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Sticky Note
Original was printed on newsprint as a newspaper, measuring roughly 15" wide and 22.5" tall for a normal page, and 30" wide and 22.5" tall for a full two-page layout.  The boat map in the middle was duplicated on both sides as a full two-page spread, but I have only included it here once.  As the newspaper was folded a few times, the images at the top of the next page were oriented to be the "front" and "back" covers, so I have duplicated them here and at the end to provide consistency.  The map on page 3 was originally printed with all white numbers in the middle of the map, but as numbers 81, 82, 88-100 were extremely hard to see, they were duplicated with a black font.
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Under OPS 31 (Maritime) and OPS 35 (North  THE RECON'™ SYSTEM NOW INCLUDES:
Viet Nam) SOG RTs penetrated deep into the
heart of North Viet Nam, The Haiphong HALO
allows you to recreate some of the most dramatic
missions of that war. This module is designed to
allow youto run overland or amphibious operations
with new insertion and contact systems and tables,
Special terrain generation tables forthe Central
Highlands and the Coastal Plain allow you to lead
your RT overland to the very gates of Hanoi,
New insertion and extraction systems allow you
to take SEALs or Marine Force Recon swimmers

RECONI™ — the Roleplaying Game of the Viet T l
Nam War. Iltem #6636 $10 b

SAN SUCCI| = Modern building floorplans for
use with metal miniatures, Item #6637 $5

PLATOON 20 (20mm = 1/72nd scale):
#6638 Special Forces

#6639 Recon Alpha

#6640 Recon Bravo

(SCUBA divers) into Haiphong harbor for recon, #6641 Nungs and Montagnards
sabotage, snatches, assassinations, and rescues. #6642 VC
#6643 NVA
INCLUDING: #6644 Contacts
A hex map of the Haiphong harbor area, #6645 Grunts |
. #6646 Grunts Il
1/72nd scale deckplans of a merchant freighter, #6647 ARVN |
#6648 ARVN I
Insertion by: 1BS (inflatable boat, small), #6649 PLO
New HALO system, #6650 lsraeli |
PT Cast and Retrieval, #6651 lsraeli 1l

Chopper Cast and Retrieval,

Five different figures per pack
SDVs (Swimmer Delivery Vehicles)

$ 2.75 per pack from RPG, Inc,

Extraction by: Skyhook,

#6652 The Haiphong HoA. L, O, = The first
HH=-53B Super Jolly Green Giant

Recon'™ module - SOG operations in North
Viet Nam, $3.50
COMING VERY SOON:

#6653 Hearts & Minds = The second Recon
module - A Special Forces A team operating
from a Montagnard village

#6654 Track Commander = a roleplaying
system for crews of tanks and armored per-

New Tables: Central Highlands Terrain,
Coastal Plain Terrain,
NVA Patrols,
Civilian Contacts,
Buildings (villages),
Vehicle Contacts,

Currents,
Surf, and
Underwater Contacts

sonnel carriers, from World War Il to NATO
WARSAW PACT confrontations, compatible

with Recon,
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DEDICATION

To all who served in SE Asia, my respect and
admiration for undertaking a difficult and, as yet,
thankless task.

SOG Strikes North!

Under Oplan 35 SOG RTs operating out of
CCN performed reconnaissance missions against
NVA units massing above the DMZ (Demilitarized
Zone separating North and South Viet Nam --
hereafter referred to as NVN and RVN, respec~
fively)s In the HAIPHONG HALO isa system
of terrain and contact tables that will allow you
to operate your RTs in NVN,

Insertion can be by chopper, humping it over
the DMZ, HALO, or amphibious (typically 1BS
inflatable boat, small=rubber raft froma destroyer
or "swift boat”, a fast PT boat type vehicle).

RTs should be composed mainly of Nungs from
the northem Chinese border area of NVN; they
will, therefore, speak with a less risky accent,

Hmong, montagnards from the northern Laos=
NVN borderarea may also prove useful; however,
they cannot blend aseasily withthe Viets outside
the Highlands of NVN,

Occidental PCs should be kept to a minimum,

RTs should wear captured NVA uniforms and
weapons, Headgear will consist of NVA sun
helmets, bush hats, headbands, or bandanas; not
berets! Uniforms will consist of NVA khaki or
olive drab uniforms, or non-camouflage jungle
utilities. (No tigerstripes!) Indig rucksacks will
be used, instead of the U.S. LC (Load Carrying
oraliCe gear). Boots, preferably, should be
Bata boots, rather than the U.S. jungle boot,
which leaves a distinctive tread mark,

Sterile (non=U.S.) weapons and uniforms are
essential. Captured Soviet/Chinese AKs, RPDs,
and RPGs should be used to minimize detection
and resupply problems (relying on locally captured
or "liberated" ~~stolen==ammo).

Some food can be bought in local villages
away from major cities where suspicion is less
high. Indig PCs have onlya 10% chance of
NPCs becoming suspicious. Some food and other
supplies can be retrieved from caches planted by
previous teams; these are high risk ambush sites
(20% chance NVA have discovered and staked
out == watch carefully before approaching).
Additional supplies can be airdropped to the RT,
but there isa 40% chance this will alett NVA
units to your presence in the area and create a
wide scale search operation with numerous
ambushes set in the area. Use only asa last
resort,

Likewise, injured or ill PCs can be extracted
by "Skyhook" (SEE Special Rules), This will
require breaking ‘radio silence to inform CCN
and to direct the aircraft to drop the skyhook
gear. Therewillbea 1d10+2 hourdelay between
the request for a skyhook and the arrival of the
aircraft on station, There isa 20% chance of
NVN  radio intercept crews detecting any of
your radio transmissions and R.D.F.=ing (Radio
Direction Finding) your general location. There
isa 40% chance of the aireraft's presence alerting
the NVA to your presence,

There are two Terrain Description Tables, one
is for the Central Highlands (the western half of
NVN), the other is for the Coastal Plain. These
are mainly to help you describe terrain to the
players,

The further fromthe DMZ, the less professional
the NVA patrols and the more rare an ambush,
These patrols will be manned by older men in the
local militia (unless an alarm has been put out,
inwhichcase first class NVA units will be called
in for the chase). The militia will use older
equipment (80% SKS semi-sutos, 20% AKs, no
RPDs, no RPGs, 5% Chicom grenades). Patrol
and ambush discipline will be lax — with a lot
of talking, coughing, farting, sleeping, and
eating. ALERTNESS should be rolled on 5d10
(5-50), rather than 2d100 to compensate for this
lack of preparedness, Afterall, who expects
the enemy in his own backyard?

All villagesand civilian contacts are presumed
hostile. Toavoid compromising mission security,
all contacts must be avoided or eliminated.

