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 *   Epilepsy Warning   *  

 
 
 
 
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 or video 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 exposure 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 twitching, loss of consciousness, 

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 as small a monitor as possible. 

¶ Do not play when tired or short on sleep.  

¶ Take care that there is sufficient lighting in the room. 

¶ Be sure to take a break of 10-15 minutes every hour. 
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1.0 Campaign Series: Vietnam: 1948-1967TM  

Thank you for purchasing this installment of the Campaign Series! Please take the time to read through the manual 

as it contains a lot of information covering the basic play of the game, tips for mastering game play and 

explanations of the various new features that are included with the various updates.  

1.1 System Requirements 

1.1.1 Minimum System Requirements 

To play Vietnam, your computer system must meet these requirements: 

 

1.5 GHz or faster processor 

2.0 GB RAM 

8.0 GB free drive space 

1366x768 resolution  

Windows compatible sound card  

Windows 7, 8 and 10 

 

1.1.2 Recommended System Requirements 

For preferred performance, your computer system should meet these requirements: 

 

3.0 GHz or faster processor 

8.0 GB RAM 

8.0 GB free drive space 

1920x1080 resolution  

Windows compatible sound card  

Windows 10 

 

As a rule, the faster the processor and more RAM you have, the faster the game will play, and one can 

play the excessively large scenarios with no problem. The screen resolution is dynamic, meaning the 

viewable area will be relative to your monitor. The larger the monitor 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.  

 

Installation from the DVD-ROM: 

 

Insert the DVD -ROM into the DVD -ROM drive. The Vietnam Setup window will appear. Read 

through the introduction and click Next when you are complete. Continue following the instructions until 

the Vietnam is installed. If the Setup does not automatically run, you can access it by double clicking on 

the CS-Vietnam-SetupRelease-V1DR.exe file on the root of the DVD -ROM.  

 

Installation from the Digital Download:  

 

Download the primary EXE file from the Matrix Games website and double click on the EXE. The 

Vietnam Setup window will appear. Read the introduction and click Next when you are complete. 

Continue following the instructions until the Vietnam is 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 

1.3.1 Vietnam Updates 

 

Vietnam can be considered a living 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 intended to include new features, new units, new 

countries, new scenarios, and 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 Account (see below) 

 

The UPDATEs 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, Matrix Games 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 important game-related materials. Doing 

so is a simple two-step process: 

 

Sign Up for a Matrix Games Member account ï THIS IS A ONE TIME PROCEDURE. Once you have 

signed up for a Matrix account, you are in the system and will not need to sign up again. Go to 

http://www.matrixgames.com and click the Members hyperlink at the top. In the new window, select 

Register NOW and follow the on-screen instructions. When you are finished, click the Please Create 

My New Account button, and a confirmation e-mail will be sent to your specified e-mail account. 

 

Register a New Game Purchase ï Once you have signed up for a Matrix Games Member account, you 

can then register any Matrix Games title you own in your new account. To do so, please log in to your 

account on the Matrix Games website (http://www.matrixgames.com), click Register Game near the top 

to register your new Matrix Games purchase. 

 

Once you have registered your game, when you log into the Members section you can view your list of 

registered titles by clicking My 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 list is a Downloads 

hyperlink that takes 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 

again ï at that point you are free to register for any Matrix 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 

Should you have a technical problem with the game, and the Frequently Asked Questions found in 

Section 13.0 do not provide an answer, the best way to get help is to post a note in the Technical Support 

sub-forum within the Vietnam forum at http://www.matrixgames.com  

 

You will then hear back from Matrix Games Staff, the Campaign Series Legion, the Beta Brigade or 

from one of the many helpful players of the game.  

 

Alternatively, you can email your problem to support@matrixgames.com   

 

Lastly, you may also try emailing jasonpetho@hotmail.com. Ensure you add ñVietnamò to the subject 

line when emailing as most mail is filtered.  

 

  

http://www.matrixgames.com/
mailto:support@matrixgames.com
mailto:jasonpetho@hotmail.com
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2.0 Playing the Game 

 

2.1 Learning to Play 

2.1.1 Introduction  

 

Welcome to Campaign Series: Vietnam 1948-1967!  

 

Vietnam is a tactical-level game portraying some of the significant battles between 1948 and 1967 in 

southeast Asia. Choose to battle in over 100 historical scenarios. Pit your skills against the computer in 

any of the many historical scenarios or go head-to-head against fellow games at home or through email! 

