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A Wrd About This Card
The following instructions explain howto install and | oad Gunboat
on the Amiga conputer. After you |load the ganme, please refer to the
encl osed manual for specific ganeplay instructions.
Syst em Requi renent s
To play Gunboat, you will need the follow ng:

o Ami ga 500, 1000, 2000 or 2500

o0 1 negabyte of menory

o Joystick (optional)
Backup Your Gane Di sks!
Bef ore you go any further, it is highly recommended that you nmake
backup copies of your original game disks. There is no on-disk
protection, so naking a backup is a sinple procedure. Fromthe
Wor kbench, follow the procedure bel ow.
One Drive Systens
1 Insert the Gunboat Disk 1 into the internal drive (df0:).
2 Mve the nouse cursor over the Disk 1 icon.
3 Highlight the icon by clicking the | eft nobuse button once.

4 Move the nouse cursor up to the nmenu bar, and hold down the right
mouse button to pull down the W rkbench nenu.

5 Mve the nouse cursor to Duplicate and rel ease the right nouse
but t on.

6 Follow the disk swap pronpts to copy the program di sk.

7 Move the nouse cursor up to the menu bar, and hold down the right
mouse button to pull down the W rkbench nenu.

8 Move the nouse cursor to Renanme and rel ease the right nouse
but t on.

9 Change the nane of the disk from Copy of Gunboat Disk 1 to
Gunboat Disk 1.

10 Starting with step 1 above, repeat the sane procedure with Gunboat
Disk 2. At step 9, change the nane of the disk from Copy of
Gunboat Disk 2 to Gunboat Disk 2.

Two Drive Systens



1 Insert Gunboat Disk 1 into the internal drive (df0:) and a bl ank
disk into your external drive.

2 Mve the nouse cursor to the Disk 1 icon and hold down the
| eft nouse button.

3 Drag the nouse cursor over the icon of the blank disk and rel ease
t he

nmouse button.
4 Follow the pronpts to conplete the copy procedure.

5 Mve the nouse cursor up to the menu bar, and hold down the right
mouse button to pull down the W rkbench nenu.

6 Mve the nouse cursor to Renane and rel ease the right nouse
but t on.

7 Change the nane of the disk from Copy of Gunboat Disk 1 to
Gunboat Disk 1.

8 Starting with step 1 above, repeat the sane procedure with Gunboat
Disk 2. At step 7, change the nane of the disk from Copy of
Gunboat Disk 2 to Gunboat Disk 2.

Be sure to store the originals in a safe, dry place, and use the
copi es when playing or installing the gane.

Warni ng! Never renove a disk froma disk drive if the drive |light
is still on! You nay render that disk unusable in the future.

Hard Drive Installation

To install Gunboat onto your hard drive, do the follow ng:
1 Load Wbrkbench as you normally woul d.

2 Double-click on the Wrkbench icon.

3 dick on the drawer |abelled EMPTY to highlight it.

4 Move the nouse cursor up to the nenu bar, and hold down the right
mouse button to pull down the Wrkbench nenu.

5 Mve the nouse cursor to Duplicate and rel ease the right nouse
but t on.

6 dick on the new drawer |abelled Copy of EMPTY.

7 Mve the nouse cursor up to the menu bar, and hold down the right
mouse button to pull down the Wrkbench nenu.

8 NMbve the nouse cursor to Renanme and rel ease the right nouse
but t on.

9 Change the nanme of the new drawer from Copy of EMPTY to Cunboat.
10 Doubl e-click on the CLI or Shell icon to enter the Shell.

11 Change to the hard drive where you want to install Gunboat by
typing cd dhO: (or dhl:, or dh2:, etc.) and press RETURN

12 Change to the Gunboat directory by typing cd gunboat.

13 Pl ace your Gunboat Disk 1 diskette into dfO:.



14 Type copy df 0: dhO: gunboat ALL and press RETURN. (If your hard
drive is dhl:, or dh2:, etc., then type dhl: or dh2: etc., instead
of dh0:).

15 Repl ace your Gunboat Disk 1 diskette with your Gunboat Disk 2
di skette in your disk drive and repeat step 6.

16 When the installation is conplete, the CLI pronpt appears. Then
type ENDCLI and press RETURN. You are now back to the Wrkbench.

To play Gunboat, follow steps 3 - 6 in the "Starting the Gane From
a Hard Drive" section found next.

Starting the Gane From a Hard Drive

1 Load Workbench as you normal |y woul d.

2 Double-click on the hard drive where you have installed Gunboat.
3 Open the G@unboat drawer by double-clicking on it.

4 Double-click on the Gunboat icon to start the gane.

Starting the Gane from Fl oppy Di sks

1 Wth your conputer off, insert Gunboat Disk 1 into dfoO:.

2 Plug a joystick into port 2 if you are going to be using a
j oysti ck.

3 Turn on the conputer. The programwi |l |oad automatically.

4 \Wen pronpted, insert Gunboat Disk 2 into df0: (Dual drive users
may insert Gunboat Disk 2 into the external drive to reduce disk
swaps. )

O (from Workbench):

1 Plug a joystick into port 2 if you are going to be using a
j oysti ck.

2 Load Workbench as you nornally woul d.
I nsert Gunboat Disk 1 into DFO:

Doubl e click on the Gunboat Disk 1 icon to open it.

a »~ W

Doubl e click on the Gunboat icon in the newWy opened wi ndow to
start the gane.

6 Wien pronpted, insert the Gunboat Disk 2 into DFO:. (Dual drive
users may insert Gunboat Disk 2 into the external drive to
reduce di sk swaps.).

Note: Be sure you are inserting the correct disk when pronpted.
Activating the Joystick

If you are using a joystick to control the action in Gunboat,

you'll need to press Crl + J sinultaneously to activate it. (Be
sure that the joystick is plugged into port 2.) This can be done

at anytime during the game. Hitting CGrl + J a second time wll
deactivate the joystick. The keyboard renains active in either node.
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Faster Than a Speedi ng PBR

San Francisco Bay glittered under the summer sun as the PBR Mark |1
turned away from Mare Island a cut a |ong, snooth wake over the

nort heastern sloughs. Fromhis perch in the bow gunner's turret,

Tom Loughry took in the full 270-degree view of crystal clear
California sky overhead, and watched a pair of great blue herons

rise fromthe rushes along the near shore. They |ooked al nost close
enough to touch. He snmiled and settled back as the boat picked up to
30 knots. In his hyperactive inmagination, the spark of idea ignited,
and caught fire.

Loughry was riding high in nore ways than one that bright May day.
Hi s last entertainment program the Steel Thunder tank sinulation
had just been nomi nated for Best Simulation Program of 1988 by

the Software Publisher's Association - the equival ent of being

nom nated for an Oscar in software. Accol ade Producer Sam Nel son
was after to himto create another hit - soon. Steel Thunder had
of fered sinulation fans a degree of imedi acy and realismthat
hadn't been seen anywhere before, and Tom knew that Steel Thunder's
program engi ne had the potential to drive a great naval conbat
simulation. That afternoon, he also knew that he'd found his boat.
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In Search of the PBR

"1'd been investigating different kinds of boats for awhile,"
Loughry remenbers. "I first | ooked at big ships like the high-
tech Ticonderoga-class cruisers. But big ships usually pitch
battles at distances of over 100 miles, hurling mssiles and

pl anes you can't see against an eneny you can't see. | was | ooking
for sonething with an al nost visceral inmediacy, and that wasn't it.
So | looked at small craft, which led ne right away to the PBR -
"Patrol Boat, River' - that the Navy devel oped for use in Vietnam
The hi gh-speed boats and cl ose-conbat tactics were exactly what the
St eel Thunder engine was built to handle, and | started to get

excited. Then | learned that PBRs are still around - and that their
main training center is at Mare Island, only two hours from hone.
So Roseann Mtchell, (Accol ade's graphics and animation chief),

Sam Nel son (Accol ade Producer for the project) and | went up there
to take a closer |ook."

For all three, the PBR was the ride of a lifetine. "At one point,
the pilot yelled, 'Hang on!,' and spun the boat around in a full-
speed U-turn,"” renenbers Loughry. "Roseann held on with only one

hand, and lost her grip in the force of the turn. She would have
gone over the side if she hadn't run into nme first. W'd turned
180 degrees in less than one boat |length, at a speed of nearly

30 nph. It was brutal."

Loughry spent several hours that day checking out the PBR s

systens and capabilites. The Mare Island crew showed himhow to
pilot the boat, running it in figure 8s and donuts in water in |ess
than two feet deep. And then there were the guns.

"Sitting in the bow gunner's turret is |ike hanging off a 100-foot
pole off the front of the boat. You're out there in this lightly
arnored cubbyhole with nothing but open sky in front of you. There's
not even a real seat: you sit on this strap, suspended over the bare
hull, with water sloshing around under your feet. It feels really
dangerous. Not that the other situations are any nore
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cozy: when you're standing at the stern gun and the boat is underway,
your feet are considerably below the water Iine, and the gun rises
just above it. And the nidship gunner stands up on top of the engine
conmpartnment, between two steel plates that are only about waist high

anot her vul nerable position. Al in all, the nost confortable
pl ace on the boat is the cabin: there's no seat, but at least you're
inside armored walls that cone up to your nose."

