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Mission Briefing

The strike team is assembled at 0100 hours. The
briefing officer is Captain Colin Hartnell, a Brit-
ish officer from the Royal Navy. He is the spit and
polish, stiff upper lip type, on loan to the US Navy
as a consultant on Mediterranean operations.

“Yesterday, a British 747 jumbo jet was hijacked
during its flight from Athens to Madrid. An ultra-
extremist splinter group of the Islamic Jihad
known as the True Army of Islamic Liberation has
taken credit for the incident. The jet was forced by
the hijackers to detour to Benghazi, Libya.

“The hijackers have sought refuge under the cur-
rent Libyan regime, which has granted them
’sanctuary from Zionist-loving, imperialist, war-
mongers’, as quoted at a press conference yester-
day. In keeping with basic Libyan posturing
tactics, they have warned about ’grave conse-
quences’ should a rescue attempt be made. No
surprises there, wot?

“T.A.IL. demands include unconditional amnesty
to all so-called "heroes of the people’ currently
awaiting trial in European courts for terrorism, a
safe air route to a military airbase on Tunb-Kubra
Island, an Iranian possession located near the
Straits of Hormuz, and a $1.5 million delivery of
various arms to that same base. If the demands
are not met in 72 hours from the time of this brief-
ing, all of the hostages will be shot.

“Out of the original crew and passengers there are
only 80 hostages, the remainder having been
flown to Rome as a ’goodwill gesture’ by the Liby-
ans. Not surprisingly, the nationalities of the
remaining hostages are British, American and
Israeli. To make things worse, one of the hostages
is a man named Alfred Pettiworth, a British Gov-
ernment employee liaison with the United States
Defense Department. The pilot, co-pilot, navigator
and three stewardesses are among the 80 hos-
tages.

“One of the more sensitive bits of information that
Mr. Pettiworth has is the disposition of all Ameri-
can strategic nuclear forces in Great Britain. So

far, the hijackers have not given any indication
that they know who Mr. Pettiworth is and what he
represents. It could be a rather sticky wicket for
NATO if the Libyans found out who he is”’

Mission Objective

“Your objective is to enter Libya and extract the
hostages. You need not worry about being too
neat. Any Libyan military equipment encountered
should be considered a legitimate target.

“EXCEPTION: DO NOT, repeat, DO NOT attack
planes, vessels, ground vehicles or troops of any
other nationality, regardless of its current political
difficulty with the Western powers!! Avoid killing
civilians, select only military targets. The airport
facility itself is to be considered a military target.
Any questions?”’

The strike team is receiving this briefing in one of
the ready rooms aboard the US Navy aircraft car-
rier USS John F. Kennedy, CV-67, one of the units
of the Sixth Fleet in the Mediterranean. The time
is 0100 hours. The team may ask for any special
equipment they desire, though they should travel
as light as possible. As far as weapons go, the car-
rier has only US made weapons in stock. Admins
should keep close track of encumbrance!

At 0300 hours, the team will land on the Libyan
coast courtesy of Zodiac rafts. Their landing point
is six miles west of the air/naval facility. At the
western gate, four trucks have been made ready
by anti-Khaddafi factions. The trucks contain Lib-
yan armed forces clothing to allow the commandos
to at least pass a cursory inspection, and also to
transport the hostages back to the landing zone,
where a CH-47 Chinook from the helicopter carri-
er USS Guadalcanal will rendezvous at 0530
hours. This is meant to be a quick and dirty
extraction.




Special Equipment

No special equipment outside of the rafts is need-
ed. It is preferable that the strike team have some
members who can handle small boats and speak
Arabic, but this is not mandatory.

Intelligence and

Mefteorological Reports

According to dissident groups in the Libyan
Armed Forces, the hostages are on board the
plane, which is parked near the terminal at
Benghazi’s airport. The T.A.I.L. members are also
in the plane. Analysts speculate that the Libyans’
placing of the jet in a civilian airfield that hap-
pens to be also used for military purposes was a
deliberate act to make a rescue harder, since there
would be civilians in the area.

There are approximately three dozen Libyan regu-
lar Army troops armed with Soviet AK-47 assault
rifles stationed at the airport. A flight of 12 Soviet
made MiG-23 Floggers are stationed here in a
state of perpetual readiness. There are two Soviet
made Mi-24 Hind helicopter gunships parked close
to the jets. Four twin batteries of Soviet made SA-
3 surface to air missile launchers are located one
at each corner of the airfield. Finally, there are
four trucks, two carrying mobile radar units and
two with Soviet SA-2 SAMs. The trucks’ locations
vary. Note that though all of the above equipment
is Soviet made, it belongs to Libya and is conse-
quently fair game for destruction.