Civilian contacts for many of your missions will
occur late at night. Keepinmind that there won't
be a lot of people moving about, Those that are,
are leaving early to goto market to sell or buy
something that will require a long walk; or they
are retuming froma party; lovers meeting; a farmer
out looking for a stray animal; orsomeone visiting
a sick friend or other emergency. After all, why
would you be out at three o'clock inthe moming
with no barsordrive=-ins (if you weren't preparing
to blow something up)?

MARITIME OPERATIONS

SOG OPs 31, Maritime Operations, utilized
U.S. Navy and Marine personnel, The most
dramatic of these missions involved inserting
teams into the Haiphong harbor area for recon,
sabotage, "bol bean" (delayed sabotage by booby
trapping ammo, weapons, or weapons systems),
and photographically documenting foreign arms
shipments on board ships or in warehouses or
actually stealing components of new weapons
systems (parts of Surface to Air Missles, Air to
Air Missles, and radar systems),

You can always tell a Marine Recon PC, he's
the one who calls the NVA, PAVN (pah-vin,
with the A sounded like the A in "apple"), which
stands for the People's Army of Vietnam, Force
Recon tended to operate in four-man teams,

SEAL Teams One and Two were commissioned
on 1 January 1962, SEAL Team One operated
in the Pacific; SEAL Team Two operated in the
Atlantic. Naturally, SEAL Team One was the
first to be deployed tothe Republic of Viet Nam,

Operating in 15man platoons, the early SEAL
efforts were so successful that additional elements
were deployed, Initial SEAL operations were in
the Rung Sat Special Zone, with later platoons
stationed ot Nha Be, Binh Thuy, and My The.

Eventually, SEAL Teams One and Two were
organized into five detachments. Detachment
Alfa (SEAL Team Two personnel) were attached
to Studies and Observation Group. The other
four detachments were composed of SEAL Team
One personnel: Detachment Bravo which worked
with Provincial Reconnaissance Units with the
Phoenix/Phung Hoang program; Detachment Echo
which instructed Vietnamese units in Unconven=-
tional Warfare; Detachment Golf, which provided
the bulk of the SEALRTs in=country; and
Detachment Siema which instructed the RVN
LDNNs (Lin Dei Nugel Nghai==or Viet SEALs),

One common feature for both SEALs and Recon
Marines is an inflatable life preserver.

Any operation that involves being inthe water
for several hours will require a wet suit for the
swimmers. For beach recons, with short swim
times, the divers may simply wear their cammies.
(Actually wearing their fins over their jungle
boots,) Wet suits tend to be a little too glossy
for suitable concealment; so, dark clothing is
recommended if movement outside of the water
is extensively involved,

Several scenarios may require suppressed
weapons, SEALs may be carrying the Smith &
Wesson Mark 22, Model 0 in $mm which has the
extended barrel threaded to take a suppressor.
Both the pistol and suppressor come with plastic
plugsto seal the weapon for transport underwater,

More exctic gear could include the AN/PQC-1
"Utel" underwater communications system which
will allow swimmers to communicate by voice in
a range of 500 to 2,000 yards. To achieve the
2,000 yard range the transducer must be pointed
by hand in the direction of another diver also
wearinga Utel. To talk while submerged, the
swimmer must be wearinga full-face mask with
the microphone mounted in it. The most useful
purpose of this is to home in on a signal from the
extraction craft; which this can do from a range
of up to 10,000 yards,

Another useful device isthe AN/PQS-1Bq
hand held sonar. The range is limited to settings
of 20, 60, and 120 yards. Basically the diver
can tell ifan object is between 20-60 or between
60-120, He can tell the bearing (direction) of
the object, by the direction he has to point the
unit fo get a reading. This will be useful for
detecting the hulls of ships, patrol craft, fishing
beats, etc. or dock pilings to help the swimmers
navigate in poor visibility.

Swimmers will have the option- of going in
individually or as a group. When swimming as a
group (the realistic way), divers will be holding
a long rappelingrope with butterfly knots tied in
it to form handgrips. Divers will altemate on
opposite sides of the rope, about every twelve
feet, This will keep everyone together and will
prevent the Underwater Navigation problems of
the RECON rules, page 35,

Although there are no unclassified documents
listing enemy swimmers being used against U.S.
swimmers, you may decide to include them as an
option, They will probably be dropped in the
harbor area ahead of the estimated path of any
suspected U.S. divers and form on=line to search
for the U.S. There is little likelihood of divers
being equipped with spearguns, but it is an option
already covered in the Recon rules that you may
decide to offer your PCs. Other combat will be
according to the hand-to~hand rules.

HAIPHONG

Haiphong was the major harbor/port facility of
North Viet Nam. The U.S. intentionally re=-
stricted bombing this tempting target due to the
merchant shipsfrom "neutral" countries. We took
enough flak from the enemy, our "allies", and
"meutral" countries over U.S. involvement in
Vietnam without bombing ships crews innocently
scarfing up quick bucks in a war zone.

Both China and the Soviet Union wished to
bring NVN into its sphere of influence by offer-
ing supplies, pilots, and technical advisors. NV
N expertly played off each against the other to
get the maximum support with the minimum com-
mitment,

If you will check @ map of SE Asia, you will
notice that China has a common border with NV
N and can easily ship supplies overland. The
Soviet Union had to ship its goods by railroad
through China or by sea through Haiphong. Rail
would have been cheapest, but China stole new
weapons to study them, relabelled othersas
“Gifts from the People's Republic of China" to
take credit for them, or simply delayed many
shipments to harass the Soviets. All of this
required the USSR to tie up more of its state~
owned merchant shipping in ferrying weapons to
Haiphong, which allowed SOG to steal them,
sabotage them, or photograph/document the
level of foreign involvement in this People's
Guerrilla War,

Haiphong was formerly a French colenial city;
as such, its architecture is primarily European,
rather than Oriental. Most of the post-revolu=
fionary "construction" has been patchwork
personal dwellings; rather than new public
buildings.

For missions into Haiphong or for accidental
HALO overdrops, the SAN SUCCl map and
floorplans will simplify your planning/prep time.

"Divide" SAN SUCCI along the double lane
North=South boulevard. Assume the two streets
are now separated by a 30' wide canal cluttered
with sampans (a thriving black market for ducks,
chickens, pigs, dogs, fruit, vegetables, brought
in from outlying farms). Bridges connect all
East-West streets over the canal.

In the period of these scenarios, hotels are 20
or more years old, and even the best are now
used for housing communist advisors, diplomatic
missions, foreign trade missions, and war
profiteers from other SE Asian countries selling
mass produced rucksacks, uniforms, Bata boots

(the tennis shoe styled jungle boot), etc.

Embossies are closely watched by security
police; withall indigemployees (cooks, janitors,
chauffers, etc.), at least informants, if not full
time NVN security personnel,

The quality of all luxury items should be scaled
down, They are now Soviet Bloc import autos,
fashions, etc.; at least the vodka and caviar are
good in the restaurants (if you like fish eggs).
The department store is now a state run facility,

The apartment buildings house closely watched
embassy staff and high ranking NV N burecucrats.