Setting the Scene

PBR warfare was a central plot elenent in the novie Apocal ypse Now,
so Loughry figures people who' ve seen the novie will have a pretty
good sense of what PBR conbat is like - "the suspense of not know ng
what's around the bend, and the intense i medi acy of battle."

Vi etnam was a natural starting scenario, because that's where the
U.S. Navy first discovered and perfected nodern riverine warfare.
"Panama was a natural, too, given its instability," Loughry notes.
"l discovered some nonths before the recent invasion that there
were U S. PBRs stationed down there, and so | put that into the
sinulation. | had no way of knowing how tinely these scenarios
were going to become. Col onbia is another unstable situation
but the scenarios there are nore of a fantasy. There aren't any



PBR units down there that |I'maware of - but if we ever got involved,
they'd probably be anmong the first Navy forces to go in."

Bl ood & Guts

The up-cl ose-and- personal nature of the combat scenes in Gunboat
posed an ethical dilemma - not only for Loughry, but for several
ot her nenbers of the devel opnent staff. Mst mai nstream conbat
simul ations draw the |line at showi ng dead bodi es and bl ood. After
plenty of long, lively discussions, it was decided to take Gunboat
through that line, for sone inportant reasons.
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Bl ood & Guts (continued)

"1 don't think conmputer ganes should show gratuitous |evels of

bl ood and gore." Loughry is enphatic. "On the other hand,
simul ati ons are designed to communi cate sone |level of reality,

and unfortunately, dead and wounded people are the reality of war.
Most conmbat ganes encourage people to think of war in terns of

det ached expl osions, which is a serious msconception. A couple

of tinmes, | started to take the gross parts out - but in the end,

I left themin. War seens to have its place in the world, and

I'"d rather have people take their aggressi ons out on conputer ganes
than on each other."

WIld Tinmes

One of the G@unboat scenarios includes falling rubble froma 7.1
earthquake. "It's really hidden, so nost people will probably
never find it... but it's there," Loughry insists. The rockpile

is atribute to the Cctober 17, 1989 Lonm Prieta earthquake, which
was centered less than 10 nmiles from Loughry's Santa Cruz nountain

home. "Like everyone else in the Bay Area, | had trouble
concentrating on my work for a nonth or so afterward, especially
with the al nbst continual aftershocks rocking my office. It seened

natural to include sonme sort of nmonunent to the quake, since it was
an inportant factor in Gunboat's devel opnent process."

Fromthat wild spring cruise, through an autum of w |d argunents,
wild earth novenents, wild political devel opnents, and a wild pace
that woul d have exhausted al nost any ot her programrer (but seens
to conme naturally to Loughry), it follows that the final result
woul d be the wildest naval conbat simulation ever |aunched on a
personal conputer.
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Section 1: Startup
How To Load Gunboat (see Instruction Card for Am ga)
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Quick Start

The followi ng instructions are designed to take you quickly through
Gunboat's startup procedures. Follow these steps, and in just a few
mnutes, you'll be out on the water, on your way your first m ssion

o If you want to know nore about equi pnent, armanent, tactics, or
any phase of your Gunboat mission, turn to the appropriate section



of this manual

0 As a general rule, you can press Enter or the Space Bar to nove
through the initial setup screens. The resulting scenario wll
be based on default options.

1 Follow the instructions in the "How to Load Gunboat" section above
to reach the Main Menu screen. Use the joystick or arrow keys to
sel ect Report For Duty, and press the joystick button or Enter

2 Wien the sentry confronts you, refer to the Gunboat codewheel
Li ne
up the boat's class nanme (outer wheel), type (m ddle wheel), and
designation letters (inner wheel); and enter the answer that
appears
in the wi ndow of the codewheel corresponding to the question
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Conbat Maneuvers

Here are a few of the basic command sequences you' |l need to run the
boat and keep yoursel f out of trouble:

PBR Startup Sequence

1 Press Xto go to Pilot's Station

2 Press F1 to turn on the Miin Power

3 Press F2 to turn on the engines

4 Press Vto nove to the Bow (front) Gunner's station

5 Press F1 to turn on the naster power for the bow guns

6 Press F2 to renpve the safeties fromthe bow guns

7 Press F3 (optional) to turn on the spotlight

8 Press B to nove to the Mdship Gunner's station

9 Press F1 to turn on the master power for the mdship gun

Press F2 to renove the safety fromthe nidship gun
Press F3 (optional) to turn on the spotlight

Press Nto nove to the Stern (rear) Gunner's station
Press F1 to turn on the naster power for the stern gun
Press F2 to renove the safety fromthe stern gun

Press F3 (optional) to turn on the spotlight

RPRRRPR R
GOhWNRO

Al'l your PBR s systens are now on, and you're ready to go.
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To Control the Gunboat Fromthe Pilot's Station

Fromthe Pilot's Station, use the foll owi ng cormmands to change the
speed
and direction of the boat:

Up arrow joystick forward Throttle forward

Down arrow joystick back Throttl e back (use this to nove
into reverse and back up)

ENTER/ j oystick button Sl ow down

Left arrow joystick left Turn | eft

Ri ght arrow joystick right Turn ri ght

To Control the Boat from Any Gunners Station

From any of the three gunners' stations, use the follow ng conmands
to change the speed and direction of the boat:



F4 Reverse Course

F5 Branch left at the upconing fork in the river or river nouth
F6 Branch right at the upcomng fork in the river or river nouth
F7 Sl ow down

F8 Speed up
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Fire on the Eneny fromthe Pilot's Station
When a possible target appears in your w ndow

1 Center the target in front of the boat, and press F9 to request a
target ID. (This is inmportant: firing on friendly forces is the
qui ckest known route to a court-martial. Your conputer gunners
won't fire on friendly targets.)

2 Press F10 to order the conputerized gunners to open fire on al
eneny targets. Press F1O again to order themto cease fire.

Fire on the Eneny froma Gunner's Station
To fire on a target fromany of the three gunners' stations:

1 Go to the station that gives you the best clear shot at the
target - and the best weapon to destroy it. To do this, press:

V Front (bow) station
B Mdship station
N Stern (rear) station

2 Use the joystick or arrow keys to ai myour guns at the target.

3 Press and hold the Enter key or joystick button to rel ease a burst
of fire.

4 Press F10 to request additional fire fromthe other gunners
stations. The conputer automatically identifies the eneny, takes
aim and fires fromthese stations. Press F10 again to order the
other stations to cease fire.
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Section 2:
At Docksi de: Taki ng Conmand

This section contains specific information on preparing your PBR and
crew for battle. It includes instructions for PBR practice drills,
dealing with base security and admi ni strative paperwork, choosing
your

m ssi on, equi pping your boat, and taking command of your crew. The
Adnmiral recommends that you review it carefully to thoroughly
famliarize yourself with PBR operations.

Denonstrati on Mode

The Gunboat Denpnstration Mde is essentially a short hands-off
ggaﬁggge that lets you see what the sinmulation |ooks like.

To enter the Denp Mbde, |oad Gunboat. Wen the Main Menu Screen

appears, press D on your keyboard. The m ssion sequence deno repeats
itself in a continuous loop until you press any key to end it and



return to the Main Menu Screen. Qunboat will also enter Denp Mde
automatically fromthe Main Menu Screen after approximtely 30
seconds

if no key is pressed.

To run the denmp without the sound effects, press S before you enter
the denp node

Practi ce Mdde

@Qunboat offers three hands-on Practice Mbdes that are accessible from
the Main Menu Screen. The Practice Mdde is actually three different
drills, each designed so you can master one of the three nost

critical

PBR conbat skills: operating the guns, firing grenades, or piloting
the boat.
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0 To enter Practice Mde, |oad the Gunboat sinulation
following the instructions in Section 1. Fromthe Miin
Menu screen, rotate the joystick or use the arrow keys to
hi ghlight the type of practice you want, then press the
joystick button or Enter to select.

0 To leave a Practice Mbde and return to the Main Menu
Screen, press the Tab key at any point during your drill.

When you enter a Practice Mde, everything's already turned on and
ready to go. In each drill, there is no set nission objective, no
scoring, and no danmage inflicted on your boat - though the conputer
keeps track of the damage you inflict on your targets. Here's how
each node wor ks

Gunnery Practice

You're the forward gunner, in place and ready at the bow of the
boat. Your drill is sinply to return fire on any and all eneny
targets. Use the arrow keys or joystick to aimyour guns; and press
Enter or the joystick button to fire. Oher conmmands i ncl ude:

- Change Slew Rate - This three-way toggle controls how fast
the gun nmount turns in response to your joystick or arrow key
conmands. Press once to nmake slow turns, a second tinme to
make even slower turns, a third time to speed up the slew
rate again.

FO Identify Target - Press this to find out nore about the
target directly in front of you.
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G enade Practice

You're the center gunner, located in the mddle of the boat al ong
with the ML29 automatic grenade | auncher. You can send down a hai
of grenades on anything with inpunity. The practice conmands at
this station are identical to those used in Gunnery Practice node
descri bed above - though picking off targets with the slower-firing
grenade | auncher is considerably different than using a smaller gun
with a higher rate of fire

Pil ot Practice



You're at the helm refining your navigation skills and getting the
feel of the boat. The practice runs are conducted in and around Mare
Island, California, the Navy's Wst Coast PBR base. As you cruise
the neandering riverways, experiment with the foll ow ng commands:

- Steering Slew Rate - A three-way toggle that controls how fast
the water jets rotate in response to your joystick or arrow key

commands. - and thus, how fast you turn. Press once to rmake sl ow
turns, a second tinme to nake even slower turns, and a third tinme
to take full, fast advantage of your boat's 30-foot turning

radi us.

