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* Epilepsy Warnig *

PLEASE READ THIS NOTICE BEFORE PLAYING THIS GAME OR BEFORE
ALLOWING YOUR CHILDREN TO PLAY.

Certain individuals may experience epileptic seizures or loss of consciousness when subjected to strong,
flashing lights for long periods of time. Such individuals may therefore experience a seizure while
operating computer aideo games. This can also affect individuals who have no prior medical record of
epilepsy or have never previously experienced a seizure.

If you or any family member has ever experienced epilepsy symptoms (seizures or loss of consciousness)
after exposue to flashing lights, please consult your doctor before playing this game.

Parental guidance is always suggested when children are using a computer and video games. Should you
or your child experience dizziness, poor eyesight, eye or muscle twitchirsyolosonsciousness,
feelings of disorientation or any type of involuntary movements or cramps while playing this game, turn

it off immediately and consult your doctor before playing again.

PRECAUTIONS DURING USE:

Do not sit too close to the monitor.

Sit as far as comfortably possible.

Use & small a monitor as possible.

Do not play when tired or short on sleep.

Take care that there isfoient lighting in the room.
Be sure to take a break of-18 minutes every hour.

=A =4 =8 -8 -8 =9
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1.0 CampaignSeries Vietnam: 1948197™

Thank you for purchasing this installmenttbé CampaigrSeries$ Please take the time to read through the manual
as it contains a lot of information covering the basic play of the game fdipsmastering game play and
explanations of the various new features that are included with the various updates.

1.1 System Requirements

1.1.1Minimum System Requirements
To playVietnam, your computer system must meet thesgirements:

1.5 GHz or faster processor
2.0GB RAM

8.0GB freedrive space
1366x768 resolution

Windows compatibleaundcard
Windows7, 8 and 10

1.1.2 Recommended System Requirements
For preferred performance, yocwmputer system should meet these requirements:

3.0 GHz or faster processor
8.0GB RAM

8.0GB freedrive space
192(x1080resolution
Windows compatibleaundcard
Windows10

As a rule the faster the processor and more RAM you have, the faster the gam&awildnd one can
play the excessively large scenarios with no problem. The screen resolution is dynaaning the
viewable area will be relative to your monitor. The larger tlaitor or higher the screen resolution you
choose to use, the more play area that will be exposed.

1.2 Installation Procedures
Write down the serial number for the game, as you will need it during the installation process.

Installaton from theDVD-ROM:

Insert theDVD -ROM into theDVD -ROM drive. TheVietham Setup window will appear. Read
through the introduction and clidkextwhen you are complete. Continue following the instructions until
the Vietnamis installed. If the Setup does not automatically run, you can accesdaubie clickingon

the CSViethamSetupReleas¥1DR.exefile on the root of th®VD -ROM.

Installaton from the Digital Download:

Download the primary EXE file from the Matrix Games website dadble clickon the EXE. The
Vietnam Setup window will appearReadthe introduction and clickext when you are complete.
Continue following the instructions until th@etnamis installed.

-
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Do not forget to UPDATE the install by clicking on the UPDATE button on the main menu!

1.3 Updates

1.31Vietnam Updates

Vietnam can be consideredlaing game. This means that this is not the final version of the game, but
the beginning of a continually growing entity! As time progresses, there will be updates made available
that will expand and enhance the game. These are intdndmclude new features, new units, new
countries, nevecenariosand new campaigns.

You can access an UPDATE a number of ways:

1. Click on the UPDATE button on the main game menu
2. Download the latest UPDATE from the Matrix Games product page.
3. Notification will be sent via your Matrix Games Member Accowsse beloyw

The UPDATESs will be cumulative, so you will only require the latest version to install.

1.3.2 Matrix Games Member Account

In order to maintain our product excellence, Mattames releases updates containing new features,
enhancements, and corrections to any known issues. Keeping up with these updates is made easy and is
free by signing up for a Matrix Games Member account. When you are signed up, you can then register
your Matrix Games products in order to receive access to these importantejated materials. Doing

S0 is a simpléwo-stepprocess:

Sign Up for a Matrix Games Member accoiintHIS IS A ONE TIME PROCEDUREONce you have
signed up for a Matrix account, yaare in the system and will not need to sign up again. Go to
http://www.matrixgames.comand click theMembers hyperlink at the top. In the new window, select
Register NOW and follow the orscreen instructions. When yaue finished, click thé’leaseCreate

My New Accountbutton, and a confirmatiorrmail will be sent to your specifiedraail account.

Register dNew Game Purchasé Once you have signed up for a Matrix Games Member account, you
can then register any Matrix Games title you own in yaw account. To do so, please log in to your
account on the Matrix Games websitét://www.matrixgames.comclick Register Gamenear the top

to register your new Matrix Games purchase.