The airport control tower is a small building, but
it houses excellent radar and communication
devices. It is usually manned by four civilian per-
sonnel and five troops. It is rumored that they
have a direct line, like a ’hot line’, to Tripoli,
where Colonel Muammar Khaddafi runs the coun-
try.

In the Benghazi harbor facility there are four
Soviet made Nanuchka Class corvettes and the
British made frigate, the Dat Asawart, at dock.

These vessels comprise a major portion of the Lib-
yan Navy.

SATELLITE PHOTOS: A US spy satellite
passed over Benghazi yesterday and snapped a
few photos that came out very clearly. The photos
have not been analyzed yet. This will be left for
the PCs to do. Any PC attempting to use their
Photo Analysis skill gains a +10 bonus due to the
excellent resolution of the pictures. If the roll is
made, allow the PCs to see the map of the airport
(see p. 4), making sure they cannot see the legend.
Identifying specific buildings requires another
Photo Analysis roll at 1/2 the skill. If the PCs nev-
er ask about maps or photos, do not offer. Let them
think of it on their own.

The three day forecast calls for clear weather with
southerly winds at 10 MPH, temperatures in the
eighties. The lunar phase is currently a new
moon, which means no light hits the area. The
team will land on the beach during high tide. In
other words, conditions should be perfect for a
commando strike.

The strike force should not expect air support,
indirect fire artillery, or naval gunfire support.
While the battleship USS New Jersey, BB 62, is
with this task force, it is prohibited from using
either its 16” guns or its Tomahawk cruise mis-
siles. This would comprise an unnecessary escala-
tion.

WARNING: The team should be reminded that
though they are entering a hostile nation, not
everyone loves the current regime. There is
always the possibility of running into allies where
one least expects it.

Furthermore, stress to the PCs that they should
avoid being too contemptuous of this third world
nation and second-rate military power. There are
units in the Libyan Army that received combat
experience thanks to the incursions into Chad.
Just because the head of state swaggers and rants
in an almost comical way does not mean the com-
mandos should not take his armed forces seriously.
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Admin’s Eyes Only

There are four Soviet Navy vessels, the nuclear
cruiser Kirov, the Krivak Class frigates Ladny
and Rezky, and the Udaloy Class destroyer Kula-
kov in Benghazi harbor. They are here on a courte-
sy call and are flying the Soviet Naval flag, so
there is no mistaking their identity. If these ves-
sels are hit, a full-blown international incident
could occur.

Though American ships and aircraft are being
used, this can still be played as an Orion mission
if the campaign is set up that way. The justifica-
tion for Orion’s intervention is the multi-national
nature of the hostages.

The Admin should select a team leader and a
second-in-command. Note that rank does not have
much meaning in commando operations.

Do not be surprised if the players themselves take
a half hour or more “real time” to plan the mis-

sion. Let them, since the better the mission is
planned, the more organized it will be, and the
more monkey wrenches you can throw in! In all
fairness, the Admin may want to leave the room
while the planning is going on.

The Landing

The trip from the Kennedy to the Libyan coast
takes one hour. Assume four men per raft. Due to
a strong current, have the PC with the highest
Small Craft Handling roll his skill as the rafts
land on the beach. If no one has the skill, allow a
default roll at half the highest DEX score among
the PCs in that particular raft.

If the roll succeeds, the raft lands without inci-
dent. If the roll fails, roll a d10 and consult the
Landing Mishap Table.

Benghazi Airport
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10: MIGs
11: Mi-24s

Legend
1: Guard Room

2: PC Trucks 12: Fuel Tanks

3: SAM Site 13: Army Trucks
4: Warehouse 14: Libyan Ships
5: Hangars 15: Soviet Ships
6: Terminal 16: School Bus
7: Tower 17: Barracks

8: Military Hangars X: Army Squad
9: 747 : Fence
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Landing Mishap Table

1-2: The PC with the lowest DEX pitches head
first into the surf, getting completely soaked.
The PC must roll his DEX or sustain 1d4 hit
points injury to a randomly determined part of
the body.