Z Pilot's port (left) station and view

X Pilot's center station and view

C Pilot's starboard (right) station and vi ew
F9 ldentify Target
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Use the foll owing coomands to change the speed and direction of the
boat :

Up arrow joystick forward Throttle forward

Down arrow joystick back Throttl e back (use this to nove
into reverse and back up)

Enter/joystick button Sl ow down

Left arrow joystick |eft Turn left (rotate water jets
left)

Ri ght arrow joystick right Turn right (rotate water jets
ri ght)

The |ight blue stuff behind you in the water is your own wake - or
soneone else's. To sharpen your skills, try drawing a perfect figure
8 with your wake.

Report For Duty

If youre ready to bypass Practice Mdde and get down to business,
go to the Main Menu Screen and sel ect Report For Duty.

Security

You nust gain entry to the field operations center and pick up
your orders before you're allowed to go cruising around in hostile
waters. At the base's nmmin gate, a sentry interrogates you. You
can either draw on your extensive know edge of the scores of

vessel types conprising the U S. Naval forces; or you can refer to
the encl osed Gunboat codewheel to get the information he wants.
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Identify Yourself

PBR units are often assigned to LSTs (Landi ng Ship, Tank) - large

mai nt enance shi ps anchored of fshore, which serve as a kind of nobile
home port. Your encounters with the Adnmiral occur on the bridge of
your unit's LST. At the beginning of each nission, the Admiral first
requests that you identify yourself.

If you want to review your glorious career, or find out who else is
bucking for pronotion, press F1 to view the PBR Comranders' File.



Al'l

the current PBR officers are listed here (up to 14 on a disk), with
their individual battle stats, rank, nedals, and conmendations. This
information is updated automatically after each mission. Move the
joystick up or down or press the Up and Down arrow keys to cycle

t hrough t hese records.
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Press F1 again to return to the bridge. To identify yourself,
sinply type your nanme (don't bother with the rank: the Adnmiral sees
your stripes very clearly), and press Enter.

NOTE: The admiral tends to be a little inpatient with new recruits.
Besi des being quick on his feet and a keen thinker, he's usually
extremely busy - which brings out his nasty tenmper. Don't nake the
m st ake of keeping himwaiting around while you dream up answers to
his questions. Efficiency counts.

If you're already listed in the personnel file, the Admral wel cones
you. If you're cleared for conbat in nore than one theatre, he asks
you to select the region in which you want to serve. (Your choices

i ncrease along with your rank and experience.) Use the joystick or

the arrow keys to sel ect your region, and press Enter

If you're newto the riverine units, the Admral asks: "How shoul d
| update ny roster?" This is your opportunity to add or change the
information in the PBR Commanders' File. Use the joystick or arrow
key to sel ect one of the follow ng options:

o ADD Add a new PBR captain's nane to the |ist
0 REPLACE Repl ace one nanme w th anot her

o REDO Return to the Bridge (If you nade a m stake,
you can start over again from here.)

Press F1 to view the Personnel Files again, if you want. Press Fl1
again to return to the roster update nmenu. Wen all the infornation
in the PBR Conmmanders' File is correct, press Enter or the joystick
button to nove on.
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Choose Your M ssion

You gain rank and earn nedals by conpleting mssions. Every nission
you undertake has a correspondi ng pronotion rank. |f you conplete
the m ssion successfully, you are automatically pronoted to that
rank.

The Admiral can offer you assignments in one of three areas,
dependi ng

on your previous experience and achi evenents. For your first severa
m ssions, he assigns you to Vietnam- the birthplace of nodern
riverine warfare. Once you're pronoted to Second Lieutenant, you
have

the opportunity to battle vicious drug |ords and cocai ne snugglers in
Colonmbia. Only the elite PBR captains - those who' ve reached the

r ank

of Lieutenant Comrander or above - are entrusted with the politically
sensitive mssions that keep clear the Panama Canal Zone.

Once you' ve been assigned to a particular battlefront, the Adnmra



outlines the current missions. You can choose frombetween 2 and 8
m ssi ons, dependi ng on your experience. Use the joystick or the Up
or

Down arrow keys to cycle through the assignment files. |In each file,
you can:

0 Read a brief description of the nission.

0 Press F2 to view the map of the m ssion area. The arrow
points to your primary mission target. Press the arrow
keys
to show naps associated with other missions. Press F3 to
return to the assignnment file that corresponds with the nmap
you are vi ew ng.

0 Press F4 to view boat and weapons specifications. Use the
joystick or the Up or Down arrow keys to cycle through the
i nformation screens. Press F3 to return to the assignment
file.

0 Press Enter to accept the nission

The first mssion of each scenario is a practice mssion in which
you are invulnerable to eneny fire. This helps you get the lay of
t he

land, and familiarize yourself with the eneny's positions and

ar manent .
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Arm Your Boat

The next step is to equip your PBR with the right engine and ar nanent
for this particular nission.

Fromthe PBR Qutfitting Screen, you can press F4 to get nore detail ed
data on the engines and guns at your disposal. Use the joystick or

t he

Up and Down arrow keys to cycle through the information. (For even
nmore in-depth information on these options, refer to Section 4/

Equi pnment Reference.) To return to the PBR Qutfitting Screen, press
F3.

Move the joystick or use the arrow keys to nove up and down the |ist
of engine and gun options. To choose one of the options, press Enter
or the joystick button

Fortunately, the ammunition supply for these guns isn't an issue when
you're in conbat: fuel and anmmo are your only cargo, and the boat

hol ds

several days' worth of ammp. Remenber, however, that your abundant
amm stores are a major attraction for the guerillas who inhabit
these rivers: they will pursue you enthusiastically and kill you
quite

cheerfully to take possession of them

About Your Crew

In the real world, US. Navy PBRs typically carry a crew of four: a
first-class petty officer who serves as boat captain and pilot; a
gunner's mate, who controls the forward guns; an engi neman, who takes
care of the engines and serves as midship gunner; and a seanman who
controls the aft guns. All four are crosstrained in each other's
tasks - a redundancy that becones crucial if one or two crew nenbers
are wounded.



The four crew positions in the Gunboat sinulation correspond to each
of the positions nmentioned above. Your Gunboat crew incl udes:
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About Your Crew (continued)
o The Pilot, who controls the boat's course and speed

o The Bow Gunner, who fires the twin M2HB .50 caliber or
single .30 caliber Mnigun mounted on the front of the boat

o The Engi neman/ M dshi p Gunner, who handl es the grenade
| auncher or machine gun mounted in the mddle of the boat

o The Stern Gunner, who fires the gun nmounted in the stern of
t he boat.

As a Qunboat captain, it's your job to make tactical decisions, and
see to it that your gunners and pilot interact effectively under
fire.

The next chapter contains nore infornation about each station's
operations and capabilities.

Once you' ve sel ected your assignment and armed your boat, your boat
is

fully staffed and equi pped. The Adniral sends you off with a few
parting words. Wen you press Enter for the last tine, you're in the
pilot's seat, ready to shove off fromthe dock

Anchor s awei gh!
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Section 3 :

Brown Water Warfare:
Gunboat Systens &
Pr ocedures

Thi s section covers the systens and procedures for navigating your
PBR,

commandi ng your crew, operating the four onboard battle stations, and
engagi ng the eneny in conbat - in short, everything you need to know
to conplete your assigned mssion, fromthe time you | eave the dock
until the time you return

Every system on board your PBR is nmonitored and controlled from one

or

more of the four crew stations. Each station is accurately nodel ed

after the actual stations on the PBR Mark |l boats currently in use
by

the U S. Navy.

Your primary role is that of PBR captain. Wen you're at the Pilot's
Station, the conputerized gunners stand by at their stations,

awai ting

your order to fire. As you becone famliar with all the systenms and
conmands used in running and navigating the boat, you can rely |ess
on

your conputerized gunners, and nove fromstation to station yourself,
operating the guns manually while issuing conmands to the
comput eri zed

pilot at the helm
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CGeneral Commands

These commands are generally available to you at any point during
the sinul ation:

ESC Pause Action/Resune Action
S Sounds On/ OFf - Allows you to run the game wi hout the
musi c,

engi ne sounds, or battle noises.
CTRL Q Exit to DOS
Z Move to the Pilot's Port (left) View Screen
Move to the Pilot's Main (center) View Screen
Move to the Pilot's Starboard (right) View Screen
Move to the Bow (front) Gunner's Station
Move to the Mdship Gunner's Station

Move to the Stern (rear) Gunner's Station

m zZz ®w < 0O X

Engi ne Sound On/ O f - The PBRs huge engines are pretty
noi sy, especially when you're nmoving fast. |If the roar
bot hers your concentration, turn it off.
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D Detail Level Low H - Reduces the |evel of sinulation
detail for added speed on sl ower nachines.