The SAN SUCCI warehouse arrangement should
be considered East of the main business district
at the port, with the main street in front of
SKID ROW and the HOTELS now fronting directly
on the Song Duong (river).

Revolutionary govemments tend to be rather
puritanical and stringently oppose drinking,
gambling, or prostitution. Obviously, Haiphong
is not a great liberty city for merchant ship crews,
Still, some concessions were made to help continue
the flow of war materials into NVN by ship.
Gambling, et al, would be fairly discrete, as in
any well policed city. At night, some crew
members from the ships will be off ship in the
bars,

Like the Soviets and Chinese before them, the
North Viets organized an intricate system of
neighbor watching neighbor. Give the snoopy
old lady power to informon her neighbors "in the
name of the Revolution", indoctrinate children to
inform on their parents, and people become very
reluctant to risk being arrested for being “an
enemy of the State" or losing their job for saying
anything against the govemment,

When Indochina was divided into Laos, Cam-
bodia (how Kampuchea), and North and Seuth
Vietnam, many of the Catholics in North Viet
Nam fled south, Communist govemments are
not noted for their religious tolerance., Some of
the Catholics remaining in North Viet Nam
found the conditions intolerable, and actively
sought to overthrow the govemment. These
brave men and women provided useful information
af considerable personal risk,

Since an Occidental PC cannot freely move
about in NVN, unless dressed asa Russian or
other Warsaw Pact advisor (either in uniform or
in "disguise" == a bad haircut and a cheap, ill-
fitting suit), contacts with the underground
should be made in out of the way places: the
docks, a dirt road, a small bridge, or a church
in a small village.

Priests are about the only North Viets that you
can safely contact (95% reliable), but you risk
involving the priest and his congregation in
retributions by the NVA,

Asin most communist countries, privately
owned vehicles are a luxury. Vehicle contacts
for civilians are primarily bicycles, motorbikes,
(not as common as RVN), carts drawn by water-
buffalo, na occasional car (doctor, opium
dealer, gold merchant, war profiteer, etc.).
Most vehicles are, therefore, military or govern=
ment vehicles.
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Chopper Cast

OVERLAND MISSIONS

Insertion by chopper has only a 2% chance of
encountering a hot LZ, There isa 10% chance
that the insertion will be observed and NVA units
assigned to track you down.

Insertion by IBS can be accomplished anywhere
along the coast of NVIN, and adds @ new option
to your Recon missions.

The overland contacts begin on a new terrain
generation system whichwillallow you to deseribe
terrain more effectively to the players. There are
two tables: the Lowlands (approximately the East
half of VN) and the Highlands (approximately the
West half of VN), As in the conventional Recon
Contact Tables, this basic table will lead you to
other tables -- Civilians, Vehicles, Buildings, or
Patrols. Animalshave been deemphasized to those
situations likely to indicate your presence to the
villagers. As with the previous tables, you are
free fo add your own ideas or disregard the table.
It is there for your convenience.

The following missions will allow you to operate
your RT in areas of NVN outside the Haiphong
harbor area,

Carry in supplies tothe underground (mini=cam=
eras, plastic explosives, assassination gear, etc.)

Get an underground or CIA agent out, make
contact at the Catholic cathedral in the small
village of o

Make contact with the underground to extract
valuable intel on strategy, foreign aid, POWs and
MIAs, etc.

Assassinate meeting of high ranking Chinese, N
VN, and Soviet politicos to work out agreement.

Assassinate high ranking NVN military officer
as he makes his way south to take command.

Assassinate NVN Secret Police officer respon-
sible for the torture of captured U.S. pilots.

Assassinate POW camp commander as drives to
Hanoi to report.

Kidnap any of the above,

Destroy vehicles in truck park on Ho Chi Minh
Trail. Spectre gunships have been unable to
locate,

Destroy convoy carrying SAM-7 shoulder fired
Surface to Air Missles (anti-aircraft) before they
can be delivered South to harass U, S. aircraft and
choppers.

Destroy Soviet/Chinese armor being moved for
attack on Special Forces camp.

Destroy SAM=2 anti-aircraft missle base.

Steal guidance system from SAM=2

Steal radar component from new experimental
Sovizt system being tested in NVN,

Soviet film crew has footage of U.S. POWs and
MIAs that can document previously unknown men,
You must get the footage asthey make documentary
on the "glorious people's struggle” near training
base.

POWSs will be moving by truck convoy to a new
camp closer to Hanoi,

A shipment of SAM=-2s will be moving by il
from Haiphong.

The dam and hydroelectric power plant at

must be destroyed. It will limit NVN production

of war materials and flood valuable rice fields,

A "smart bomb" (TV guided) has been recovered
relatively intact and is being moved by truck to
Haiphong for shipment to the USSR,

Opium in the Highlands is being sold to bring in
hard currency to finance the war. Close this down
by ambushing shipments, destroying storehouses of
this year's crop, and takeout the opium lord at his
V;“ﬂo

A heroin refinery is converting opium to heroin
to sell to U.S. troops in the South. It is camou-
flaged as a rice mill.

The railroad bridge at ___ is a choke point for
shipments of troops, supplies, and industrial goods
to this area,

Eliminate any of the following important (and
highly guarded) individuals at their villas on the
edge of Haiphong/Hanoi: Secret Police commander,
general, bureaucrat, Soviet/Chinese advisors, war

profiteer (selling Hanoi secrets from contacts witH
RVN officials), gold merchant, KGB intemrogatior
specialist sent to train NVN interrogators.

Kidnap any of the above officials,

HAIPHONG AREA (SEALs/Force Recon ops)
Attach limpet mines to freighters in anchorage.
Steal Soviet code book from radioshack of ship,

photograph, and -retum,

Plant wamings in captains safe and crew's quar-
ters aboard all ships in haroor, unseen,

Release Sovizt doubleagent from brig of ship
before transport back to USSR for trial,

Set fake channel lights during monsoon to cause
freighters to run aground.

Place cutting charges on anchor chains of all
ships in anchorage to set adrift.

Destroy all patrol boats docked near harbor-
masters (SAN SUCCI #107).

Climb into hold to photograph, bol bean, steal,
or destroy: new Soviet chemical shells being sent
to use against Khe Sanh, new Air-to-Air missle,
new SAMs, radar, tank sights, ammo shipment, EC
M gearto counter U.S. aircraft Electronic Counter

Measures gear.

Destroy captured U.S. gear before it can be
shipped to the USSR for study: ECM gear, radar,
smart bomb, aircraft engine, airtoair missle, 20mm
cannon, minigun, etc,

INSERTION

Operations in the Hanoi=Haiphong area will
require transportation to the AO (area of opera=-
tions) by either aircraft or ship.

Aircraft will depart from the Republic of Viet
Nam and fly over the Gulf of Tonkin, tuming
landward at Haiphong and appreaching from an
altitude of at least 30,000 feet to minimize NVN
aircoverby MiGs out of Cat Bi airfield or SAM-2
missles. Jumpers will HALO (High Altitude Low
Opening) requiring bottled oxygen.