 

Each scenario is played on a unique map with nine ñview modesò. Most scenario maps are based on 

historically accurate Cold War-era 1:50,000 or 1:100,000 topographic maps. Movement and combat is 

performed on a ñhex-gridò map that has defined wargaming for over two decades. Each hex represents 

250 meters, with 4 hexes to a kilometer or 6 hexes to a mile.  

 

The scenarios vary in complexity and have a variable number of Game Turns, in which you and your 

opponent attempt to secure objectives, complete defined missions, and defeat each otherôs forces in 

battle. A wide variety of mission types are available to test your command skills, from meeting 

engagements, firebase building, fixed defenses, exploitation, reconnaissance, mobile defenses, battles of 

attrition, combat assaults, seaborne landings and much more!  

 

Vietnam can be considered a living game. This means that this is not the final version of the game. It 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. Follow along on the Matrix Games forum or the Campaign Series Facebook page for the 

latest and greatest regarding Vietnam.  

 

2.1.2 Getting Started 

 

There are a variety of ways to play Vietnam. The game provides numerous pre-made scenarios based on 

historical battles. Additionally, the game comes equipped with the necessary editors to create your own 

scenarios.  

 

After installing the game, double-clicking on the desktop shortcut will display the Master Menu, which 

offers you a number of options. 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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Click on either of the Game links and it will take you to that game Main Selection Screen. The Main 

Selection Screen will allow you to decide what you would like to do in the game: Play Scenario, Play 

Campaign, Edit Scenario, Edit Map or Edit Order of Battle.  

 

 

Play Scenario: Selecting this option will take you to the Scenario Selection Screen providing 

you with over 100 pre-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 your own scenarios, see Section 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 maps, see Section 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 Scenario button. The next screen is the 

Scenario Type screen which lets you choose how you wish to play the scenario. You can select from the 

following options: Standard, Modem Host, Modem Caller, Play-by-Email or Hot Seat. 

 

Standard: Select to play against the computer.  

 

PBEM: Select this if you wish to play by email. For more information on playing a Play by 

Email (PBEM) game, see Section 12.2. 

 

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 game, see Section 12.3. 

 

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

game, see Section 12.4. 

 

LAN  Caller: Select this if you wish to attend a hosted live game. For more information on 

participating in a live game, see Section 12.4.  

 

 
 

 

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

the button beside ñStart a New Gameò. This will take you to a large window that displays all the 

available scenarios within the game. The scenario titles are listed in the large window in the upper left 

corner with the scenario descriptions on the right. The scenario description will provide you with 

background on events leading to the engagement. On the lower right is a graphic that shows up and tells 

you which countries are playing, which side that they are, and the geographic location of the battle. You 

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

and Page Down keys for the scenario descriptions. The double arrows beside the scenario list allow you 

to scroll up or down by ñpageò. For a detailed description of the codes found in the scenario description, 

see Section 2.1.3.2. 



Campaign Series: Vietnam 1948-1967 (1.00)  January 2022 

 

 

17 

 

 

 
 

Other information available is the scenario complexity, number of turns in the scenario, scenario date, 

first side that starts the scenario, scenario file name, and the scenario designer. Each has a button beside it 

allowing you to sort the scenario list by that item. The default sorting is by File Name.  

 

Scenario Complexity is determined by the total number of units on both sides that could potentially 

appear during that scenario, including reinforcements. Refer to the chart below. 

 

NOTE: From any dialog, you can return to previous dialog by pressing the <Esq> key. 

2.1.3.1 Complexity Rating Chart  

 

Complexity is the # of Units in the Scenario 

1  1-25  

2  26-50  

3  51-100  

4  101-200  

5  201-300  

6  301-400 

7  401-500 

8  501-700 

9  701-900 

10  >901 

 

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 as much background and historical information 

as possible to let you decide if it is the type of scenario 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 can see, 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 Vietnam] OR 

[A Shau Camp, A Shau Valley, Thura Thien Province, South Vietnam] OR 

[Saigon, South Vietnam] 

 

[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] Best 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]  Historical ï Extra effort in the map/oob and scenario to be as historical as possible  

[HISB]  Historically Based ï Loosely based on actual battle based on minimal resources  

[TRNY]  Tournament designed Fictional or Hypothetical Situation 

[FIC]  Fictional or Hypothetical Situation 

[WIF]   What-If Situation  

 


























































































































































































































































































































































































































































































































































































