TAB Return to Base - Wen the carnage gets extrene, or the
nm ssion's over, this is how you get home again.

M M ssion Map - Get an overvi ew of your position, and the
surroundi ng area. The maps are based on actual maps
of Vietnam the riverways of Col onbia, and the Panana
Canal Zone. The Practice Mbde maps shows the sl oughs
and rivers of the northeastern San Franci sco Bay, where
the U.S. Navy's Mare Island PBR training center and
operations base are | ocated.

Watch the map carefully when you know that there's an upcom ng fork
in the river, so you'll be ready to give the conputer pilot the right
directions when the tine cones. Two marks appear on the map to help
you keep your bearings:
o A flashing arrow i ndi cates your approxi mate destination
o A flashing dot and crosshairs show your current position
The action tenporarily pauses while you refer to this screen
, Chase Boat View Screen - The top of the screen shows what
your boat would |l ook |like froma chase boat follow ng al ong
behi nd you. Use the joystick or arrow keys to nove around
and get different perspectives on your PBR

The | ower part of the screen sumrari zes how many eneny targets you' ve



destroyed so far in the course of this mssion
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General Commands (continued)

NOTE: Don't get too caught up in watching your boat dance gracefully
over the waves, or gloating over your kill rate so far. Wile you're
in the Chase Boat, your PBR is in the hands of your conputer pilot
(who

is none too bright), and your gunners hold their fire.

Unfortunately,

the eneny continues about its ugly business in your absence, and you
run the risk of returning to a dead boat with a deader crew

Assi gnnent Review - After the ninth or tenth tough firefight
of the day, you may start wondering why you ventured out

here
inthe first place. It mght help to take another | ook at
your
m ssion orders, and refresh your nmenory. The action pauses
whil e you |l ook at this screen.
/ Damage Report Screen - A status summary of your PBR s crew
and
operating systens. Wen you're under heavy fire, check the
Damage Report Screen frequently to find out at a gl ance
whi ch

systens you can still use, and how your crew is doing. The
action pauses while you |l ook at this screen.

Because your PBR is fairly well arnored, snall-caliber bullets fired
on your hull won't slow you down nuch - though a few well -pl aced
enemny

.50 cal i ber machi ne gun rounds can do sone real danage to exposed
crew

menbers, radar and spotlights. You can't repair anything on board
while you're in eneny waters: if you take a hard hit, run aground,
get

stuck, or | ose your engines, use any resources you have left to bl ow
away as many of your attackers as you can - and then press Tab to
abandon your boat and Return to Base.
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NOTE: The status of your PBR s Bilge Punps is included on your
Damage

Report Screen and will normally indicate that they are OFF. They
automatically come ON when you sustain hull damage. |f you sustain
enough hull danmage, the bilge pumps will not renmpve water as fast as
the water pours in, and you wll sink.

= Time Conpression - If you want to speed things up a little on
your way to the front, press this three-way toggle key once.
To speed them up even nore, press twice - and hold onto your
stomach. Because tine conpression also speeds up the eneny's
t hi nki ng processes and response rate, press it a third tine
when you suspect that enemy forces are nearby, or find
yoursel f under fire. This turns off the Tinme Conpression
entirely.

If you have a slowrunning conputer, you may want to fight the entire
m ssion with the time conpression turned on.



Backspace Extra Tine Conpression - Wen you find yourself in a
long, quiet stretch - or a very big hurry - hold down
this key to get maxi mumtime conpression. To slow

down
again, just rel ease the Backspace key.

F9 Identify Target - Wien you have a potential target in view,
you can ask for identification. (To get a clearer idea of
what ki nds of targets you m ght encounter, turn to Section

5.)

Use this command often: shooting at friendlies is one of the
better ways to get yourself court-nartialed, so this is your
i nsurance of continued job security.

Be sure that the target is |lined up directly in front of the boat or
in

your gunsight before you press F9. This key identifies the cl osest
interesting looking target in the area dead ahead.
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The Pilot's Station

The helmis the central control station for the entire boat, where
al |

the mechani cal and navi gational systens are |ocated. As captain, you
may spend a fair anount of time here: your ultinate success |argely
depends on your conpetence at nmanaging this station. To reach the
Pilot's Station at any time, press X

When you're at the Pilot's Station, the PBR is under your manual
control. The pilot is assunmed to be the captain of the boat (that's
you), so when the pilot dies, the mssion is over

The Pilot's Station includes three view screens. Together, they give
you a nearly 270-degree view of the horizon, plus access to all your
controls. To view these three screens, press:

C to view the right-hand pane

X to view the center pane

Z to viewthe left- hand pane
Keyboard Commands

The foll owi ng commands can be executed any tinme you're at the Pilot's
Station. All of the correspondi ng gauges and indicators are | ocated
on the center panel - with the exception of the radar screen, which
is
on the right.

F1 Mast er Power On/OFf - The PBR s nain power switch. Turn it

on to power up the boat. Turn it off, and every powered
system on the boat quits.
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F2 Engi ne Power On/OFf - Powers up the engines. They take a
few seconds to warm up

F3 Radar - The radar display maps the nearby coastline, along
with vehicles, boats, surfacing m nes, anything el se



that's
nearby and interesting. Use of radar is strictly

opti onal
you may find it useful for "seeing" around corners - and
i ndi spensabl e for getting around at night. The Raytheon
1900/ Wunit is surface-scanning, and doesn't include
sonar, so don't count on it to tell you about underwater
obst acl es.

F9 Identify Target - G ves you a positive ID on any potentia
target that's directly in front of the boat.

F10 Open Fire/ Cease Fire - Press F10 to order the gunners to
open fire on a nearby target. The gunners who are in the
best position to get a clear shot respond i medi ately.

Thi s
command does not fire the nortars: to do that, you nust
nove
to the stern gunner's station. To cease fire, press F10
agai n.

ENTER Throttle Neutral - Moves the throttle into neutral. Each
tinme you press Enter, the boat slows down a little, unti
it eventually stops it dead in the water. The throttle
stick on the helmcones to rest in a neutral position

Up Arrow Joystick Forward

Throttle Forward - increases power to the water jets,
propelling the boat forward. Press ENTER or pull back on
the joystick to slow down. The throttle levers at the
right of the screen nove up as you accel erate, and the RPM
gauges i ndi cate how nuch power you're getting out of the
engi nes.
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Down Arrow Joystick Back

Throttle Back - This command drops defl ectors down behind

each of your two jets, reversing the thrust and
effectively

putting you in reverse. |f you' re noving forward when you

first throttle back, the RPMs drop down to zero as you

sl ow

down, then pick up again as you begin to nove backward
The

throttle levers at the right of the center view screen
nove

down as you back up.

NOTE: The twin engines (especially the big 450-horse-power ones) can
create a lot of racket when they're running wide open. |In situations
where stealth is nore inportant than speed, slow down until you're
under the hal fway point on the RPM gauges. Running under the full-
throttle mark quiets the boat down considerably.

Left Arrow Joystick Left; Right Arrow Joystick
Ri ght Turn Left/Turn Ri ght

These commands rotate the water jets, causing you to turn

left or right. |If you |ose one of the two engines or
jets,

t he boat becomes nuch harder to steer, and nay not respond

to your attenpts to control it. The steering wheel on the



center panel noves in response to your turning conmands.

- Slew Rate - This three-way toggle controls how fast the

wat er

jets turn in response to your conmmands. Press the m nus
key

once to make slow turns, a second tine to nake sl ower
turns,

and a third tine to speed up again. The Slew Rate knob on
the center panel shows you current slew rate setting.
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Gauges & Indicators

The Pilot's Station includes a collection of gauges and i ndicator
lights that can give you a great deal of inportant information about
your PBR s systens. They include:

RPM Gauges - One for each engine. They work in both forward and
reverse. RPMis a neasure of power output, not speed, so don't
depend on these as speedoneters.

Fuel Gauges - Each of the two engines has its own separate fuel tank
t hese gauges show how nuch fuel you have left in each tank. You
can't

transfer fuel fromone tank to the other; if you | ose one tank in
conmbat, or just run out of gas, that engine is dead for the rest of
t he mi ssion.
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Gauges & Indicators (continued)

Water Jet Direction Indicator - The PBR doesn't use rudders to turn
instead, the water jets swivel around, causing the boat to turn left
or right. The pointer in this bar shows which way each water jet is
trying to point - though whether or not you actually make the turn
depends on the condition of your engines and jets, and what's in the
water. |If your jets get danaged or you | ose engi ne power, the
Direction Indicator's accuracy can't be trusted.

Engi ne Status Light - These lights are |located right above the power
switches for each engine. As long as the light is green, the engine
is fine; when it flashes red, that engine is history.

Conpass - Like any conputerized conpass, this one expresses your
headi ng as a nunber between zero and 360 degrees. North is zero;
east

is 90 degrees; south is 180 degrees; and west is 270 degrees.

Cl ock - Like any other clock

Ti me Conpression Indicator - For a full explanation of tine
conpressi on, see page 25 above. This gauge shows which of the three
Ti me Conpression settings you're currently using.

Slew Rate Indicator - The Slew Rate is discussed in the Keyboard
Conmand section on the previous page. This knob shows which of the
three Slew Rate settings you're currently using.

Conput er Pil ot

When you |l eave the pilot's station, the conmputer pilot takes over.