Rotary wing aircraft (helicopters) can fly Nap
of the Earth (NOE) at just above ware crest to
avoid radar detection, Typically a SH-3 "Sea
King" would be deployed from the helipad on a
destroyer, which minimized the fleet craft as-
signed to the mission. The RT would drop from
the chopper as it hovered at less than 30' from
the surface, orient, and begin the swim or in-
flate an IBS (inflatable boat, small -=rubber raft).

Swimmers can be deployed by either fast sur-
face craft such as the PTF (which still resembles
the older World War 11 PT boats) and swim or use
the IBS, or they can deploy from fleet submarines
(either the USS Tunney or USS Perch), locking
out from the underwater escape hatch and swim-
ming or using SDV (Swimmer Delivery Vehicles
small two to four man wet subs carried "piggy
back” onthe larger sub). Submarines can surface
to allow the inflation of an IBS, then submerge
to launch the rubber raft and RT.

Fixed winged aircraft/HALO hasthe advantage
of inserting the team inland, away fromthe more
closely watched coastal defenses, and allows the
team to swim down river with the current. All
other meansof insertion runthe risks of detection
by merchant ships, patrol craft, fishing boats,
radar, and shore-based sentries.

EXTRACTION

Upon completion of its mission, the RT can be
extracted by reversing its original means of in-
sertion (except HALO). Skyhook is not a suit-
able altemative to extraction since it requires
one aircraft or pass per PC, which increases the
risk of detection to unacceptable levels (more
info on Skyhook isavailable under Special Rules).

Coordination may allow the RT to be inserted
by one technique and extracted using ancther
option. The more complex an op, the more
probable a foul=up will occur. In reality follow
the KISS principle, "Keep It Simple, Stupid."
In gaming, you may want to try anything.

“—an ¥

HALO

All basic rules for HALO insertion from Recon
apply to this module. PCs intending to use this
form of insertion should have the following air-
borne skills: Basic, HALO, Night, and Water
Landings. At the MD's discretion, a character
may select additional skills necessary for any
mission for which he doesnot posess the necessary
"experience" (in effect going into "debt" on his
experience). This should be limited to those
skills actually necessary for a character on a
particular mission to aveid PCs racking up great
debts to develop great characters. These debts
must be worked off before any additional skills
can be added or additional debts made.

Printed on the harbor map isa hex system,
When insertingby parachute, the team will pick
a farget hex. Due to the different layers of air
with winds from different directions and speeds,
the jumpers will be deflected fromtheir intended
target hex. All measurements begin from the
target hex, later deflections are measured from
the current impact site (current PC hex).

There willbe 1d10/2 orfrom 1-5 layers of air,
To determine the direction and speed of the air,
roll 1d10 for direction, On the map isa hex
with the number 1 to 6 around it. The jumper
will be off-course in the direction, 1=6. On
rolls of 7,8, you will need to reroll a number
from 1-6 and D OUBLE the distance rolled. On
rolls of 9,10 the air layer is fairly calm and the
jumper is not deflected in that layer.

To determine how far the jumper is deflected,
roll 1d10 for the number of hexes the jumpers
will be deflected in the direction indicated on
the first roll.

JALO chutes can be controlled or guided by
pulling on toggles (handles) with lines to a vent
or opening in the chute; this helps control the
direction that air is released from the chute and
steers the chute.

To control the chute add a PC's Al + Ag and
divide by 2; to this score, add +5 for parachute
Basic AND for HALO (possible + 10). For each
hex deflected, the PC may make a roll against
this total. A PC isonly deflected from the target
hex by the number of rolls he misses. EXAMPLE:
the deflection rolled was "5" or 5 hexes. Recon
Jablonski successfully made 3 of the 5 rolls; so,
he is only deflected 2 hexes, Recon Henderson
made all 5 rolls, he is not deflected; he manages
to perfectly adjust his chute,

As you can see, the team may be scattered
and each recon may land in a different hex. For
each layer, roll once for the direction and once
forthe distance; then have each PC make his rolls
to determine how far he is off course, After the
first layer, each PC may be coming down in a
different hex; from then on determine his change
in target hex from his current target hex. You
still only roll once per layer for direction and
distance, which appliesto all members of the
team as they pass through that layer,

CHOPPER CAST & RETRIEVAL

As mentioned elsewhere, choppers can be used
to insert swimmers, The swimmerssimply jump from
a hovering chopper into the water, and then don
their masks and flippers.

For retrieval, an amphibious choppersuch as the
SH=3 can land directly on the surface of the water
to extract the swimmers, The swimmers can signal
their sitvation using a waterproof light, aflare, or
the AN/PQC-1 toa chopper with a submerged
microphone,

No special rolls are required for cast or retrieval,
however, there may be a 1d10 minute delay before
the chopper arrives on=station,

Chopper speeds are already reduced to represent
a slower maximum for searching, slowingtoa hover,
and acceleration,

PT CAST & RETRIEVAL

PT (Patrol Torpedo) boats can be used to insert
and extract swimmers. For insertion an IBS is tied
to the side of the PT boat as it moves rapidly into
the Area of Operations, Swimmers climb down in
to the IBS and roll (NOT jump) off of the IBS into
the water; this makes the impact at high speed less
jarring. Thishigh spéed insertion iscalled "casting"

Retrieval (pickup) requires the swimmers to be
spread out about 30 yards apart in a line. The PT
boat retums witha swimmer inthe IBS witha large
loop in his hands. Each swimmer slipsthe crook of
his elbow into the loop and is hauied out of the
water and into the IBS; then the loop is prepared
for the next swimmer in line asthe boat progresses.

Retrieval requiresan Ag roll, If the swimmer
fails the Ag roll, the boat will continue to pick up
all the other swimmers before retumingfora second
attempt at him. (No sweat, as long as there isn't
an enemy Patrol Boat barreling down on you,)

Due to the high speed of the PT boat, during
casting the PCs will be spaced out about 20 yards
qwﬂo

The PT boat can be informed you are ready for
pickup by either pre—arranged time, a waterproof
light flashed in their direction, a flare (which is
likely to alert the enemy to your location), or the
use of the AN/PQC~1 as a homing device, There
will be a 1d10 minute delay from signal to arrival,

The PT boat will only be moving at one=half its
maximum movement during cast and retrieval,

PATROL BOATS

There are 10 harbor patrol boats in the port.
Roll 1410 to determine how many are out on rou=
tine patrol at this time. To determine present
location, roll 2d100 for each, The boat will be
in the hex with that number in it. Unassigned or
boats undergoing repair will be docked at the
harbormaster's building (the L-shaped building on
the Port portion of the map).

