrain feature is considered to be open terrain, in a “jungle” game only the terrain features are open terrain.  All other parts of the board are “jungle”
If the “jungle” option is chosen, an additional terrain feature called a “trail” may be used.  Handle the “trail” as if it were a river except that it is considered to be open terrain for movement and shooting purposes.

Barbed Wire

Barbed wire is considered to be a terrain feature, but unlike other features barbed wire can be destroyed by Sappers or Barrage.  Therefore, it is best to mount barbed wire on bases that are 40mm wide (depth is not as important) so that they the section can be removed if it is destroyed.

Trenches

The defending player may select trenches as a terrain feature.  They may be any size and shape as long as they adhere to the requirements for terrain.

Trenches are considered to be bad going for movement purposes if moving across them but are good going if all movement is inside the trench.

Strongholds
Except for a VC, Local Force Viet Minh, or other “guerrilla” army, the defending player must have a Command Bunker as part of his army.  This represents the command central of the army so if it is destroyed the defending player automatically loses the game.  In all ways, the Command Bunker in HITN functions like a Stronghold in HOTT.
Defending Guerrilla armies do not have Command Bunkers; instead they have a Storehouse.  A Storehouse is a location used by the Guerrilla army to store important goods, such as food, ammunition, weapons, ordinance, etc.  Unlike a Command Bunker, a Storehouse is automatically captured if it is contacted by an enemy element.  However, Storehouses may move as if they were a normal troop element as long as an allied element is in contact with the Storehouse.  The distance moved by the Storehouse is the same as the element that is in contact with it.
Playing the Game

Deployment

As per the normal HOTT rules.
In addition, the player owning any Guerrillas elements that represent VC or Local Force Viet Minh must place a number of Civilian elements on the board equal to the number of VC or Local Force Viet Minh elements.  These Civilian elements may be placed anywhere except in a jungle.
Deploying Airplanes & Helicopters

Airplane and Helicopter elements may not be deployed until the owning side spends 6 PIPs.  All of the same type of element (i.e. all Airplane elements or all Helicopter elements) are deployed at once.  When deployed all elements being deployed are placed at the same time in contact with the owning player’s side of the board but not in contact with an enemy element.
Deploying Barrages

Barrage elements require 6 PIPs each to deploy.  Barrage elements may be placed anywhere on the board but may not be placed in base contact with an enemy element unless that element occupies a building or fortification other than a Storehouse.

Whenever a Barrage element is on the board, the other side may spend 6 PIPs to remove the Barrage element.  The Barrage element may again be deployed normally by spending 6 PIPs at any later time in the game.

Deploying Booby Traps & Guerrillas
Booby Trap elements may be deployed whenever an enemy element enters or moves in rough going.  It costs 1 PIP to deploy a Booby Trap and the Booby Trap element is immediately placed in contact with the target element.  Which side of the element the Booby Trap contacts is up to the owner of the Booby Trap element.  The movement of the target element may be halted prematurely to do so.  For example, if an element is moving 6 inches during which time the 3rd through the 5th inch of movement puts the element in bad going, the element may be forced to stop moving any time during that 3rd to 5th inch of movement.
Guerrillas elements may be deployed as Booby Trap elements (see above) indicating an ambush attack, or the Guerrillas element may take the place of a Civilian element on the board whenever desired by the owning player.  Regardless, it costs 1 PIP to deploy a Guerrillas element.
If Booby Traps or Guerrillas elements do not have an enemy element within 6 inches they may be removed from the board.  If these elements have been removed from the board for any reason they may be returned according to the normal procedure mentioned above.  However, the first time they are returned it costs 2 PIP to deploy them again, the second and final time they can be returned costs 3 PIP.
Tactical Moves

As per the normal rules for HOTT except for below.

Barbed Wire

Foot and all Mounted elements except for tanks and APCs must stop moving when contacting enemy barbed wire.  Move the element into base contact with the barbed wire as if the two were in close combat.
On the next turn, elements in contact with the barbed wire may move through it as if it was bad going.  For shooting purposes, however, barbed wire is considered to be good going.
Barrage and Sapper elements in contact with barbed wire automatically destroy a 40mm wide area the next time the element is activated.
Destroyed areas of barbed wire, or areas of friendly barbed wire, are good going.

Booby Traps

An element in base contact with a Booby Trap element may only move if it ties or wins a close combat die roll (see “Combat”).  If it loses, it may not move this turn.

If a Booby Trap element loses the close combat roll remove it from play.  It may return again according to the rules for deploying Booby Traps (see “Deploying Booby Traps & Guerrillas”).
Embarking & Disembarking from Vehicles
Foot elements must begin in base contact with the vehicle to embark.  The vehicle may move normally after embarking.
Foot elements may move normally when disembarking from a vehicle.  The vehicle may not move during that turn.

Helicopters

Helicopters transport troops just like a Truck except that only two elements may be transported.

To embark the Helicopter must land and may only do so in good going.  Troops may disembark from the Helicopter in good or bad going.
Trenches & Tactical Movement

Elements inside a trench may ignore the ZOC rules for elements outside the trench.  Elements inside a trench must abide by the normal ZOC rules for elements inside the same trench.
Tactical Move Distances for Aerial Elements

	Element Type
	Distance

	Airplane
	12 inches

	Barrage
	5 inches

	Helicopter
	5 inches


Tactical Move Distances for Ground Elements

	Element Type
	Entirely on Road
	Good Going
	Bad Going
	River

	APC, Armored Car, Regulars, Tank, Truck
	4 inches
	3 inches
	2 inches
	1 inch

	Bazooka, Civilians, Guerrillas, Main Force, Sappers, Special Forces
	4 inches
	3 inches
	3 inches
	1 inch

	Machinegun, Mortar, Recoilless Rifle
	3 inches
	2 inches
	2 inches
	1 inch


Combat

The following are rules for combat between elements both at a distance and in close quarters.
The specifics of Distance Shooting and Close Combat are covered under their respective sections.  Below is a listing of general Combat Factors for each element for Distance Shooting and Close Combat.