Bef ore you | eave the helmin his hands, there are a few things you
need to understand about this guy.
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Wth a little help froma friend in the base records departnment, we
recently got an unauthorized | ook at his service record. And all we
can tell you is; watch himclosely. [It's not that you can't trust

hi m (al t hough you may sonetines wonder if he's on the eneny payroll -
and in Col onbia, your suspicion mght be justified); it's just that
he's got the decision-making capabilities of your average opossum
According to the commanders who' ve been stuck with himbefore, there
are sone specific situations where he's next to usel ess:

o Wile you re off attending to other business on the boat,
he does his level best to figure out what your course is,
and hold to it. But he can't read maps, and the M ssion
Map | ooks as tangled to himas the LA freeway system does
to the rest of us. Wen he cones to a fork in the river
or heads toward a coastline, he may renenber your previous
instructions to branch right or left or he may forget, and
make the decision all by hinself. Keep a close eye on him

and the map - so you can correct his course before he
steers you straight into downtown Phnom Penh

0 After several years in the Navy, he finally got the

gener a

i dea that the best course to take in nost rivers is
strai ght

down the mddle, in the deep water, and well away from
shor e-

bound enem es; and that the thing to do with coastlines is
to

follow them (The brass, recognizing this as true
progress,

pronptly pronoted him) But he still forgets sonetines,
and

has been known to run boats aground. He's especially
shaky

booni ng through narrow canyons at hi gh speeds, so it's
best

if you take over before he drives the PBR straight into a
sheer rock wall.
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Conputer Pilot (continued)

0o CQut on the open sea, he'll just take over from your

current

hel m settings: if you were going straight when you |eft

the helm he'll keep going straight until he hits Hawaii -

or (occasionally) a rockpile along the coastline. If you

were turning, he'll keep with it, running in circles

forever. And he hasn't the foggiest idea of howto evade

boats or other obstacles in the water.

The up side is that he does recognize a few conmands, and executes

t hose

fairly reliably. To issue orders fromone of the other stations, use
t he

foll owi ng keys:



F4 Reverse Direction or, in sinple | anguage, turn around

F5 Branch Left at the upconming river nmouth or fork

F6 Branch Right at the upcoming river nouth or fork

F7 Slow Down (he'll let you know when you've slowed to a stop)

F8 Speed Up (he'll tell you when you' ve reached naxi num speed).

The Gunners' Stations

The pilot is supported by a crew of three gunners, who operate al

t he

artillery on the boat. Depending on the situation, you can nove to
any

of the the three gunners' stations and take matters into your own
hands; or you can rely on the conputerized gunners to help carry the
battle. To reach the three stations, press:

Page 33 foll ows:

\% Bow (front) Gunner's Station
B M dshi p Gunners Station
N Stern (rear) GQunner's Station

The three gunners' stations use identical comrands, and are equi pped
with a simlar collection of gauges and indicators.

Keyboard Comrands

Use the following commands to control the guns and spotlights at each
station.

F1 Power On - Turns on the gun's main power supply
F2 @Qun Safety On/OFf - Releases or sets the gun's safety

mechani sm The safety nust be turned off before you can
fire. Generally, you can turn it off at the begi nning of

t he
nm ssion, and leave it off for the duration
F3 Spotlight On/Of - Each gunner's station is equipped with a
bright spotlight. This toggle switch turns the light on and
off. The spotlight is attached to the gun, and noves with
t he

gun in response to your joystick or arrow key comuands.

The spotlights can be hel pful at night, but old-tinmers suggest that
you

use them carefully, because they can attract a | ot of unwanted
attention

fromeneny forces who otherwi se nay not have spotted you
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F9 Identify Target - G ves you a positive I D on any potenti al
target that's directly in your line of fire.

F10 Open Fire/Cease Fire at Other Stations - Opens fire at al
gunner's stations except the one you're at. The other two



gunners continue to scan for targets and shoot until you
press F10 again to cease fire. The conputerized gunners
don't fire the nortar |auncher.

Joystick/ Arrow Keys

Aim Gun - Move the joystick or press the arrow keys to aim
the gun at the target. |If the spotlight is on, these
commands aimit as well.

Enter/Fire Button

Open Fire - The burst of fire continues for as |ong as you
hol d down the key.

- Slew Rate - This three-way toggle controls how fast the gun
turns in response to your joystick or arrow key comrands.
Press the mnus key once to make slow turns, a second tine
to make slower turns, and a third tinme to speed up again.
The Sl ew Rate knob on your control panel shows the current
slew rate setting.
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Gauges & Indicators

Each gunner's station cones equipped with a snall selection of gauges
and indicator |ights:

Conpass - Just |like the conpass on the pilot's station, but this one
shows the direction your gun is pointing. This is really useful if
you' ve been noving around the boat a lot, and are getting

di sori ent ed.

Slew Rate - The Slew Rate is discussed in the Keyboard Comand
section

just above. This knob shows which of the three Slew Rate settings
you' re currently using.

Ti me Conpression - This gauge shows which of the three tine
conpr essi on
settings you' re currently using.

Power On/ O f - Wien this light is on, so you're gun's nmain power.
When
it goes off, your gun is dead.

Safety On/OFf - When this light is green, the gun's safety is off,
and it's ready to fire. Red nmeans that the safety is on. Press F2
to turn it off.

Spotlights On/OFf - If the green light is blazing, so is this
station's spotlight. The light turns red when your spotlight is off
or has been damaged beyond use.

About the Bow Gunner

The front gun turret offers the best view on the entire PBR, and you

may find yourself spending nost of your tinme up here. After all, in
nost situations, you're the first to spot danger ahead, and the first
to fireonit. |It's also the only station equipped with two guns,

i nstead of just one.

The Bow Guns rotate a conplete 270 degrees, so you can fire on just
about anythi ng except the boat's cabin behind you. You can outfit



the Bow Gunner's station with a pair of .50 cal MHB nachi ne guns, or
a ML34 M nigun. To find out nore about these weapons, turn to the
di scussion of Armanent in Section 4.
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About the M dship Gunner

The engi neman/ m dshi p gunner stands on a steel platformhigh atop the
engi nes, just behind the PBR s cabin. Your gun rotate: in a ful
270-degree sweep that takes in the sides and rear of the boat but,

li ke the bow gunner's station, you can't turn the guns around to fire
on your own cabin. Also (to the relief of the stern gunner, who

st ands

just below you on the fantail), the gun can't be | owered far enough
to

fire on the stern gunner's station

The M dship GQunner's Station can be equi pped with an ML29 autonatic
grenade | auncher, or an M6QD .30 caliber nmachine gun. Both these
guns

were used in Vietnam and both are still used on U S. PBRs today.

For

a detailed description of each, turn to the Armanent list in Section
4.

About the Stern Gunner

The Stern Gunner is located |low down in the PBR s fantail - so | ow,
in fact, that when the boat's underway, he stands al nbst even with
the water. (In Qunboat, you might notice that the boat's stern rises
up out of the water slightly as the boat accelerates.) Like the

m dshi p gun, the stern gun rotates 270 degrees around the sides and
back of the boat. You can't turn it around far enough to fire on the
cabin or the mdship gunner.

The Stern Gunner can be equi pped with one M2HB .50 cali ber machine
gun; an MBQOD .30 caliber gun; or a 60mMm nortar that's your best bet
for bunkers and bridges. Specific information on each of these guns
in provided in Section 4.

About the Conputer Gunners

Because there are three gunners' stations - and only one of you - a
team of conputerized gunners takes control of the stations you're not
currently occupying. The conputerized gunners respond to just one
conmmand: F10, the order to open or cease fire. They operate
accordi ng

to sonme very specific rules:
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o When the Open Fire order is in effect, the gunners scan

for
eneny targets, and shoot sane without any action on your
part. They continue to search and destroy eneny targets
until you press F10 again, ordering themto cease fire.
o Conputer gunners won't fire on friendly targets, which
keeps

you out of a lot of trouble.

o0 They also don't fire the nortar |auncher. You're on your
own wi th that one.



o Though they're very supportive and reliable, remenber that
the conputerized gunners generally aren't as accurate as
you
are. |If you're in a tricky situation and want the job
done
right, it's probably best to nove in and do it yourself.

A nessage at the top of the screen notifies you when one of four
gunners is wounded. When a gunner is killed, you no | onger have
access
to his weapon. If you were at that gunner's station when he took the
fatal hit, the Damage Report Screen inmedi ately appears in front of
you.
When the M ssion Ends
M ssions can end in one of three ways:

0 You achi eve your m ssion objective

0 Your entire crewis killed and your boat is destroyed

0 You decide to abandon the nission in the mddle, and go
wat ch

Apocal ypse Now.

In any of these three cases, press Tab to return to base. The
Admi ral

i ssues a mission report that evaluates your effort, and sunmarizes
your career status to date.
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Section 4
PBR Ref erence Secti on

PBR Techni cal Specifications &
Devel opnent Hi story

The PBR (Patrol Boat, River) is a mlitary adaptation of a comerica
boat originally designed and manufactured by United Boatbuil ders of
Bel I i ngham WA. Over the past 25 years, the U S. Navy has
commi ssi oned three generations of the PBR

PBR Mark 1 (1966)

Lengt h: 31

Maxi mum Wdth: 11 feet

Top Speed: 28 knots

Engi ne: 215hp General Modtors diesel truck engine; Jacuzzi water jet
propul si on punp.