A patrol boat hasa  3-man crew, It posesses
a radio, small searchlight, RPD belt-fed MG,
two AKM folding stock AK=47s, The probability
of a patrol boat actually having grenades is low,
but the MD may wish to allow them as anti=SCU
ba "depth charges” (system already explained in
RECON rules). Use PBR deckplan from RECON
for patrol boats,

The direction of a patrol boat can be randomly
determined by rolling a second 2d100 number for
the hex it is heading toward, When cruising on a
routine patrol, the patrol craft will be moving at
only two hexes per 10 minute period.

SUBMARINES/SDVs

Large diesel fleet submarines can deliver the
teamtotheir Area of Operations. Theywill enter,
submerged from the East, and will not go into the
numbered hexes. The relative speed of the sub is
due to its reduced speed in the shallow water of
the channels and bays that make up the Haiphong
area,

Once at the AO, the swimmers can don their
SCUBA gear and "lock out" of the emergency
escape hatch inpairs, The compartment isflooded
and the divers exit, close the hatch, and allow
the sub to blow the water out with compressed air
so other swimmers can enter the compartment.

Once outside, the swimmers can head for shore
or detach strapped down SDVs on the hull of the
submarine.

An SDV (Swimmer Delivery Vehicle) isa two
man wet sub. That is, water is inside the small
sub and thedivers must use SCUBA gear to breathe.
This is not a James Bond device of multiple spear-
guns, ink clouds, and other secret weapons. It is
simply a functional tool for getting to and from
your destination.

When retuming to the sub for extraction, the
swimmers can use their AN/PQC-1 or AN/PQS-1B
to make contact with the sub, They can also use a
simple pair of metal rods banged together (Calypso
sticks) to notify the sub's sonar that they are near.

SKYHOOK

A skyhook isa magical device that you can
attach to the sky and climb up or hook things to
and suspend from the air. In military parlance, a
skyhook is an extraction system, If you saw the
James Bond film "Thunderball”, you have already
seen Skyhook at work,
The skyhook system is primarily utilized asa
rescue system. A downed pilot is dropped a can-
nister containing a reinforced set of overalls that
he slips on, attaches a long cable, and snaps the
other end of the cable fo a blimp=shaped balloon,
which he then inflates, The rescue piane hasa V-
shaped guide on the nose that will guide the cable
infoa lock, and jerk the pilot into the air. Then,
the cable is winched into the back of the aircraft,
which brings the pilot up into the cargo hold.
Small pennant flags on the cable indicate to the
pilot of the rescue aircraft whereto snag the cable.
Properly done, the jolt is not too great; but with
varying wind conditions or hostile ground fire, the
time for careful aim on the cable may be limited,
There isalso the possibility of the cable breaking
or being cut, once the man is in the air, thisis
sayonard. To minimize this, there are wires from
the guide to the wingtips of the aircraft that will
slide the cable away from the wing and engines to
prevent a snagging where the man cannot be
retrieved.
This system is time consuming, and the entire
RT cannot be extracted by Skyhook. Injured PCs,
members of the underground, or captured enemy
might be extracted by Skyhook, while the RT makes
itsway toa more conventional meansof extraction,
There isa Skyhook table to cover the pickup.
This should be at a prearranged location and time,
If the team requests an unscheduled pickup, the
delay to lay=on an aircraft will be 1d10 HOURS.
An aircraft will have two sets of gear (in case one
is defective or something goes wrong).

SWIMMERS

Throughout this module you will find the term
swimmer used. This doesn't necessarily imply a
surface swimmer. The Navy (and, therefore, the
Marine Corps) use the term "swimmer” to include
SCUBA divers. Diver and swimmer are used inter-
ichangeably throughout this module,

SEAWARD APPROACHES
When making an approach or insertion from

the sea, thereisa 10% chance of being observed

or detected. Thisis not as serious as it may

first sound since the majority of detections will

not be acted upon immediately by the enemy,
On a roll of 1-10 on 2d100 your insertion is

observed:

MOVEMEINT

The movement rate printed on the Haiphong map
is the highest rate or maximum for game purposes.
Rather than involve measurements or conversions,
the speeds for various systems is given relative to
each other,

For game purposes, assume that a physically fit
and well trained swimmer can cover one 1600' hex
in 10 minutes. In that same 10 minute interval
the vehicles can cover theirmovement rate in hexes.
Muchofthe action will therefore occur within one
hex when contact is made (played off board).

Rather than have HAIPHONG HALQ become a
boardgame, the delivery systems have been de-
emphasized. The Underwater(UW) Contact tables
will emphasize the roleplaying aspects. RECON
is a personal, man-to-man confrontation, rather
than a science fiction technological slugfest of
weapon versus weapon. Men make the decisions,
the vehicles are simply there to get you to your

objective,




TABLES

OBSERVATION (01=10 on 2d100 only):

01  Radar contact, will dispatch patrol boat*
02-04 Patrol boat (will attempt radio contact, or
searchlight sweep as moves to investigate)
05-09 Fishing boat, will report when docks 1d10
hours later
10 Merchant ship radioes report*

*If sub, SDV, or swimmers assume sonar contact by
by random patrol boat or merchant ship.

SHIP ACTIVITY (120, roll for each ship in port):

At Wharf

01-02 Loading new cargo

03-04 Unloading cargo
05 Waiting to unload
06 Waiting to load

At Anchor in Ship's Channel
07-12 Waiting to unload
13-17 Waiting tide to leave

Moving
18 To anchor
19  To wharf

20  From wharf (with new cargo)

CURRENTS (affect swimmers, SDV, or IBS):

Roll Direction, 1410, 1-5 left, é=10 right (river
is always downstream)

Roll Strength of current, 2d100 (SDV, St=80)
IBS: Figure team average St, if greater than
current, remain on course; if less than current,
moved with current the DIFFERENCE in yards
for 1d20 CRs (Difference x 1d20 = yords).
SWIMMERS: Swimming alone, calculate by the
individual St's; using Budweiser (buddy) line,
use team average St.
IF DRIFT WITH CURRENT WITHOUT PADDLING
OR SWIMMING AGAINST, drift currents St x
the number of CRs,

UNDERWATER CONTACTS TABLE (2d100):

01-40
41-45
46-50
51-55
56-60
61-65

Mud bottom (fairly flat)

Trough

Sand bar/mud bank (UW "hill")

Seagrass on bottom

Sandy bottom

Thermocline (layer of cold or warm water)

Detritus (bottom debris)
66 55 gallon oil drum (empty)
67  Old wire cable
68  Paint cans (lids off)
69  Cast iron pipe
70 Hawser (thick rope)
71 Tarp
72 Wooden crate
73 Empty food cans and bottles
74 Sunken sampan
75  Sunken MiG=21 aircraft with pilot
76  Old fishing net
77  Buoy concrete anchor and cable
78  Unexploded bomb (5% risk if moved)
79  Old French landing craft or patrol boat
80  Waterlogged tree trunk