3-5: A piece of equipment (Admin’s choice) that
should not get wet does, but no one notices it. It
is now ruined, but this will not be obvious until
someone tries to use it.

6-7: The boat is swamped, producing several
irritated commandos, but no other detrimental
effects.

8-9: A piece of equipment falls out of the boat
and is lost in the undertow. Admin’s choice.

10: Boat capsizes. Everyone in the drink. Lots of
equipment ruined, especially if proper precau-
tions were not taken. Of course, if someone
spent a Luck point, the whole incident could be
forgotten....

Hitting the Road |

The beach slopes gently upward for a quarter of a
mile, where it meets a line of scraggly desert
underbrush. Beyond this is a road running east
west parallel along the coast. Obviously, using the
road will make the walk easier, but also increase
the chance of running into unfriendlies. There is
sufficient scrub and trees to allow the team to
move parallel to the road and remain in cover,
though their movement rate will be slowed down.

First Contact

Ten minutes after the march begins, the team
hears the roar of a vehicle. An INT check against
the highest INT in the group will reveal that a
truck is coming their way from the east. The team
first hears the truck when it is 250 yards away.
They first see the headlights when it is 210 yards
away. It is going 40 MPH, so the headlights will

be visible to the PCs (and vice-versa if they’re still
on the road!) in one round. Time them at this
point, since they better think fast. There is no
room for hesitation.

The truck is a basic 21/ ton truck with a canvas
covered flatbed. Inside is a mobile radar set and
two way radio.

There are six Generic soldiers, each armed with
an AK-47, a 9mm Stechkin, two extra clips for
each weapon, two frag grenades and a bayonet.
Their heads are protected with standard army
helmets. None of them speak English. Two sol-
diers are in the cab, the remainder are in the
canvas-covered rear, checking out the equipment.
They have been ordered to set up their radar sta-
tion 20 miles away from Benghazi, in anticipation
of a rescue.

If they sight the PCs, they will immediately go
into reverse, radioing Benghazi and getting their
weapons ready. The truck will then be positioned
perpendicularly across the road as the soldiers
debark and sneak into the underbrush, in order to
avoid getting caught in some explosion involving
the vehicle.

If the truckers managed to get a message out, all
troops at the Benghazi complex will be on full
alert. Furthermore, a flight of five Soviet made
SU-24 Fencers will fly out from a military airbase
south of Benghazi. These fighters will be at the
disposal of the Benghazi garrison, which will use
them as an airstrike attack against the rescue
team. Though the Fencer is a jet fighter, it is
being used in the capacity of a bomber and conse-
quently it will not be too effective a measure
against the strike team.

The Airport

The airport lies on the outskirts of Benghazi and
is used for commercial flights. (See map, p. 4). No
commercial flights are scheduled to arrive or
depart between the hours of 0100 to 0600, giving
the PCs a good margin of time to work with.

As the PCs near the western entrance, they see a
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guard booth with two army personnel inside. The
guards are Generic Soldiers armed similar to the
ones from the truck encounter. The booths are
made of aluminum and have windows on all four
sides plus a telephone for quick communication
with the tower. The other guard booths through-
out the airport are similarly manned and
equipped.

Beyond the fenced area, four unmarked trucks are
parked side by side. These are the vehicles to be
used for transport of the hostages. Each one can
hold 20 people in the back, and three people in the
cab. The keys for the vehicles are under the driv-
er’s seat. There are four Libyan Army uniforms in
each truck.

Playing Dirty

Approximately 100’ to the right of the 747 is a
school bus with 45 children and a very nervous
civilian bus driver on board. This is a rather dirty
way of keeping the plane safe from outside inter-
ference. If a rescue attempt is tried, the bus would
most likely get hit, and the Libyan government
could point to it as a propaganda ploy, showing
how bloodthirsty and savage the Western allies
really are. The bus is also boobytrapped to explode
if started up, but this is known only to the Libyan
garrison.

Opposition

The temporary barracks north of the plane houses

40 Libyan Army troops. There are five troops pres-

ently in there, keeping any eye on the plane from
a window. They will move across the tarmac if
they see any non-Libyan armed force personnel
attempting to approach the plane. Each X on the
map shows the location of a squad of five Generic
Soldiers armed the same as the troops in the
booths. The entire airport is well lit by floodlights,
their locations noted on the map. Each light has a
range of 150 feet.

e e e e

h

On Board the 747

The 80 hostages are here, seated in the middle
section of the 747. There are a total of eight
T.A.LLL. members, three in the front compartment,
two in the middle with the hostages, and three in
the rear compartment. At least one member in
each section is staring out the plane’s windows.