Draft: 18" fully | oaded

Crew. Four

Radar: Raytheon 1900/ W surface-scanning unit
Cost; $75,000 (in 1966 dollars)

As the first U S -made PBR, the 120 Mark | boats delivered in 1966



fornmed the foundation of the U S. Navy's forces in the Mekong Delta.
It was smaller and slower than its successors, but proved the
viability of riverine warfare beyond a doubt. |Its twin 215-

hor sepower

di esel engines are included as an option in the Gunboat simulation.
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PBR Mark || (1967)

Slightly |onger and nore powerful than the Mark |I. The protective
al um num gunwal es on the Mark Il1's hull were a nmjor inprovenent over
the Mark |, which was annoyingly prone to being sliced open whenever

it nade hard contact with rocks, underwater obstacles, or other
boat s.
Over 130 Mark Il PBRs were sent to Vi etnam between 1967 and 1969.

PBR Mapk 11 (1976)
The viciously powerful post-war version of the PBR, the Mark II1l is
t he

Navy's nmost current riverine craft. The engines - 450- horsepower
monsters with a maxi num speed of nearly 50 knots - put out enough
power to give a hydrofoil a fair race in open water. In addition,
the Mark Il is nore maneuverable than anything you'll find in Road &
Track. You can brake down fromtop speed to a dead stop, or conplete
a 180-degree turn, in just a single boat Iength. On the down side,
though, it's sonewhat noisier than its predecessors, which nmeans your
engi ne choi ce often cones down to a question of speed over stealth.

In 1978, the PBR Mark |I1 cost about $500, 000, m nus guns.

Over the years, the term PBR (Patrol Boat, River) has described a

wi de

variety of boat types that were outfitted to performthe sane
function. The PBR in Gunboat fits the Mark Il and Mark |11

speci fications descri bed above, but can be equi pped with weapons and
engi nes that saw use on the Mark 1.
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The Brown WAter Navy:
an Overvi ew of Anerican PBR
War f ar e

Thr oughout its 200-year history, the U S. Navy has focused on big
boats - enornous ocean-goi ng vessels with tremendous range and
firepower; free-floating cities capable of supporting vast mlitary
operations by sea, land, and air. Because of this enphasis on

domi nating the world' s oceans, the Navy arrived in Viethamw th only
one previous experinment in small-craft riverine warfare: a fleet of
tiny boats that had patrolled the coastlines and rivers of Dixie a
hundred years earlier, during the American Civil War.

Made for the Mekong

The begi nnings of nodern riverine warfare can be traced back to
French

col onial forces who occupied Vietnamduring the early 1950s - and to
the Vi et nanese thensel ves, who had used the waterways of the Mekong
Delta as mmj or hi ghways (and, on occasion, battlegrounds) for
centuries.

In 1953, the French designed the first prototypical PBR-type warboats
specifically for use on Vietnami s endl ess riverways, and introduced



them as the core of a new Vietnanese Navy that was specially geared
toward riverine conbat. (Only later did the French officers in
char ge

add a fleet of ocean-going ships.) 1In 1955, the French turned ful
control of the colonial navy over to the D em governnent.

That same year, the first American naval advisors arrived in Vietnam
and i medi ately grasped the tremendous strategi c potential of the

Vi etnanese Navy's riverine fleet. Wen the GQulf of Tonkin resol ution
was passed in 1964, the naval advisors seized the chance to quickly
upgrade the fleet with faster, quieter, newer, nore heavily arnored
boats, which would enable themto secure the critical Mekong Delta
region. Fromhere, the U S. and South Vietnanese could dom nate al

of Vi etnam
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To save tinme and noney, the Navy bypassed the usual devel opnent
process, and went shopping for an existing conmercial boat that

m ght do the job. At United Boatbuilders of Bellingham WA they
found what they were looking for: a slick little jetdriven cutter
with a big Gbuilt engine, and no propellers to get tangled up in
sandbars and seaweed. A nilitary contract was issued in 1965, and
by March 1966 the first 120 PBR Mark | boats arrived in Vietnam

The Brown Water War

The Anerican-nade PBR was far faster and nore powerful than the
earlier

generations of riverine craft, and the first U S. PBR crews found
thenselves literally witing the book on a whol e new type of conbat.
Every day demanded that they invent new tactics; every season over
the next four years saw further evoluion and refinenment of their
strategi es and skills.

Over the course of the war, "Brown Water Navy" nmissions fell into
three
cl asses:

o interdicting Viet Cong supply lines along the Vietnanese

coast;

o flushing out NVA guerillas who infiltrated the inland Delta
waters (this was especially critical - and tremendously
effective - during the 1968 Tet O fensive);

o and working in convoy with arnored troop carriers and ot her
boats on strike force missions throughout the Mekong

regi on.

In the early years of the conflict, PBRs weren't based at onshore
docks

or harbors. Instead, they were attached to and serviced by LST
(Landi ng

Ship Tank) vessels, which were anchored offshore. The crews lived on
these ships, the PBRs were supplied and maintained by them and every
nm ssi on began and ended there. LSTs would stay at anchor for about
si x
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The Brown Water War (conti nued)

mont hs, providing a floating conmand base for PBR units, before



returning to their own hone bases in Japan, Singapore, or the
Philippines. Later in the war, as the U S. established harbors and
bases in the Mekong, PBR support facilities were noved onshore.

The PBR s size, stealth, and speed inspired its crews to invent sone
rather imaginative uses for their craft:

0 On night mssions, the crew would cut the engines

conpl etely
and drift with the current (or wait at anchor in a secluded
area), silently biding time, watching. A nearby eneny unit
settling in for the night would abruptly find thensel ves
rudely awakened by blinding spotlights as one or two PBRs
suddenly materialized out of the jungle darkness with al
guns spirting out a rain of fire.

o In early 1969, the Navy used giant CH 54 Flying Crane
helicopters to airlift PBRs into isolated battlezones that
wer e unreachabl e by waterway. Their appearance in these
i naccessi bl e areas took the Viet Cong by trenendous

surprise
- an advantage that the PBR units usually turned into
deci sive victory.

0 And no, the onscreen reference to waterskiing isn't just a
fantasy. Jim Mesko, who has witten extensively about
Vi etnam PBR units, notes: "In reality, PBR patrols were
j ust
like any other mlitary operation - |ong, tedious, boring
days that were sonetines punctuated by m nutes of sheer
terror." During those |long, tedious, unbearably hot and
hum d days on the Mekong, Anerican PBR crews actually did
haul out the ropes and skis, and perfected their wake-
hoppi ng techni ques during a little spontaneous R & R Wth
its powerful jets and tremendous speed, the PBR was a
wor | d-
cl ass water ski boat.
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Because of their unique role and the singular nature of their

m ssions, the riverine brigades were the only Navy forces who wore
jungl e-green canoufl age fatigues (instead of navy white & blue) as
their daily uniform Wthin the Navy, the PBR units earned a

di stingui shed reputation as an elite force that never, throughout
the entire war, failed to achieve a mission objective.

Modern Ti nes

The U.S. military's policy of Vietnam zation literally changed the
face of the PBR crews in the |late 1960s. One by one, over a period
of months, U. S. Navy crew nenbers trained their Vietnanese
counterparts to take over control of the boats. Wen U S forces

i nvaded Canbodia in 1970, the Mekong route into Phnom Penh was

opened by PBR units that were over 80% Vi etnamese. In the closing
years of the war, ownership of the boats passed into the hands of the
Vi et nanese Navy. And, no doubt, sone of those original patrol boats

now over 25 years old - cruise the Mekong Delta to this day.

Back home again, the Navy noved forward. In Vietnam their PBR units
had made history as one of the npst successful and effective fighting
forces in the entire U S. nilitary. In recognition of the PBR s
strategic value, the Navy established two permanent riverine fleets.
In 1976, the Navy commi ssioned the nmodern PBR Mark 111 a slightly



| onger version of the Vietnamera PBR w th General Mtors 450-

hor sepower engines that are nearly twice as fast as their
precedessors. By 1980, the Mark II1 could be found in the navies of
Iran, Sri Lanka, Syria, Canbodia and the Philippines....and

t hroughout the waters of northern San Franci sco Bay and the sl oughs
of the Sacranento River Delta, where new crews cone and take their

| essons fromthe pioneering vets of the Mekong's brown water war.
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Ar manent

When sel ecting weaponry for your PBR, take into account the type of
targets you're likely to encounter; and the kind of range, firepower,
and accuracy you'll need in order to conplete your mission. Your
choi ces incl ude:

M2HB Browni ng .50 Cali ber Heavy Machi ne

@un

Fire Rate: 600 rounds per mnute

Ef fecti ve Range: 1996 yards

Anmruni ti on: .50 cal arnmor-piercing incendiary (API)
rounds

This hefty gun has been in wi despread use since the end of Wrld War
| ’
and was standard equi pnent on PBRs in Vietnam After 70 years, it's

still a mainstay of the U S. armed forces and 29 other arnies around
the world. It's your best choice for stopping onshore |ight arnor
and

unarnored boats - though sonewhat |ess effective against infantry,
due

toits slowrate of fire. (Besides, firing APl rounds at human
bei ngs

brings new neaning to the concept of overkill.)