Animals

81  Flounder scoots off out of bottom silt

82  Manta ray swims past

83  Turtle

84  Worm tracks cover mud

85 Clicking of shrimp

86  School of small fish

87  School of small fish dart by (pursuer?)

88  School of non-poisonous jellyfish

89  Something large (dolphin) circles at edge
edge of vision (flippers move up and down)

90  Small eels in holes in bottom

91 Numerous crabs scurrying along bottom

92 Clam bed

93  Phosphorescent fish (1d10), see glow first

94  Layer of plankton suspended in water

95  Shark! On 01-02 on 2d100 will attack for
1d10 attacks (St 20+5d10, Ag 2d100) use
Hand to hand table for attack, slash does
2d10, stab does 2d10+5,

Surface craft
96 Deep "chump-chump" of freighter
97  Patrol boat cruising above
98 Junk hull appears
99  Sampan hull appears, may have outboard
100 Sampan with fishing lines, requires Al to
detect, Ag to avoid; hook does 1d10/2 for

damage, must roll Ag with knife to cut line,

SURF iBeuch only), swimmers or IBS, 1d10:

01-05 Gentle (No Ag roll required)

06=07 20+1420

08-09 30+1d20 SURF Ag MODIFIERS
10 40+1d420

SWIMMER: Make individual Ag roll minus surf or
knocked around by surf and lose some gear,

IBS: Figure team average Ag minus surf, If fail
roll, IBS overtums and each man will lose some
gear.

LOST GEAR TABLE (1d10):

Frags, Claymore, or LAW

Knife or bayonet

Pistol (or all ammo except mag in pistol)
Main weapon

One-half ammo (increase "weapons checks")
Canteens

Food or pop-up flare

Map/compass

Radio/Demo/Medic kit or other special gear
Hat or bandana/headband
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BEACH CONTACTS (1d10):

01  Patrol (1d10/2) pushing bikes in sand with
rifles slung, smoking and talking
02 Fishermen (1d10+2) working beach seine in
in surf, fire on beach
03  Young lovers on beach
04  Lone thinker
05-10 No Contacts

CONTACTS

REVISION (Weapon Damage)
7.62 x 39mm (AK, RPK-mag fed MG, SKS)

4d10

7.62 x 54mm (SVD sniper rifle, PKS belt fed MG) 4d10+5

7.62 x 51mm (M-14, M-60, FNs)

4d10+5

LOWLANDS TERRAIN TABLE (1420):

Sand dunes (1d10+2" high)
Pine trees

Scrub brush

Rice paddies

Read

Path

Stream

ROLL ON Building Table
ROLL ON Patrol Table
10 Forest

11 Marsh (mud)

12 ROLL ON Civilian Table
13 ROLL ON Vehicle Table
14 Bamboo thicket

15 River

16 Mangrove swamp

17 Scrub brush

18 Rice paddies

19 Forest

20 Waist high grass
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HIGHLANDS TERRAIN TABLE:

Crest of hill

Stream

Bend in trail

Wide spot in trail (good fields of fire)
Gorge/narrow valley

Natural clearing

Trail intersection

Fork in trail

ROLL ON Building Table

10 Tree/vine (tripwire?) across trail

11 ROLL ON Civilian Table

12 Abandoned field

13 ROLL ON Patrol Table

14 River

15 Valley with head high elephant grass
16 Dense bamboo stand

17 ROLL ON Vehicle Table

18 Log bridge over stream/monkey bridge - gorge
19 Cliff, 20+1d10" high

20 Cave opening
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CIVILIANS:
Paths, paddy berms (dikes), or porch of house:

BUILDING TABLE (1d20):

1 Old woman (mid=wife to/from delivering baby) 1 One house with sheds/outbuildings
2 Old man smoking pipe 2 Two houses
3 Young man 3 Three houses
4 Young woman 4 Four houses
5 Old woman and girl 5 Five houses
6 Young couple 6 Six houses
7 Young couple with child 7 Seven houses
8 Two old women (talking), cld man (silent) 8 Eight houses
9 1d10/2 men 9 Nine houses
10 1d410/2 women 10 Ten houses
Near water: ) 11 Deserted house
1 Sampan moving 12 ROLL ON Animals Table (Roll 1d10 buildings)
2 Beached sampan, haggling with farmers 13 Small general store
3 Beached sampan, family eating or sleeping 14 Railroad tracks or paved road
4 Young lovers walking by river 15 School
5 1d10/2 men frog gigging 16 Military bivouac or small police barracks
6 1d10+4 children/women gathering clams 17 SAM missle site or radar station
7 1d10+4 men mending nets on beach 18 Cemetery
8 1d10/2 men casting nets 19 Catholic church or Buddhist pagoda
9 1d10/2 men fishing from boat with poles 20 Rice mill or granary
10 1d10 boats working nets, torch in bow
ANIMALS:

1 Dog bkarking at nearby house

2 Waterbuffalo snorts in nearby pool
3 Flush bird near foot

4 Goats bleat in thicket

5 Pigs squeal in pen near house

Ducks waddle past squawking

Rooster crows

Non=-poisonous snake

Poisonous snake

Dogs come over to investigate, 1d10/2

L=J0 e I T I+

Someone will come out of house to investigate the
noisy contacts on "one" on 1410,

PATROL TABLE:

Foot patrol (1d10+4) coming toward

1

2 moving away

3 crossing line of march
4 eating

5 sleeping

6 Bridge guard(s), road checkpoint (1d10/2)
7 Railroad bridge guard

8 Building guard (1d10/2)

9 Patrol on/pushing bicycles (1d10/2) towards
10 away
n across line of march
12 eating

13 sleeping

14 Ambush, talking

15 Ambush, sleeping

16 Ambush, fishing (stream or river)

17 "Jeeps" (UAZ-69) with 1d10-4 men parked
18 eating

19 sleeping

20 Militia in village "saddling up" for patrol

VEHICLES (1d10, 1-7 moving, 8-10 stopped):

1 Old Citroen
2 Old Renault
3 Bus
4 Old truck
5 Waterbuffalo cart
6 Waterbuffalo carts (1d10/2)
7 Bicycles, 1d10/2
8 Bicycles, 1d10+4
Military Vehicles
9 Bicycles, 1d10+4
10 Russian car
11 Motoreycle courier
12 Lone jeep with officer
13 Lone gas truck, explodes on 1d20 bullet
14 Lone truck, supplies
15 Lone truck, troops
16 Truck convoy, SAM missles
17 Truck convoy, towed artillery
18 Truck convoy, supplies
19 Truck convoy, troops
20 Tracked vehicles (1d10/2) PT-76 or T-54

WHARF CONTACTS (1d10 quiet area, 1d20 busy):
Sentry with SKS (old man)

Customs official on bicycle to inspect shil
Cyclo (pedal cab) with two sailors/officers
Truck convoy arrives to load nearby

Ships officers heading into Haiphong
Sailors (1d10/2), singing as retumn to ship
Drunken sailor passed out on wharf