Rules Section

T.A.LL. Stats: Treat each terrorist as a Generic
Soldier, with SMG-4, Pistol-4, Stealth-2,
Interrogation-2 and Demolitions-2. They are
armed with Uzis and Glock 17a plastic pistols.
The pistols cause 1d6 damage, have a six-shot clip,
and a range of 10/40/120. It was these pistols that
the hijackers managed to smuggle unassembled
through metal detectors in order to carry out their
plans. They have acquired the Uzis from the Liby-
ans.

End Rules Section

The chief T.A.L.L. terrorist has a detonator that
will blow up a pound of plastic explosive installed
on the right wing fuel tank. He is located in the
front section.

The hostages are in good shape, and only have a
few bruises. They will be in a state of panic if
shots go off, and a bad break during gun combat
means a 50% probability of hitting a passenger,
rather than a jam result.

Airport Detqils

Some portions of the airport are fenced in by a ten
foot high chain-link fence. The five runways are
located north of the facility shown on the map.
The Benghazi harbor facility shown is just the
beginning, with the remainder stretching off the
map eastward.

The runways lie to the north and are lit. There are
no planes parked on them.

1) Guard booths. Height: Eight feet. As explained
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earlier, they each have two Generic Soldiers and
telephone hook-ups to the control tower.

2) Four trucks. Problem: trucks two and four will
break down two miles outside of camp. Each one
will require 3d10 minutes to repair, using
Mechanic skill.

3) SAM sites. Height: Twelve feet plus an addi-
tional eight feet for the bunker. One story concrete
buildings manned by five Generic Soldiers. The
launchers are located on the roofs. Each bunker
has a small store of SAMs. If two or more gre-
nades are tossed in here, it should create quite a
spectacular explosion.

4) Warehouses. Height: Twenty feet. The one clos-
est to the SAM sites has military hardware such
as AK-47s, RPG-1s, and plenty of ammo and frag
grenades. The double doors are locked at all times.

5) Hangars. Height: Twenty-five feet. Basic air-
plane hangars for civilian craft, complete with a
good selection of aircraft and mechanical tools.

6) Terminal. Height: Twenty-five feet. Closed due
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to the late hour. A two story building made of
glass, steel and concrete.

7) Control Tower. Height: Eighty feet. As described
earlier, it contains radar and communications
equipment and is used by civilian and military
personnel. The only entrance is kept locked. There
are windows running around the top of the tower
for air traffic controllers. The building is made of
concrete and cinder block.

Upon entering the tower, the PCs see the stairway
that winds up 60’ to the control center. On the
wall opposite the door is the power regulators and
power line junctions. If this goes, so does all power
all over the field.

8) Military Hangars. Like #5, but also includes
missile racks and belts of aircraft ammunition.
This could make quite an explosion.

9) 747.

10) MiG-23 Floggers. Soviet made interceptors on
standby. If not disabled, they wiil scramble after
the rescuers.
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11) Mi-24 Hinds. These powerful helos are fueled
and armed and ready to go. For simplicity’s sake,
consider them armed with two 12.7mm NSV
machine guns and eight rockets.

12) Fuel depot. Height: Forty feet. Two large,
round tanks just waiting to get blown up. One has
avgas (airplane gas), one has ship fuel.

13) Army trucks. Two have mobile radar sets and
two have SAMs.

14) Libyan ships. If the PCs want to try to blow
them up, let them try. Bear in mind that the ship
crews will be alerted by explosions at the airfield.
The guns on these ships can be used as indirect
fire provided the targets are no less than 300 feet
away and there is someone to act as a forward
observer.

15) Soviet ships. If the PCs attack these and make
it home, they’ll be court-martialed if there is still
a USA and USSR left.

16) School bus. One civilian adult and 45 children,
all convinced that Westerners are bloodthirsty
murderers.

17) Temporary barracks. Height: Ten feet. This
corrugated steel building houses the garrison. It is
easily destroyed by two or more grenades.

lmplemenfaﬂon of the

Plan

Of course, the actual course of the scenario will
depend on the PC’s actions, but there a few con-
crete rules of thumb.

First, there is a 1 in 6 chance each minute of being
challenged if they are in the Libyan uniforms. If
the NPC guards pass an INT check, they see
through the ruse and give the alarm.