GE M434 M ni gun

Fire Rate: 2000 to 6000 rounds per minute
Ef f ecti ve Range: 1250 yards
Ammuni ti on: .30 cal bullets

The six rotating barrels on this small Gatling gun can churn out a

rain of bullets so devastating that the Vietnanmese poetically naned
it "The Muttering Death". Anobng the aircraft and PBR crews who use
it,

it's sinply called the "Six Pack". Because of its efficency as an

anti-infantry weapon, it was installed on the PBRs recently sent to
Panama.
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Though it can create sone interesting holes in unarnored vehicles and
bui I dings, the Mnigun's high rate of sustained fire is npst usefu
for

mowi ng down bad guy and tents - making it the best choice for

m ssi ons

i n which you expect to encounter nostly infantry.



MbOD 7. 62mm Ceneral Purpose Machi ne Gun

Fire Rate: 550 rounds per ninute
Ef f ecti ve Range: 984 yards
Ammuni ti on: .30 caliber bullets

The Mb0 has been the standard U.S. mlitary machi ne gun for the past
30 years, and saw heavy use in Vietnam This version has been
specially adapted for use as a pintle-nmounted gun on helicopters,
arnmored vehicles, and riverine craft. Belt-fed and gas-powered, the
M0 is intended to be used against infantry, light boats, and
unarnored targets. (Don't bother firing it at bunkers or houses.)

ML 29 Automatic Grenade Launcher
Fire Rate: 230 to 450 rounds per mnute

Ef fecti ve Range: 1875 yards if you're not noving: about 400
yards if you are.

Anmmruni ti on: 40mm gr enades

The ML29 was originally designed to be nmounted on helicopters, but
was | ater adapted for use by ground forces, tanks, and riverine craft
as well. You can't keep up the burst very long - but then again, you
probably won't have to: small boats, unfortified buildings, and
unarnored vehicles will probably be rendered usel ess by just one
wel | -

pl aced grenade and anyone unl ucky enough to be within 10 yards when
one

detonates probably won't live to tell about it. 1t's the best thing
going for nediumscal e deforestation, turning huts and sanpans into
piles of straw, and even flattening small villages (if you're up for
the nasty court martial that's likely to follow).
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ML29 Autommti c G enade Launcher
(conti nued)

On the other hand, the launcher is hard to aim and the grenades
don't pack quite enough juice to do nuch damage to structures |ike
bridges or bunkers, so don't waste time and ammp trying.

M224 60nm Mortar Launcher

Fire Rate: Launches one HE bonmb at a tinme
Ef f ecti ve Range: Approxi mately 1900 yards
Ammuni ti on: M720 hi gh expl osive (HE) bonbs

This isn't used any nore, but it was comon equi pnent in Vietnam

The M224 is the heaviest artillery in the Gunboat arsenal, and your
only serious choice against bridges, docks, concrete fortifications,
and onshore arnor. Be sure to aimthe launcher carefully, and sl ow
down as nmuch as possible before firing - the vibration and novenent
of

the boat can really cut down on the nortar's accuracy. The M224's
extrenely slowrate of fire makes it usel ess in anbushes, unless
you're in a fortified position; and it |acks the finesse needed to be
very effective against tiny, slownoving infantry targets.



Tacti cs

The first U S. riverine crews arrived in Vietnamw thout so nmuch as a
book to go by. You don't have to. Here are sone tactics, tips, and
assorted odd thoughts on maki ng the nmost of your PBR

For Pilots

o Full-throttle is the only way to fly if you're trying to get
somewhere - or get away from sonmething - very fast. But nobst of
the tine, PBR crews prefer to nosey along at a | eisurely pace,
with plenty of time to scout the banks and choose their course.
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o If you keep your speed |ow (below half throttle), the eneny is
much less likely to hear you - the better for sneaking up on
targets. Qpening the throttle over the hal fway nark nakes you a
great deal easier to find.

o If you approach a target head-on, your bow gunner is the only
crew
menber that can get a clear shot at it. Since everyone wants to
get into the act, try to angle in on a target, go your nidship
and
stern gunners get the chance to use their firepower.

o0 PBRs are very light, and draw al nost no water - attributes which
make themterrific on snooth, shallow rivers, but about the |ast
boat you'd want to take into rough water or high seas. Bear this
in mnd, and exercise extrenme caution when you're out in open

wat er .

0 Beware of subnerged rocks, roots, and sandbars whenever you
approach the shore. They can hang you up, bog you down, or
damage
the boat. The radar screen sonetinmes provides clues as to their
| ocation, but your best defense is to sl ow down and ease up to
t he shore.

0 Recognize the linmtations of your conputerized pilot. Wen
you're

under fire froma fort, are speeding through a canyon, or find
yourself in any situation that requires a steady, quick hand on
the helm switch to the driver's station. For one thing, you're
no doubt better at evasive driving, avoiding traffic, and making
it through a slalomcourse of nmines. For another, he has an
annoyi ng tendency to panic under fire and ramthe PBR into things
i ke canyon walls or other boats.

o Hitting the shoreline or running aground can do nore danage to
your boat than a bunker's worth of hostile infantry:
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For Pilots (continued)

0 You can do serious damage to your water jets. |If just one of the
jets gets skewed, your PBR can persistently veer left or right
for
the rest of the m ssion



o If both jets get mangled, you're in for a slow, wobbly ride.

olf you hit arock or cliff, you risk putting a hole in your hull.
In these cases, your flak jacket does not do double duty as a
flotation device.

0 Use the Backspace or = (equals) keys to turn on the tine
conpr essi on
and zip through stretches of friendly or barren territory. Use
t hem
until you get shot at, or reach sonething you want to inspect
nor e
closely. One caution: eneny thinking processess al so speed up
when
you use tine conpression, so turn it off immed ately when you
di scover enenies about.

For Qunners

o None of the guns on your PBR cone equi pped with stabilizers.

Your
aimis cleanest when the boat is stopped, noving slowy, or
mai ntai ni ng an even speed over snooth water; and your chances
decrease drastically in rough water, or at high speeds. In order
to get the nopst accurate identification of a target, slow the

boat
down - especialiy if you're in choppy water

0 In nost cases, it's easiest to aimusing the mddle slewrate
setting. To refine your aim slowthe slewrate down to the
| ower setting.

o When the boat is rapidly turning, suddenly speeding up, or
abruptly slowing down, it's prone to tilt, which can throw off
your aim Be aware of this, and try to conpensate. |f possible,
ask the pilot to sl ow down, and don't issue Slow Down or Speed Up
commands while aimng at targets.

Page 49 foll ows:

olf the target's noving, don't aimat where it is - aimat where

will be a few seconds from now, when your shell catches up with

it. The anpunt of l|ead tine depends your range, your fire rate,

and how fast the boat is noving relative the target. |If you try

to hit a target that's out of your gun's range, you'll probably
m ss.

0 Shoot your guns in short bursts. This gives you tinme between
bursts to check and nake sure you're actually hitting sonething.

0 The front gunner's station is probably the best seat in the
house.
You're the first to see trouble ahead, and the first to respond
to
it.

0 The spotlights are great for finding your way around at night -
but
they al so advertise your position to eneny. Instead of risking
exposure, press F9 to identify targets in the dark

0 Keep an eye on the conputerized pilot, and anticipate upconing
river forks. Remenber, if you don't press F5 (branch left) or F6
(branch right), he'll decide for himself which fork to take, and



the next thing you know, you'll be sending the Admiral postcards
from Caracas.

o There's a right way to mount a bridge assault - and a wong one.
The wrong way is to blast away at the m dspan, creating a smal
gap that the eneny can patch up in less than a week. The right
way is to aimat the supports on either end, effectivly

under m ni ng
the structure of the entire bridge.

olt is extrenely difficult to get a clean nortar hit at a bridge
foundation. Practice, and don't give up on your assault too
soon.
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For Gunners (continued)

0 Every gunner's station has a different 180-degree field of view
It's disturbingly easy to get yourself turned around as you
switch
fromstation to station, especially if the boat's taking sone
f ast
turns. If you're feeling dizzy, refer to the M ssion Map
frequently to nake sure you're still heading the right direction

o It's hard to aimanything very accurately on a fast-noving boat.
In situations where you can't do the job with a sharpshooter's
finesse, make up for it with raw, unl eashed power. Your amv is
unlimted, so it costs you nothing to spray your guns back and
forth over the targets and now “emdown - just like in the
gangst er novi es.

o When the Good Shot! nessage appears at the top of the screen
remenber that you're not the only crew nmenber aboard - and the
coment could be intended for sonmeone el se.

Know Your Eneny

You nay encounter scores of different target types on your various
Gunboat nissions. W've conpiled this list to faniliarize you with
sonme of the nore comon enemy resources.

Vi et nam

The Vi et nanese scenarios reflect the war as it was in 1970, and the
equi prent you encounter there is the simlar to what the origina
riverine units faced during those days. Anmong the unfriendlies
you'll neet:
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PT76 Tank

A light, thinly-arnored Soviet-made reconnai sance tank. Watch out
for the 76nmm guns, and the infantry units that are usually part of
t he cargo.