Truck driving down wharf

Forklift drives by with load

10 10+1d10 Stevedores arriving/leaving shift
11 Stevedores (1d10/2) stacking crates
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12 drums
13 sacks
14 eating
15 1d10+6 crates
16 drums
17 sacks

18 Truck with 1d10+4 soldiers (AKs) to guard cargo]
19 Workers finish and move to another site
20 U.S. aircraft detected, lights switched off

AEROSPACE RESCUE AND RECOVERY SERVICE

Ancther elite unit of the Vietnam War was the
Aerospace Rescue and Recovery Service, whose
mission was to rescue downed pilots. The men of
the maroon beret were trained in airbome skills
(including tree and water landings), SCUBA, medic,
survival, and small arms (primarily the .38 pistol
and the M-16/CAR-15). (An ARRS man would
make a great NPC/PC to be rescued as a POW and
run by a player who had lost his regular character
on a mission, )

With the number of U.S. aircraft shot down over
North Viet Nam, the ARRS hadto develop a rapid
means of suppressing enemy troops in the area and
extracting the pilots and crews. Forgame purposes
we will simplify the support aircraft for suppression
fire by using only the HH=53B Super Jolly Green
Giant helicopter, The HH=53B wasequipped with
three mini-guns, one on each side and one on the
rear boarding ramp. These three mini=guns will
offer tremendous firepower using the following
system.

For mini=guns, you will need the large sheet
you have, probably, already prepared for artillery
and airstrikes. In terrain  such as jungle canopy,
where the enemy cannot be seen clearly, the path
of the MG sweeps will be rolled randomly, roll
two numbers on 2d100 for the beginning and endin
squares. The MG will follow a course between
those two squares killing anything and everything
ina large square path. It can cover five large
squares per CR, and must complete one path before
starting a new one, THERE WILL BE THREE MGs
WITH THEIR OWN PATHS OPERATING AT ONE
TIME ON DIFFERENT SIDES OF THE CHOPPER!
USE THE LARGE GRID SEPARATELY FOR EACH.

If the terrain permits the gunners to see their
targets, the players can select the beginning and
ending squares,

While all this is happening and the chopper is
hovering above your team, a Jungle Penetrator is
being lowered. This metalanchor-like device has
three fold down bars for seats. It will take 3 CRs
to lower and men to mount it. It will then take
3 CRs to raise it; the men will be exposed to VC
small arms fire (treat them as "prone” due to their
seated posture and movement). They can retum
fire as "marksman running" due to their precarious
position and movement,

For game purposes, an unscheduled ARRS pickup
can be on station hovering about you in  1d10+4
minutes. Your RTO should guide them in on final
approach. Additional aircraft can be requested
for suppression, but this will complicate matters.

SKYHOOK EXTRACTION TABLE (2d100):
If plane is taking evasive action to avoid smallarmg
groundfire, subtract 15 from roll; for negative fs,
roll 1d10 on table.

01-02
03-04

Cable snaps and man falls to death

Cable snaps, man takes 2d10+5 damage, &
balloon is lost

Plane misses on first pass, must circle
Balloon defective and won't inflate (or gets
shot down by pursuers)

11-40 Very rough pickup, man takes 2d10+5
41-70 Rough pickup, man takes 1d10+5 damage
71-100 Uneventful pickup

05-08
09-10

THE SHIP - Haiphong isa shallow water port and
all large oceangoing freighters had to be offloaded
at anchor (hexes 70-100). Smaller freighters such
as this could make their way upriver, and save
the extra expense. These smaller ships tended to
be older ships, manned by the dregs of any port,
and owned by companies with little interest in the
ship or crew. NPC character crew can be from
almost any nation, and should be the most rascally
downand outters you can create (drinking, gambl=
ing, and whoring are not hobbies, but careers).

DECK WATCH - There will always be at least one
Able Bodied Seaman on the main deck. His Al
will probably be fairly low. Roll 1d20 and use the
numbers on the main deck (B) to find the feature he
is by, The ABS on a merchant ship is generally
not armed, except for a personal knife.

HATCHES & WATERTIGHT DOORS. The water-
tight doorsto Holds 1 and 2 willnormally be dogged
shut; there are 6 dogs (levers) requiring Ag rollsto
open quietly.

Watertight doors to stairs on B and C decks are
normally undogged, it will take 2 CR to dog or 4
to dog quietly. Something must be wedged against
the dogs to lock them,

All hatches are normally closed, requiring 1 CR
to open, 2 CRs quietly (and an Ag roll).

PORTHOLES - All are too small for anyone to
climb through; 85% open to listen at or fire thru,

COMPANIONWAY (Halls), There's a 5% chance
that there will be someone in any companionway.

ENTRY = Thereare three ways for swimmersto gain
entry to the ship: coming up the accomodation
ladder, climbing the anchor chain, or throwing a
grappeling hook over the main deck railing and
climbing up (this cannot be done quietly and will
attract the deck watch if he is on that half of the
deck,

Climbing the anchor chain requires six Al rolls
to prevent slipping, with an Ag "saving throw" to
prevent falling. A seventh roll, an Ag rollis
necessary to heave your PC over the metal spray
shield ot the bow above the anchor chain, All
unnecessary gear should be removed BEFORE the
attempt to climb and strapped to the anchor chain;
if this is not stated, subtract 15 from Ag rolls of
the PC,

The deckplans for the merchant freighter do
NOT haveto be cut out. The following descrip-
tions will keep enough details from the players
to allow them to see the deckplans. As SEALs
and Recon Marines, their characters should be
familiar with ships and know the general layout.

The following information is based on four
deckplans, labelled A=D, with "A" being the
bridge or uppermost part of the superstructure
and D being the lowest deck. On each of these
deckplans is a numbered series of features which
are described in the following sections,

DECKPLAN A: BRIDGE/PILOTHOUSE

1 - LIFEBOATS. These are covered with tied
down canvas tarps. It will take 3 CRs  to
quietly untie the rope, and anotherto climb
in for concealment. It will only take 1 CR
to cut the rope, and another to climb in.
If no alert is out, itisunlikelythatan NPC
will notice the loosened tarp (5%), during
analert if an NPC is sent up to this level
to look for an intruder it will take a normal
Alertness roll to notice,
SMOKESTACK. A PC can climb down the
smokestack by bracing his hands against the
the walls (wearing gloves). The only exit
is right above the engine on D deck. It
will take at least 3 CR to climb, witha 15
percent chance of carbon monoxide poison=
ing each CR (unless the player specifically
states his character is holding his breath, or
is using air from his diving tank.
RADIOSHACK / CHARTROOM, Even in
port there should always be a "sparks",
radio operator on duty inthis room (unarmed)
unless the captain has issued weapons after
someone has spotted intruders on the ship).
The team RTO can use the ship's radio to
make contact with headquarters or the
extraction vehicle,
COMPANION LADDER,
pilothouse to B deck.
CAPTAIN'S QUARTERS. There'san 80%
chance the captain will be in his cabin at
night, evenwhileinport. Features include
(A) Bunk, (B) Desk, (C) Locker, and (D) his
own private head/bathroom,

Stairs down from
5 -

6 - BRIDGE. When moving, there will always
bean officer anda helmsman on the bridge.
At anchor, one of the ship's officers will be
on duty alone (probably drinking coffee).
(A) is the helm (steering wheel), (B) is the
ship's radar.

