
Mission 3025-02: Pirate Defense Pt 2
Memphis Supply Depot, Crucis March, Federated Suns
July 1, 3025
Pilot Skill: 4-5

Okay boys, listen up! First, I’ll start with a brief refresher, given that we’re out in the boring
end of the Federated Suns. Anyway, we got hired by this local Nobleman here on Memphis
to defend his planet from some highly annoying Pirates. He’s a bit of a prat, but his CBills are
good, and the Pirates are a good enemy for us to cut our teeth on. Some of you probably
remember our fight on the tarmac of Memphis’ main dropport, but it seems like another group
are hell bent on a supply depot outside of town.
Anyway, it seems like Lord Stephenson has a serious bug up his butt about this depot, and
really wants to make sure that it doesn’t fall to the Pirates. If you ask me, though, there’s
something funny about this depot – it’s out in the middle of nowhere, without even roads
leading to it. If you ask me, given the location, it looks more like a military resupply depot
than any kind of consumer goods supply.
So while I really want to get paid, I also want to know what Stephenson is so paranoid about.
So you’ve got two jobs: First, make sure the pirates don’t loot the warehouse. Second, I want
you to scan what’s inside. But I don’t want you to look like you’re scanning what’s inside, if
you catch my drift. Alternatively, I suppose, if the pirates were to, say, load a truckload of
stuff and you were to say, capture that truck, then of course we’d have to inspect whatever
was in it. You know, to make sure it wasn’t damaged. Of course, that plan’s a lot more
dangerous, as if the pirates get away with the loot then we don’t get paid.

And I hate not getting paid…

Oh yeah – one more thing. Stephenson was really reticent to tell me about the supply depot’s
location until he was absolutely sure that’s where the pirates were heading. Sadly, that
means I’m gonna have to ask you to hightail it out there, and even so you’re gonna get there
at pretty much the same time that the bad guys do. Eh, whatcha gonna do?

Map: This mission takes place in desert hills. You can use the maps to the left, or use the
Desert Battlemat and the Savannah Battlemat. Select one edge to be the heroes' home
edge. The opposite edge will be the pirates' home edge. Place a four hex building to serve as
the supply depot. This building should be a level 1 medium building.



Recommended Maps:
1: Desert 3
2: Desert Sand Drift 1
3: Desert Washout 1
4: Desert Washout 2

Setup: Our heroes will enter from their home edge on turn one, while the pirates' will enter
from their home edge at the same time.

Special Rules

Scan the Depot: Any mech may Scan the depot, but it takes time. Scanning the depot takes
a total of three turns (they may not be consecutive or the owners of the depot will figure it
out, but they do not need to be done by the same ‘mech). A mech can declare that it is
scanning the depot if it is within three hexes of the depot and if it does not run, jump or make
any attacks that turn. Mechs with any form of Active Probe or “EW Equipment” (e.g. a Raven
X-1) may move at full speed and fire during a turn in which it scans the warehouse.

Capture the Truck: The trucks are basically unarmed. If any truck is adjacent to a player
‘mech during the end phase and there are no pirate ‘mechs within six hexes, that truck will
surrender. (Remove it from the board)

Don’t let them steal the loot!: To steal loot, the Pirates need to get an infantry base into the
depot (they can enter from any adjacent hex). That base must then spend three turns in the
depot. After three full turns in the depot, the infantry base must get off any board edge. If at
least 30% of the pirate infantry escape off the Pirates' home edge with loot, the pirates win.

Please don’t shoot at the expensive stuff!: The Players cannot shoot at any units in the
depot – doing so will immediately lose the scenario. The Duke has told them not to shoot at
the depot, although they don’t necessarily know why.