The major in charge of the facility is in the tower.
There are also maps and documents that reveal
that the Iranian island where the ransom weapons
should have been sent is a new Silkworm base. If
the planes and helos are not somehow disabled,
there is a 30% chance that they will intercept the

rescue helos. Of course, the PCs may try to some-
how radio the fleet to send a few F-14s for fighter
escort, but this may take some fast talking by the
strike team leader. He or she must show just cause
for making such a request. If the PCs have thus
far done very well but for some reason were
unable to disable the MiGs, then let the F-14s
come, If they were sloppy, disorganized and blood-
thirsty, then assign a 30% chance of air support.

Repercussions

As the PCs relax back on board the Kennedy, they
will eventually hear of the Libyan reaction to the
raid. If no civilians were killed, the press releases
will be the typical stuff. If even one civilian is
killed, the Libyan government will launch into
some especially heavy tirades, promising retalia-
tory attacks against American installations world-
wide. This may become the basis for an entire
campaign of preemptive strikes and defensive mis-
sions!
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Mission Briefing

If the PCs went through Operation: Houdini first,
they will recognize some of the details of this mis-
sion. This operation can be treated as a continua-
tion of Houdini. The mission briefing is occurring
as the task force is steaming eastward towards
Israel. It is 1700 hours, eleven hours after the
strike team rescued the hostages from Libya. The
good Captain from Operation: Houdini is giving
the briefing again.

“Tunb-Kubra Island is an Iranian possession
located in the Persian Gulf. It is located 56 kilo-
meters off the Iranian coast and is nine kilometers
wide. Oman lies 70 kilometers southeast of it.

“Recent satellite photos show batteries of Chinese
made Silkworm missiles deployed on the island.
Tunb-Kubra’s location in the Gulf is such that it
makes an excellent cork for the Straits of Hormuz.
This drastic deployment calls for a drastic reac-
tion.

“Furthermore, the fact that the T.A.I.L. hijackers
wanted their ransom to be delivered there seems
to indicate that the island is being used as a ter-
rorist base. What a giveaway! I guess those blight-
ers jumped the gun a bit, eh what?

“This attack is coming so close on the heels of the
first in order to keep up the momentum of a series
of continuous assaults against the forces of orga-
nized terrorism. The Iranians will be expecting
the US Navy vessels in the Gulf or in the Indian
Ocean to react, so they are paying close attention
to those forces. Imagine the blighters’ surprise
when a detachment of commandos from the Medi-
terranean make their appearance! Jolly smashing
fun, eh?”

“Your goal is simple: Land on the island by air-
drop and knock out the Silkworms. The US Navy
Gulf force will stage some maneuvers to attract
the Iranians’ attention away from Tunb-Kubra.
The strike team is to blow everything up, while
trying to figure out to what extent terrorist train-
ing has been organized on the island. Unless there
are no questions, then off you go!”

=Operation: Earlybird ===

The team briefing, aboard the USS Kennedy, is
over at 1730 hours. They are to immediately board
a Sikorsky CH-53C helicopter and fly to an old
American air base in Cyprus. ETA is 1930 hours.

From there, they will board a C-47. The PCs will
make a HALO jump on Tunb-Kubra Island as the
plane flies over it, at exactly 2330 hours.

Though the plane will be flying over the air space
of several nations, a flight plan has been filed
under the name of a CIA (or Orion) small-time
front organization. A C-47 is not such an unusual
plane for some small, struggling freight transport
company.

One hour after the jump, a Sikorsky HH-60A
Night Hawk will land on the beach and linger at
the DZ for five minutes. If the PCs would like to
be off the island, they better be on the beach at
the western side of Tunb-Kubra at exactly 0030
hours tomorrow.

Intelligence and
Meteorological Reports

There are no airfields on Tunb-Kubra island,
though they may have a helo or two stationed
there. The island seems to have a good sized
ammunition dump, and there is evidence of a
radar station being built there.

There should be about three dozen Iranian Revoiu-
tionary Guard on the island plus a half dozen tech-
nicians. There are no civilians on the island.

The weather for tonight is clear and warm, with
still no moonlight. Winds blowing east at five
knots. There is a chance of clouds rolling in after
midnight, wind shifting to the northeast and
increasing speed to twenty knots.

There will be no offshore fire support nor tactical
air support. All US and allied vessels must remain
away from the island so as to not draw suspicion.
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Admin’s Eyes Only

The intelligence report is a bit skewed. First of all,
there are indeed three dozen troops, but they are
front line quality.

