Scenario Design Notes for the House to House Expansion Pack

I first picked up Nolan’s House to House: Playing the Enemy's Game in Saigon, May 1968 a few years back in an edition from the Military Book Club (and long before I became a member of the Squad Battles Scenario Design Team).  I was immediately drawn to the account of the city fighting during the ‘Mini Tet’ offensive in Saigon.  The book relies both on first hand accounts from the participants as well as official reports and unit histories.

There was clearly plenty to work with from a scenario design standpoint: names, units, numbers, maps, etc.  I started to pull together some notes and ideas for some scenarios.  Unfortunately, the map of Southern Saigon was not included in the original game and so I started scouring the available maps and found some suitable terrain.   Then life intervened, and I shelved the project.  
In the meantime, I was approached to head up finishing the Soviet-Afghan War title, quickly followed by the Dien Bien Phu project.  Shortly after turning DBP to HPS, Rich Hamilton posted a note on the design board and asked if anyone was interested in a small Squad Battles project.  As I had not started work on the next title, I said I would have a look.  I was more than pleasantly surprised to learn that John had made a map for South Saigon and was interested in covering the 9th Infantry Division’s fight, specifically those covered in House to House.  

I was handed some rough scenario outlines, a couple of solid oob’s and the master map.  As an added bonus, John had noted Kindle references for the book on each scenario.  I set to work.  Tour of Duty is one of the earlier titles in the system and I was looking forward to making a set of scenarios that showcased some of the many improvements to the engine, and specifically the AI, over the ensuing years.  I also spent a bit of time adding in map details mentioned in the book.  Embankments, fences, walls, and alleys will all confound your attempts to advance/provide you with cover to hinder your opponent.

I worked on the scenarios alone for a bit and massaged them pretty well before bringing in a few playtesters.  I really spent a lot of time on the scripting and the random aspect of the fight.  It seemed to me in my reading, that the Viet Cong were able to infiltrate and frustrate the American soldiers.  Blocks once thought clear might see a VC sniper pop up.  Random reinforcements will play a big part.  As the American player, I suggest you will need to maintain a good tempo, but don’t be too rash.  When the ARVN troops are present, there is a percent chance they will simply melt away.  Don’t bet on them to hold anything.  The American helicopters will arrive at uncertain times, be devastating, but then be called back, also at random.  Don’t waste them, but do use them.  

I made seven scenarios for the expansion, mostly based around Xom Cau Mat, but there is still plenty of material if you want to try your hand.  

First Attack at Xom Cau Mat: The VC are on the attack and need to move quickly.  The ARVN troops are pretty impotent and it will take a bit of time for the Mechanized Infantry to get situated.
From the Y Bridge to Xom Cau Mat: As much as I hate house rules, sometimes you need them to reflect the history.  A tough fight, but the Americans and ARVN just need to keep moving if they want to win.
Firefight at Xom Cau Mat: This has a ton of randomness on the VC side that makes it a lot of fun to play from either side.  It is short and so I feel the replay value of this one is high.  I would think that it makes for a fun tourney scenario.  Better lucky than good, I always say.
Clearing Xom Cau Mat: A tough fight for the Americans who are again on the attack.  I think it does a good job of capturing the feel of House to House.
The Outpost East of Xom Cau Mat: Fun because it allows both sides to attack and defend.  If the VC can finish off the Police, they are in much better position to fend off the advancing US Army.  The Americans should not try and get too fancy – they need to relieve the Police ASAP.
Another Try at Xom Cau Mat: A much larger (and at 24 turns) longer scenario then the others so far.  This covers some of the core fighting in the book.  The Viet player has some interesting options of where to defend and how to frustrate the American player.  The American player likewise has plenty of options as to where he will focus his advance.  You don’t need all objectives to win!
The Battle for Xom Ong Doi: Another big one, with more troops and more space to cover.  There are VC, North Vietnamese regulars, ARVN troops, Helicopters, Air Support, Artillery and more.  The Americans have a hard fight and have come loaded for bear.  Can the Viets delay them from taking too many objectives and still manage to slip away enough men?  Watch your back and be patient.
Enjoy, have fun, and good luck!
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