	Element Type
	Distance Shooting
	Close Combat

	Airplane or Barrage
	+6
	+4

	Sappers or Special Forces
	+2
	+5 vs. foot, Command Bunker, & land vehicles

	Helicopter, Tank
	+4
	+3

	Bazooka, Machinegun, Mortar, Recoilless Rifle
	+4
	+2

	APC, Armored Car, Command Bunker, Main Force, Regulars
	+3
	+3

	Booby Trap or Guerrillas
	+2 (Guerrillas only)
	+2


Distance Shooting
Distance shooting is combat between elements that are not in base contact, but are within the maximum range of the shooting element.

Elements in base contact may not engage in distance shooting.

	Element Type
	Maximum Range

	Bazooka
	2 inches

	Guerrillas, Main Force, Regulars, Sappers, Special Forces
	4 inches

	Airplane, APC, Helicopter, Machinegun*
	5 inches

	Mortar**
	6 inches

	Tank
	10 inches


*Airplane, APC, Helicopter, and Machinegun may fire in the player’s bound as well as the opponent’s bound.
**Mortar shooting is not blocked by other elements or terrain features between it and the target element.

Distance Shooting Modifiers
The following modifiers apply only to shooting attacks.  The modifier applies to the roll of the element listed first in the description.
	Description
	Modifier

	Shooting element is targeting an element in bad going
	-1

	Target element is receiving fire from one or two enemy elements supporting the shooter (maximum of 2 supporting elements)
	-1 per supporting element


Close Combat

Close combat is combat between elements that are in base contact with one another.

Booby Trap elements may only affect ground elements or aerial elements that are currently on the ground.  Booby traps may not affect aerial elements that are currently flying.

Close Combat Modifiers

The following modifiers apply only to close combat attacks.  The modifier applies to the roll of the element listed first in the description.

	Description
	Modifier

	Element is higher (uphill) than the enemy element (does not apply to aerial elements)
	+1

	Element is on a river bank
	+1

	General’s element
	+1

	Main Force, Guerrilas, or NVA Regulars have a friendly element of same type in full front edge contact with its rear edge (“human wave attack”).
	+1

	Barrage attacking an element in bad going
	-1

	Element is being contacted on the flank or rear by an enemy element
	-1 per enemy element


Combat Outcome

Apply the following combat outcomes immediately.

If total is more than that of the enemy during Distance Shooting:
	Sappers or Special Forces
	Advance


If total is less than that of the enemy but more than half:

	Airplane
	Destroyed by Airplane in contact.

Recoil from ground elements shooting.

Flee from ground elements in contact.

	APC or Armored Car
	Destroyed by Airplane, Bazooka, Recoilless Rifle, Sappers, or Special Forces in contact, or by Bazooka, Recoilless Rifle or Tank shooting.
Recoil from Airplane, APC, Armored Car, Machinegun or Mortar shooting.

	Bazooka, Machinegun, Mortar, Recoilless Rifle
	Destroyed by any in contact

	Guerrillas
	Destroyed by any in contact.
Flee from Guerrillas and Special Forces shooting.

Hide from other’s shooting.

	Helicopter
	Destroyed by any in contact.
Destroyed by Airplane, Bazooka, or Machinegun shooting.
Recoil from APC, Armored Car, or Tank shooting.

	Main Force or Regulars
	Destroyed by Tank if it initiated contact this turn.
Destroyed if in good going by Airplane, Helicopter, APC, Armored Car, Machinegun or Mortar shooting
Recoil if in good going from other shooting or if in base contact.

	Sappers or Special Forces
	Destroyed by Tank if it initiated contact this turn.
Recoil if in good going by Airplane, Helicopter, APC, Armored Car, Machinegun or Mortar shooting.

Recoil if in base contact.

	Tank
	Destroyed by Airplane, Sappers or Special Forces if that element initiated contact this turn, or by Recoilless Rifle in contact or shooting.
Recoil from others in contact.

Flee from Barrage.

	Truck
	Destroyed by any in contact, or by Airplane, APC, Armored Car, Bazooka, Helicopter, Machinegun, Mortar, Recoilless Rifle or Tank shooting.
Recoil from others in base contact or shooting.


If its total is equal to or less than half the enemy’s score:
	Airplane
	Destroyed by any in contact.

Retire from any shooting.

	All others
	Destroyed


Combat Outcome Movement

Advance

Element may make a free move at bad going movement rate as long as the move is made towards an enemy element.  As long as an element group contains only Sappers or Special Forces elements, all may make this move.

Hide

Element is immediately removed from play.  It does not count as an element lost and may, in some cases, return to the game (see “Deploying Booby Traps & Guerrilas”).
Pursuit

Main Force and NVA Regulars will pursue according to the normal HOTT rules for pursuit.
Recoiling
Elements in a trench that must recoil may move along the trench instead of backwards as long as this movement does not end with the recoiling element in base contact with an enemy element.

Retire

Element must leave the game and may not return.  However, this does not count as a lost element for game purposes.  In other words, the element still counts towards the army’s total number of elements and AP, but it does not count as an element lost in the game.  It just may not be used any longer during the game.