Secondly, the island is being set up as a terrorist
training area. There are several terrorists from
Libya, East Germany and Syria training here.
Some are already quite good, and can pose a formi-
dable threat. An infamous terrorist, Farouk El-
Fiyah and his dozen bodyguards have been the
main instructors.

Third, there is quite a large shipment of American
spare parts and weapons stored here, fresh from
an illegal arms deal. More on this later.

Fourth, there are two British hostages that the
Iranians have kept for the past three months.
Negotiations have dragged on without a resolu-
tion in sight.

Finally, the weather will deteriorate around 2300

Tunb-Kubra Base

hours, making the jump more difficult. Unfortu-
nately, this is discovered when the plane has com-
mitted itself to this course.

Things Get Bad

This should be played strictly for pressure. The
PCs are in the plane, 15 minutes away from the
DZ. They hear the cockpit radio over the intercom.

“This is the Royal Navy frigate HMS Leander
with a weather advisory for all craft in the Straits
area. Expect deteriorating weather conditions to
arrive in the area an hour earlier than originally
forecast.

“Clouds will be moving into the area around 2315
hours with winds increasing to 20 knots. Clearing
is not expected until noon tomorrow.” Everyone on
the old C-47 knows that the mission must con-
tinue. There is no telling when the PCs will get
another chance at those missiles.
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Legend
[] 1: Silkworm Trucks
2: Ammo Storage
. ‘ 3: Old Huey
8 9 4: Guard Tower
5: Kennel
‘ 6: Barracks
1 I 7: Radar/Communications
8: Guest Barracks
J 9: Generator
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Things Get Worse

The jump must be executed with a —10 penalty to
each PC’s HALO score, thanks to the rapidly mov-
ing clouds. PCs without HALO must roll half their
MOV with the same penalty. If the PC fails his

roll by 15 or less, he merely lands a bit off course,
either in the surf, with a chance of getting delicate
equipment wet and damaged, or in the trees, with
the usual chances for injury.

If the PC fails his roll by more than 15, he has
suffered an injury and the loss of 1d4 pieces of
equipment due to impact.

The team has ten seconds to get themselves orga-
nized because they are about to be visited by....

The Tunb-Kubra Isiand
Welcoming Committee

A squad of five Iranian troops armed with .45
automatics, M-16s, and two frag grenades each,
open fire from a covered position in the under-
brush 50 yards up the beach. This team was sent
here for the specific purpose of securing the beach.
There is no cover on the beach. Treat all Iranian
soldiers as Generic Soldiers with all attributes of
50 and level four skill in various firearms, level
one in Driving/Auto and Knife Fighting. This par-
ticular squad has no radio or transportation.

If any PC makes his roll in Tracking, the squad’s
trail can be traced. It leads through the brush to
the beginning of a dirt road, which proceeds in a
northeast direction for a total of two miles. Fur-
thermore, the PC who makes his roll against
Tracking can tell that this squad was in this area
at least six hours ago. Anyone making a 1/2 INT
roll can see that the squad’s site was the best
place for soldiers to guard the entire west beach.

A map of the base is on p. 10. The compound is
enclosed by a twelve foot high electrified fence
topped with barbed wire. A 2 INT check reveals
that the fence is brand new, made in the USA!
There is only one gate, located on the south end of
the compound.

Anyone touching the fence makes a WIL check to
avoid 2d6 minutes of unconsciousness thanks to
the electric current.

There is no scrub or trees within 100 yards of the
complex. Considering the arid environment, this
should come as no surprise.

There are two Iranian soldiers and a German
Shepherd guard dog that patrol the inside of the
perimeter, making one circuit in 20 minutes.

1) Silkworm launchers. There are two old US
Army 22-ton trucks parked side by side. Each one
has two Silkworm launchers in the back, plus 12
missiles. Each truck is always manned by two
soldiers.

2) Ammunition storage. Height: 15 feet. Door is
locked, the building is made of steel. Crates of
5.56mm and .45 ammo, frag grenades, Claymore
mines, Stinger AA missiles and Silkworm missiles
are stored here along with spare parts for F-14s
and UH-1s. The shipping manifests indicate that
they came from the USA three days ago. More on
this later. This building would make a pretty
impressive explosion. It is always guarded by two
troops.