Once you haveegistered your game, when you log into the Membes8aseyou can view your list of
registered titles by clickingly Games Each game title is a hyperlink that will take you to an
information page on the game (including all the latest news on that title). Also on this Btvenéoads
hyperlink that take you to a page that has all the latest downloads, including patches, for that particular
title.

Remember, once you have signed up for a Matrix Games Member account, you do not have to sign up
againi at that point you are free to register for afigtrix Games product you purchase. Thank you and
enjoy your game!
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1.4 Uninstalling the game

It is recommended to use the Add/Remove Programs option from the Windows Control Panel to uninstall
the game.

1.5 Technical Support

Shaild you have a technical problem with the game, and the Frequently Asked Quéstiothsn
Section 13.@o not provide an answer, the best way to get help is to post a note in the Technical Support
subforum within theViethamforum athttp://www.matrixgames.com

You will then hear backrbm Matrix Games Staff, th€ampaign Series Legioithe Beta Brigadeor
from one of the many helpful players of the game.

Alternatively, you can email your problemgiapport@ matrixgames.com

Lastly, you ray also try emailingasonpetho@hotmail.cam Ensur eViginamd & od tifie subj
line when emailing as most mail is filtered.
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2.0Playing the Game

2.1 Learning to Play

2.1.1Introduction

Welcome toCampaign SeriesVietnam19481967!

Vietnam is a tacticalevel game portraying some of the significant battles between 1948 &@dnl9
southeast AsiaChoose to battle in ovdi00 historical scenarios. Pit your skills against tmenputer in
any of the many historical scenarios or go hiakdead against fellow games at home or through email!

Each scenario is played on a unique map wittAivi ew modes 0. Mo s t scenario
historically accurate Cold Waara 1:50,000r 1:100,000 topographic maps. Movemant combat is

perfor medgroind &a mape xt hat has dwofdecadesdEach hex gepresentsg f or
250 meterswith 4 hexes to &ilometeror 6 hexes to a mile.

The scenarios varin complexity and have a variable number of Game Turns, in which you and your
opponent attempt to secure objectivesmplete defined missionand def eat each ot he
battle. A wide variety of mission types are available to test your commants, skiom meeting
engagementdirebase buildingfixed defenss, exploitation, reconnaissance, molikfenss, battles of

attrition, combat assaults, seabotaadings and much more!

Vietnamcan be consideredli@ing game. This means that this is tloé final version of the gamé will

be continued to be expanded and updated in the future and be available to you as UPDATES that you
will be able to download from the Matrix Games website or by clicking the UPDATE button on the main
game menu. Followlang on the Matrix Games forum or the Campaign Series Facebook page for the
latest and greatest regardivigetnam

2.1.2 Getting Started

There are a variety of ways to plsjetnam The game provides numerous-pnade scenarios based on
historical battks. Additionally, the game comes equipped with the necessary editors to create your own
scenarios.

After installing the game, doubldicking on the desktop shortcut will display the Master Memich

offers you a number afptions. From this Master Menu, you can select the game you would like to play

or access the direct link to a PDF version of the manual or access to the UPDATE button to update the
game when required.
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Play Scenario

Edit Scenario

Edit Map

Edit Order of Battle

Click on either of the Game links and it willk& you to that game Main Selection Screen. The Main
Selection Screen will allow you to decide what you would like to do in the :galag Scenario, Play
Campaign, Edit Scenario, Edit Map or Edit Order of Battle.

Play Scenario Selecting this option wiltake you to the Scenario Selection Screen providing
you with overl00pre-designed scenarios to choose from.

Edit Scenario. Selecting this option will take you to the Scenario Editor where you can create
your own scenarios. For details on creating yawn scenarios, segection 8.0

Edit Map: Selecting this option will take you to the Map Editor to create your unique map for
your scenario. For details on creating your own mapsSeeton 8.0

Edit Order of Battle: Selecting this option will take you to the Organization Editor to create
your unique Organization for your scenario. For details on creating your own scenarios, see
Section 8.0

To return to a previous menu, press the ESC button.
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2.1.3 Starting a Scenario

You can start to play a new scenario by selecting the Play Scenatim.blihe next screen is the
Scenario Type screemhich lets you choose how you wish to play the scenario. You can select from the
following options Standard, Modem Host, Modem Caller, PlayEmail or Hot Seat.

Standard: Select to play against the comgut

PBEM: Select this if you wish to play by email. For more information on playing a Play by
Email (PBEM) game, seBection 122.

Hot Seat Select this if you wish to play against a Human opponent while sharing the same
computer. For more information on playing a Hot Seat gam&eston 123.

LAN Host: Select this if you wish to Host a live game. For more information on hosting a live
game, seesection 124.

LAN Caller: Select this if you wish to attend a hosted live game. For more information on
participating in a live game, s&ection 124.