MAIN DECK: B

1 = FANTAIL, There's a 5% chance that there
is an off-duty sailor staring over the rail as
he smokes a cigarette or the galley helper
comes fo dump the garbage overboard,

2 - BITT. Ropes (hawsers) are "secured” to this
and to the bollards on the docks to hold the
ship in place.

3 = GALLEY. The crew and any passengers
will eat here in shifts. At night there's a
15% chance there will be someone in the
galley. If present, roll 1d10:

1 Chess or checkers players (2)

2 Man writing letter

3 Man reading

4 Man playing musical instrument

5 Man sleeping in chair

6 Man listening to radio or records

7 Men in bullsession (5+1d10/2)

8 Four men playing cards

9 Galley steward mopping linoleum
10 Off watch eating (1d10+2)

4 = KITCHEN. Galley steward may be making
coffee and sandwiches for the watch,

5 = SMOKESTACK (from engine)

6 = STAIRS, All stairs, ladders are located in
in this general area; so, this can indicate
the stairs to the bridge or the stairs below
that to the middle deck,

7 = FLYING BRIDGE. At A (bridge) deck
level, Officer on watch may be here for
breeze.

8 - ARMS ROOM/VAULT. Soviet ships are
particularly reluctant to have weapons on
board for fear of losing a ship. As a vault
the purser and captain would have the
combination or keys.

9 - PASSENGER'S ROOM / SICKBAY. If the
ship is camying passengers, they will stay
here, or it can be the sickbay for sick or in-
jured crewmen,

10 - HEAD, Restroom for passengers/patients.

11 - BOOM. Mast from which ship's booms are
used to load and unlead cargo.

12 - ACCOMODATION LADDER. Ladder to
boats in the water, while in port.

13 = HOLD #2, Cargo is stored here, It can be
reached by the inspection hatch (14), hatches
on the middle and lower decks, and ladders
and hatches through #18 and Hold #1,

14 - INSPECTION HATCH., Allows cargo to be
inspected without removingentire hatch cover
There is a ladder undemeath,

15 = INSPECTION HATCH. Same as 14,

16 = HOLD #1, Same as 13.

17 = WINCHES, Used to raise anchors.

18 = HATCH, Forward access to Hold #1

MIDDLE DECK: C

1 = STORES. Food storage, Can be freezer.

2 - OFFICER'S QUARTERS, Purser and second
mate's room, 50% chance one ispresent, 25%
both are present, in harbor. Locker may con-
tain small safe for ship's funds.

3 - FIRST MATE'S CABIN, 34% chance in room.
4 - CREW'S QUARTERS. 34% chance all 6 in
room. 85% asleep. (Roll separately).

5 = SMOKESTACK

6 = STAIRS. Ladder below to deck D.

7 - HOLD #2,

8 - CREW'S QUARTERS. See #4 above.

9 - HEAD, Latrine, showers, etc. 10% chance
in use,

10 - CREW'S QUARTERS, See #4 above.
11 = STOWAGE. Miscellaneous ships items.
12 - HOLD #1, Watertight door connects,

LOWER DECK: D*

1 - RUDDER

2 - SCREW. Propeller. Can only be damaged
with explosives,

3 - SMOKESTACK, Hatch over engine opens
forward.

4 - ENGINE,

5 = ENGINE CONTROLS. Can operate engine
and steer ship from here.

6 - BILGE PUMP, Pumpsout water in crawlspace
below deck D.

7 = MACHINE SHOP, Tools and equipment for
ship's repairs. Cuttingtorch will take 5 min
to cut man~-sized crawl hole through wall or
door,

8 - LADDER. Up to deck C.

9 = BILGE ACCESS HATCH., In deck (floor).

10 = EMERGENCY POWER, Battery backup.

11 - GENERATOR. Supplies all ship electricity.
Radioes, radar, lights, pumps, winches,

12 = ELECTRIC CONTROL PANEL, Switches and
fuses for all ship's systems.

13 - HOLD #2, Watertight door,

14 = LADDER. From inspection hatch,

15 = HOLD #1,

*Engineroom watch = There will always be at least
one man making repairs or standing watch in the
engineroom,




Under OPS 31 (Maritime) and OPS 35 (North
Viet Nam) SOG RTs penetrated deep into the
heart of North Viet Nam, The Haiphong HALO
allows you to recreate some of the most dramatic
missions of that war. This module is designed to
allow youtorun overland or amphibious operations
with new insertion and contact systems and tables.

Special terrain generation tables forthe Central
Highlands and the Coastal Plain allow you to lead
your RT overland to the very gates of Hanoi.

New insertion and extraction systems allow you
to take SEALs or Marine Force Recon swimmers
(SCUBA divers) into Haiphong harbor for recon,
sabotage, snatches, assassinations, and rescues.

INCLUDING:
A hex map of the Haiphong harbor area,

1/72nd scale deckplans of a merchant freighter,

Insertion by: IBS (inflatable boat, small),
New HALO system,
PT Cast and Retrieval,
Chopper Cast and Retrieval,
SDVs (Swimmer Delivery Vehicles)

Extraction by: Skyhook,
HH-53B Super Jolly Green Giant

New Tables: Central Highlands Terrain,
Coastal Plain Terrain,
NVA Patrols,
Civilian Contacts,
Buildings (villages),
Vehicle Contacts,
Currents,
Surf, and
Underwater Contacts

RPGinc.
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THE RECON'™ SYSTEM NOW INCLUDES:

RECONI™ — the Roleplaying Game of the Viet
Nam War, Item #6636 $10

SAN SUCCI = Modern building floorplans for
use with metal miniatures. Item #6637 $5

PLATOON 20 (20mm = 1/72nd scale):
#6638 Special Forces

#6639 Recon Alpha

#6640 Recon Bravo

#6641 Nungs and Montagnards
#6642 VC

#6643 NVA

#6644 Contacts

#6645 Grunts |

#6646 Grunts Il

#6647 ARVN |

#6648 ARVN Il

#6649 PLO

#6650 lsraeli |

#6651 Israeli 1l

Five different figures per pack
$ 2.75 per pack from RPG, Inc.

#6652 The Haiphong HoA.L, O, = The first
Recon'™ module - SOG operations in North
Viet Nam, $3.50
COMING VERY SOON:

#6653 Hearts & Minds - The second Recon
module = A Special Forces A team operating
from a Montagnard village

#6654 Track Commander = a roleplaying
system for crews of tanks and armored per-
sonnel carriers, from World War Il to NATO
WARSAW PACT confrontations, compatible
with Recon,
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