3) UH-1 Huey. This old relic is left over from the
days of the US supplying arms to the Shah. It stili
works, but thanks to a lack of spare parts, it is
held together by spit, bailing wire and prayers. It
is armed with a .50 cal. machine gun fired by a
gunner in the passenger compartment. Consider
its ammo supply unlimited.

If the helo is used, it has a 10% chance of develop-
ing a mechanical failure. Make the check once per
ten minutes of flight.
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4) Guard Tower. This is a 30’ high wooden con-
struction with searchlights and .50 caliber
machine guns on the east, south and west sides.
Each light and gun emplacement is located 1n the
middle of each platform side and has a field of fire
and illumination of 90 degrees. The light beam
reaches a length of 80 yards and swings from one
end of the arc to the other in 15 seconds. The tow-
er is manned by four troops. There is a field phone
here that connects to the headquarters. The phone
wire is visible to any PC that makes a %2 INT
check.

5) Kennel. Height: Five feet. There is room for four
dogs. One dog is always on patrol around the com-
plex. There are two other German Shepherds in
the kennel area. The fence is eight feet tall.

6) Barracks. Height: Ten feet. The barracks are
Quonset huts, made of corrugated steel. Each one
can accommodate 20 men. At night, 13 troops can
be found sleeping here.

7) Radar/Commaunications/Administration.
Height: Fifteen feet. This prefabricated steel
building is always manned by four soldiers. All
radar and radio antennae are located on the roof.
This building contains tracking and communica-
tions facilities, a detention cell and the CO’s office
and quarters. The most disturbing part of this
building is the map of the Straits of Hormuz,
where they are plotting the movements of tankers
and NATO warships. The CO starts the scenario
in his room, sleeping. The two hostages are in the
cell.

8) Extra Barracks. Height: Ten feet. In case visi-
tors come, especially terrorists in training, they
are put up here. It is currently occupied by six
terrorists and Farouk El-Fiyah and his 12 body-
guards.

9) Generator. Height: Ten feet. Supplies power for
the base courtesy of a diesel-fuelled generator. The
fuel tank is located in an armored container
underneath the generator, though the fuel vents
can be seen if a PC is within ten feet and makes
his Observation roll. This machine is always
guarded by four troops.

[

Dramatis

Personae

Note: If Farouk can escape, the PCs will have
picked up a deadly enemy that can harass them
throughout the campaign! One possible escape
route for Farouk is the old Huey.

Farouk El-Fiyah. A former Syrian army officer
now turned terrorist, Farouk has a reputation for
ruthlessness. Treat him as a Generic Soldier with
a 65 in all attributes. His skills include: Pistol,
SMG, Rifle and Grenade at level four; English,
Interrogation, Demolitions, Stealth and Boxing at
level three; Pilot/Helicopter, Knife Combat,
Driving/Auto and Tracking at level two.

His twelve bodyguards are Elite troops with a 55
in all attributes, plus SMG, Rifle, Pistol, Knife,
Boxing and Driving/Auto at level three. Farouk
and his men are all armed with .303 SB-30 Ruma-
nian made assault rifles, .45 M-1914 Norwegian
made pistols, bayonets and two frag grenades
each.

The six “guest terrorists” are three men and three
women, one couple each from Syria, Libya and
East Germany. They are wanted by Interpol for
various acts of terrorism. They have the same
stats and skills as Farouk’s bodyguards, except in
addition they have Demolitions, Interrogation,
Pilot/Helicopter, Arabic and English at level one.
They are all armed with Uzis and knives.

Captain Mohammed Rashidi. The commanding
officer of the complex. A good natured fellow who
resents being stuck on the island. He is actually a
member of the anti-Khomeini faction that sees the
Iran-Iraq war as a destructive waste and a no-win
situation. He may actually try to surrender and be
taken to the West. If no alarm is raised, he can be
found in his room during the raid. Otherwise, he
is in the control room coordinating the defense of
the post. He is a Generic Soldier with the added
skills of English, Pilot/Helicopter and Interroga-
tion all at level two. He is armed with a AK-47,
45, and two frag grenades.
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Hostages. Eric Chapman and his daughter Carol.
They have generic bystander attributes, except
that both have Rifle level three. Eric has Mechan-
ic at level four.

Eric is a mechanic who, while on holiday in
Greece with his daughter, was kidnapped by
Islamic Jihad terrorists. Negotiations for their
release have been reduced to a slow crawl. Eric
handles his captivity by babbling aloud in his
Cockney accent.