T55 Tank

A Soviet World War |l dinosaur with stubbornly thick arnor and a

wi cked 100mm gun. Nothing to do but turn tail and run, or grit your
teeth and lean on the throttle - you don't have the armanent to dea
withit.



BTR 60 BTR 70

Anot her Soviet export: a fast light-arnmor infantry carrier, equipped
with a .5Ccal nachine gun and a 30mm grenade | auncher. Nail it with
.50 caliber rounds - before it nails you.

RPG7

This Soviet mssile |auncher isn't as deadly to boats as it is to
tanks - though will still put a hole in your alum numhull. Shoot
down the missile if you can; then take out the | auncher belore it can
fire another one.

Machi ne gun nests
These are basically sandbag piles. Use .5Ccal guns or grenades.
Bri dges

You'll encounter a wide assortnent of bridges. Al of themcan be
taken down with your nortar |auncher and enough persi stence.

Sanpans

The natives nake these boats out of reeds. Everyone in Vietnam used
them including civilians and the U S. forces, so you should be extra
careful about firing on the right ones. (Blowing up old | adies on the
way to narket is a good way to get courtnartial ed; bl ow ng up your
own troops is an even better one.)
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Infantry

VC infantry wear either fatigues or the standard-issue bl ack paj anas.
Be sure to get a good ID before blazing away at them

Tr ees

Green, leafy stationary targets. You don't get points for blow ng
t hem up.

Docks

Used by both us and them and the civilians as well. Like bridges
and sanpans, don't blow one up w thout good ID - or good reason
Your

nmortar |auncher is your best bet.

Water Buffalo
Hanmbur gers, anyone?
Col onbi a

The Col onbi a scenarios represent an escal ation of the current

Aneri can

war on drugs. You're going up the tropical rivers to clean out drug
refineries, chem cal storage dunps, docks, and fortified stronghol ds
of the Medellin Cartel. One thing here that you won't find

el sewhere

sone of the eneny armanent you'll come up against is American-nmade.
Even at bl ack-market prices, these high rollers can afford the best.



M48 Tank

The good old Made-In-Anerica Wrld War |1-vintage Patton tank working
here for the Other Side. Lucky commanders can get away w th | obbing
nortars at it. Smart ones just get away.

Huey Qunship

A big old lunbering U S. battle chopper outfitted .30 and .50 cali ber
guns - and sonetinmes, TOM2 wire-guided mssiles. Your .50 caliber
gun

shoul d be enough to swat it out of the sky.
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Pi ckup Truck

Coul d be Juan Val dez hauling his mountain-grown coffee beans into
towmn. O, it could be a small arsenal -on-wheels, conplete with
TOW 2 | aunchers and nachi ne guns of varying sizes in the back. |If
it's

the latter, take it out with your .50 caliber gun or grenade

| auncher.

PT 76 Tank

Li ght, thinly-arnored Sovi et-nade reconnai sance tanks. Watch out for
their 76mm guns, and the infantry units that are usually part of the
cargo. Use your .50 caliber guns.

BTR 60 BTR 70

Anot her Sovi et export: a fast light-arnmor infantry carrier, equipped
with a .50 cal nmachine gun and a 30nm grenade | auncher. Nail it with
.50 caliber rounds - before it nails you.

Power Boats

Fl ashy, fast small and medi um sized power boats. They're usually
bristling with small arns. Like any unarnored vehicle, it's

vul nerabl e to your .50 caliber gun or your grenade |auncher

Hut s

Col onbi an huts tend to be nore substantial than Vietnamese hooches -
and require nore substantial ammo. But they don't last long in a
rain of grenade fire.

Machi ne Gun Nests

Your basic stack of sandbags. Use the .50 caliber gun or the grenade
| auncher.

Mortar Nests

A sturdy sandbag structure that's reinforced with tree trunks. It
houses a single nortar launcher. |In this case, fight fire with fire,
and go for your own nortar.
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Eneny Fortification

A solid brick building that probably contains a | arge salvo of



mortars, and possibly other heavy armanment as well. Defensive
driving is your best best when caught in a hail of fire fromone of
these fortifications. GCenerally, the shells tend to fall in an
identifiable pattern. A sharp pilot who discerns the pattern can
antici pate and evade incomng fire, ensuring that the PBR cones
through in one piece.

Mer cenari es

Infantry by any other name. Deal with them accordingly.

Panama

The Soviets supply nost of the armanment you'll see in Panama; unti
Ygzgntly, they were a nore reliable source of spare parts

T62A

A wi del y-exported Soviet tank with heavy arnor and big guns. Not
nmodern, but formidable. Don't even try to stop them

PT 76 Tank

A light, thinly-arnored Soviet-nmade reconnai sance tank. Watch out
for the 76mm guns, and the infantry units that are usually part of
the cargo. The thin arnor won't stop your .50 caliber shells.

BTR 60/ BTR 70

Anot her Sovi et export: a fast light-arnmor infantry carrier, equipped
with a .50 caliber nachine gun and a 30mm grenade | auncher. Nail it
with .50 caliber rounds - belore it nails you.
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Radar Install ation

Think of it as a sitting duck. |It's huge, stationary, extrenely
visible (that big dish can be seen for mles), and vital to the
eneny. |It's also very vulnerable to fire fromyour .50 caliber gun

if you can get within range.
Anti-Ship Mssiles

Positioned to keep the Panama Canal clear of unwelcone traffic, this
one nmeans double trouble for you. The airborne missile can w pe you
out in mere seconds, unless you slow down, take careful aimw th your
.50 caliber, and shoot it out of the sky belore it reaches the boat.
Even if you succeed, the launcher can instantly |ob another one at
you

- so don't hesitate to destroy the |auncher, too.

M -24 Hind Helicopter

In the Canal Zone, these Soviet-nade choppers are thicker than
nmosqui tos, and even nore annoying. They carry lots of AT-6 Spira
mssiles, which they will gleefully hurl at you. On the other hand,
they're not the nost naneuverabl e of beasts, so it's not inpossible
to

take out a lowflying Hind with your .50 caliber nachine gun.

Power Boats

Fl ashy, fast small and medi um si zed power boats. They're usually



bristling with small arns. Sink themwi th your trusty .5G cali ber
machi ne gun.

Trucks/ Bui | di ngsd/ I nfantry

Ubi quitous targets. |If you can't handle these by the tine you get
to Panama, you don't deserve your stripes.

Statuary
Sorry - there are no bonus points for defacing |ocal nonunents.
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Section 5: Troubl eshooting

If you have any questions about Gunboat, and you can't find the
answers in the manual, our Customer Support fol ks can help. You can
call us at 408-296-8400 between 9 AMand 5 PM Pacific Time, or wite
to Accol ade Custoner Support, 550 S. Wnchester Blvd., San Jose, CA
95128. Be sure to have your conputer handy when you call, and have
the following information: your computer's brand and nodel, its
menory and what peripherals are attached.

COMVAND CHART

"Go To Station" Commands

Pilot's port (Left Station)......................... V4
Pilot's Main Station............. ... ... .. ... X
Pilot's Starboard (Right) Station................... C
Bow (Front) Qunner's Station........................ \%
M dship GQunner's Station............... ..., B
Stern (Rear) Gunner's Station....................... N

Wiile In a Pilot's Station

Power On/ OFf. ... F1

Engines On/ OFf ... F2

Radar On/ OFf . ... .. F3
Steering Slew Rate: Hi/Med/Low. ..................... -

Throttle Forward. .. ..... ... . ... i Up Arrow
Throttle Back........ ... .. . . . .. . . Down Arrow
SLOW DOWN. .. Ent er
Rotate Water Jets Left....... ... ... ... ... ... . ... ..... Left Arrow
Rotate Water Jets Right......... ... ... ... .. ... ...... Ri ght Arrow
Indentify Target...... ... .. .. F9
"Qunners, Open Fire/Cease Fire"..................... F10

Detail Level: Low Hi ......... ... . ... .. . ... . ... ..... D

Wiile In a Gunner's Station

Power On/ OFf . ... F1
@Qun's Safety On/OFf. ... .. . F2
Spotlight On/OFf ... . . F3
AmSlew Rate: H/Md/Low. .......... .. ... . . ... . ... -
Al Up Arrow, Down
Arrow,
Left Arrow and
Ri ght Arrow
Fire. .. Ent er



"Pilot, Branch Left"......... . . ... . @ ... F5

"Pilot, Branch Right"........... ... .. ... .. .. ........ F6
"Pilot, Go Slower". ... ... .. .. F7
"Pilot, Go Faster". . ... ... ... . F8
ldentify Target....... ... ... . . . . .. F9
"@unners, Open Fire/Cease Fire"..................... F10
Detail Level: Low Hi ......... ... . . .. . . . .. . ... D

CGeneral Gane Conmands

Engine Sound On/OFf ... ... .. . E

Sounds On/ OFf .. .. S

Pause Game. . .. ... . ESC
Return To Base. ... ....... .. TAB

Exit To DOS. . ... CTRL + Q
Time Conpression OFf/OnfH .......................... =

Time Conpression Wiile Pressed...................... Backspace

M ssion I nformation

Vi BW VAP, .t e M
Chase Boat Vi eW. .. ... e e ,
View ASSi gnment . . ... ... e .

View DamBge. . . ..o e /