Start a New Game

Resume a Saved Game

Standard
PBEM

Hot Seat
LAN Host

LAN Caller

Focusing on the default setting (Standard is checked), you can begin to play a new scenario by pressing

t he but t on b eisiidiesr es il a New Gameo. This wil/l
available scenarios within the game. The scenari titte listed in the large window in the upper left

corner with the scenario descriptions the right. The scenario description will provide you with
background on events leading to the engagemanth&ower right is a graphic that shows andtells

you which countries are playing, which sideatthey are and the geographic location of the batifeu

can use the arrows beside either window to move up and down the scenario lisliznthe Page Up

and Page Down keys for tiseenario descriptionghe double arrows beside the scenario list allow you

to scroll pgpg eoor. dFoown abydeit ai |l ed description of th
seeSedion 2.1.3.2
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From the Sky - Battle of Giong Dinh
Blood and Coal - Battle of Mao Khé
Day Bataille 1 - Ninh Binh Attaqué

Day Bataille 2 - Chaotic Night

Day Bataille 3 - GM1 Counter

Day Bataille 4 - L'opération Aéroportée
Day Bataille 5 - Yen Cu Ha

Hoa Binh 1 - Operation Tulipe

Hoa Binh 2 - Quest to Kem Pass
Tién-1én! - Battle of Tu Yu

The Hedgehog - The Battle of Na San
Street Without Joy - Operation Camargue
Di&n Bién Phu 1 - Bruno Arrives

Dién Bién Phu 2 - Loss of Beatrice
Dién Bién Phu 3 - Gabrielle Overrun

Dién Bién Phu 4 - Breakthrough to Isabelle
Dién Bién Phu 5 - Bruno's FlaK Raid

Title: From the Sky - Battle of Giong D
Date: 10 August, 1948

Turns: 20

Complexity: 2

First Side: Side A

File Name: IC_480810_Giong_Dinh.scn
Author: Jason Petho

Play Scenario

January202

[Giong Dinh, 4km Southwest of Tan An, Yietnam]:
[Side AJ[HIS][CSL]:

At 0700 on August 10th, 1948, French Parachutists
from 2e BCCP jumped from Dakota's near the village
of Giong Dinh. Intelligence determined that a Viet Minh
headquarters was located in the area and was
establishing a cadre for offensive operations.

The French plan was to surround the village and
conduct a search and destroy operation in order to
capture the headquarters and any weapons and
supplies that would be found.

[ALL, NO VV][CSEE and Variable Objectives][1.00]

Other information available is the scenario complexity, number oktir the scenario, scenario date,
first side that starts the scenario, scenario file name the scenario designer. Each has a button hieside
allowing you to sort the scenario list by that item. The default sorting FsldoyName

ScenarioComplexty is determined by théotal number of units on both sides that could potentially
appear during that scenario, including reinforcements. Refer to the chart below.

NOTE: From any dialog, u can return tprevious dialog by pressing the <Esqg> key.

2.1.3.1Complexity Rating Chart

Complexityis the# of Units inthe Scenario
1-25
26-50
51-100
101-200
201-300
301-400
401-500 -
501-700 —
701-900
0 >901

POOO~NO UL WNE

Select a scenario from the list and press to the OK button to proceed.
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2.1.3.2 The Scenario Description

The scenario descriptions have been designed to give you adaukground and historicaiformation
as possible to let you decide if it is the tygfescenario you wish to play. The typical scenario description
will look like this:

Simplified:
[LOCATION]: [PLAY  MODE][SCEN TYPE][DESIGNER]: Scenario Description [OPTIONAL
RULES][SPECIAL DESIGNER NOTES][GAME VERSION]

As you carsee, the description is full of information. The following breaks down each topic and explains
the codes you may find within.

[LOCATION]

Describes where the battle takes place and can be in the following formats:
[Ap Gu, 12km SE of Katum, South VietnaffOR

[A Shau Camp, A Shau Valley, Thura Thien Province, South Vidt@dn
[Saigon South Vietnarh

[PLAY MODE]

Describes how the scenario is intended to be played:

[H2H] Best Played versus Human Opponent

[SIDE A] Best Played from the Side A side

[SIDE B] Bed Played from the Side B side

[H2H/SIDE A] Best Played versus Human Opponent or from the Side A Side
[H2H/SIDE B] Best Played versus Human Opponent or from the Side B Side

[SCN TYPE]

Describes the intended design of the scenario:

[HIS] Historicali Extra effort in the map/oob and scenario to be as historical as possible
[HISB] Historically Based Loosely based on actual battle based on minimal resources
[TRNY] Tournament designed Fictional or Hypothetical Situation

[FIC] Fictional or Hypothetical Suation

[WIF] WhatlIf Situation
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