His daughter Carol is a stunning brunette who,
like her father, has a touch of cabin fever. She has
developed the annoying habit of reciting excerpts
from British humor or science fiction programs. It
is a sort of hysterical reaction.

Mission Execution

At the time the PCs arrive at the base, the com-
mander, Farouk, his 12 bodyguards, and the Liby-
an and Syrian terrorists are asleep. The East
German couple are awake and wandering about
the perimeter, excited at the idea of terrorist train-
ing. Imagine the shocked reactions of the PCs
when they find themselves up against two blond
haired, blue eyed Teutonic types on an Iranian
base!

The complex is tight, and rightly so. It is not
impossible to break in, however. Timing it just
right so that the guard has gone by and the lights
are shining elsewhere is not as difficult as it
seems.

The troops have standing orders to shoot any
intruders on sight. Any new orders transferring
extra personnel to the base would be relayed first
by radio to the commander, with no exceptions.

The communications center must be knocked out
as quickly as possible. Failure to do so will enable
the post to radio the mainland for help, which will
arrive 20 minutes later in the form of four F-4
Phantoms armed with machine guns and anti-
personnel bombs. These planes could go a long
way towards fouling up the helo’s arrival at the

LZ at the appointed time.

The hostages are yet another complication. Hope-
fully, no one will be so foolish as to give these
delirious people firearms! Still, they must be res-
cued and this will slow down the team. They are
not injured but are physically weak.

Farouk and the terrorists will not surrender, ever.
If somehow they are taken prisoner they will go
kicking and screaming, making themselves as
much of a pain as possible. Note that if they get
into a firefight with the PCs, they will attempt to
shoot for arms and legs, so as to slow down the
team and force the healthy PCs away from combat
duties and make them carry their wounded com-
rades. Farouk knows all sorts of tricks for break-
ing someones’s morale and will employ every
tactic he can.

If Farouk and company can escape, they will fly
the old helo off the island and head for the Iranian
mainland.

‘“We’re Not Dead Yel..”

As the PCs arrive back at the beach, they notice to
their horror that an Iranian LSI troop landing
craft has hit the beach and spilled forth 20 Iranian
troops, armed similar to the ones at the base. The
LSI has a crew of four and a 5” gun that can pro-
vide some nasty fire support. The soldiers’ orders
are to reinforce the base.

The soldiers have only now landed. If the bodies of
the Tunb-Kubra Island Welcoming Committee
have not been hidden from view, the soldiers are
ready for action and expecting an attack.

ADMIN’S NOTE: This is a classic example of bad
timing. The Iranians, wanting to reinforce the
garrison as well as train their troops at amphibi-
ous operations, decided to kill two birds with one
stone by conducting this exercise. Good for them—
bad for the PCs. For the sake of keeping an accu-
rate track of time, the craft lands at 0010 hours.
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WARNING!: Since this scenario pits the PCs
against a group of equals, this adventure should
only be attempted by experienced players with
high-level commandos.

Mission Briefing

Ever since the Aquino Administration replaced
the Marcos regime in the Philippines, it has faced
many attempts to bring it down. It now seems that
the now-exiled ex-President Marcos (or Web or
both, Admin’s discretion) is making yet another
try at removing Aquino from power.

Reliable sources indicate that a group of profes-
sional mercenaries called the Euroraiders have
been hired to commence a campaign of destabiliza-
tion on the main island of Luzon. Since these
mercs come from backgrounds similar to the PCs,
who better to send after them?

Furthermore, by sending in the Commando team,
the USA (or NATO, or Orion, depending on the
tone of the campaign) can send a strong, tangible
show of support for the Aquino Administration.

Mission Objective

The PC team will leave Clark Air Force Base and
drive 50 miles due east of the town of Bangued,
located 250 miles north of Manila in deep jungle.
The team must track down the mercs in the area
they are reported to be setting up camp.

The exact location of the Euroraiders is unknown.
The dense jungle foliage has foiled air and satel-
lite recon. Thanks to intelligence sources, how-
ever, the area has been narrowed to a section of
jungle 100 square miles in area.

Upon finding the Euroraiders, the team is to
apprehend them and bring them back to Clark
AFB for extradition to France, where Interpol
wishes to have a few words with them. Deadly
force can be used on any individual Euroraiders
who insist on putting up a fight.

Operation: Dan-O =i=—===i

The team is receiving their briefing at C