OPFOR
Name Variant Reference BV (4/5) Cost
Valkyrie VLK-QA 3039 pg 453 723 2,205,320
Clint CLNT-2-3T 3039 pg 182 770 3,572,380
Stinger STG-3G 3039 pg 445 497 1,662,240
Whitworth WTH-1 3039 pg 191 982 2,912,933
Wolverine WVR-6R 3039 pg 469 1101 4,827,682
Flatbed Truck Armor 3060 pg 7 117 N/A
Foot Ballistic Infantry 3085 TCE pg

331
81 N/A

BVs are for regular (4/5) Pilots. Force bands BVs are adjusted for pilot skill



2000-2500 (2584 Total)
Flatbed Truck Armor (4/5) (x3), Foot Ballistic Infantry (4/5) (x3), Valkyrie VLK-QA (4/5), Clint
CLNT-2-3T (4/5), Stinger STG-3G (4/5)

2500-3000 (3160 Total)
Flatbed Truck Armor (4/5) (x4), Foot Ballistic Infantry (4/5) (x4), Clint CLNT-2-3T (4/5),
Stinger STG-3G (4/5), Wolverine WVR-6R (4/5)

3000-3500 (3645 Total)
Flatbed Truck Armor (4/5) (x4), Foot Ballistic Infantry (4/5) (x4), Clint CLNT-2-3T (4/5),
Wolverine WVR-6R (4/5), Whitworth WTH-1 (4/5)

3500-4000 (4142 Total)
Flatbed Truck Armor (4/5) (x4), Foot Ballistic Infantry (4/5) (x4), Clint CLNT-2-3T (4/5),
Wolverine WVR-6R (4/5), Whitworth WTH-1 (4/5), Stinger STG-3G (4/5)

4000-4500 (4614 Total)
Flatbed Truck Armor (4/5) (x4), Foot Ballistic Infantry (4/5) (x4), Clint CLNT-2-3T (3/4),
Wolverine WVR-6R (4/5), Whitworth WTH-1 (4/5), Valkyrie VLK-QA (4/5)

4500-5000 (5111 Total)
Flatbed Truck Armor (4/5) (x4), Foot Ballistic Infantry (4/5) (x4), Clint CLNT-2-3T (3/4),
Wolverine WVR-6R (4/5), Whitworth WTH-1 (4/5), Valkyrie VLK-QA (4/5), Stinger STG-3G
(4/5)

5000-5500 (5622 Total)
Flatbed Truck Armor (4/5) (x4), Foot Ballistic Infantry (4/5) (x4), Clint CLNT-2-3T (3/4),
Wolverine WVR-6R (3/4), Whitworth WTH-1 (4/5), Valkyrie VLK-QA (4/5), Stinger STG-3G
(3/4)

5500-6000 (6167 Total)
Flatbed Truck Armor (4/5) (x4), Foot Ballistic Infantry (4/5) (x4), Clint CLNT-2-3T (3/4),
Wolverine WVR-6R (3/4), Whitworth WTH-1 (3/4), Valkyrie VLK-QA (3/4), Stinger STG-3G
(3/4)

6000-6500 (6648 Total)
Flatbed Truck Armor (4/5) (x4), Foot Ballistic Infantry (4/5) (x4), Clint CLNT-2-3T (3/4),
Wolverine WVR-6R (3/4), Whitworth WTH-1 (4/5), Valkyrie VLK-QA (3/4) (x2), Stinger STG-
3G (4/5)

6500-7000 (7121 Total)
Flatbed Truck Armor (4/5) (x4), Foot Ballistic Infantry (4/5) (x4), Clint CLNT-2-3T (3/4),
Wolverine WVR-6R (3/4), Whitworth WTH-1 (3/4), Valkyrie VLK-QA (3/4) (x2), Stinger STG-
3G (3/4)

Mission Objectives: The PCs win if the Pirates don't get at least 30% of their infantry off of
the board with loot. This is per infantryman, not base - so if the pirates start with 2 bases of
28 guys, they would need to get 17 (56 x .3 = 16.8, round up) infantrymen off of the board to
win the scenario. Note that while the pirates don't technically need the trucks to get off of the
map, with a movement of 1 it is safe to assume that any pirates not in trucks at the end of the
scenario will not be able to walk to safety carrying crates of loot.

Award (C-Bills) Mech
Survived

Mech Severely
Damaged

Mech
Destroyed

Prevent Pirates from getting loot (Players win) 350,000 250,000 100,000
Scan the Depot (Bonus Objective) +100,000 +100,000 +100,000



Award (C-Bills) Mech
Survived

Mech Severely
Damaged

Mech
Destroyed

At least 30% of the pirates escape with loot
(Players lose)

150,000 100,000 50,000

Award (XP) Pilot Survived Pilot Killed
Prevent Pirates from getting loot (Players win) 15 5
At least 30% of the pirates escape with loot (Players lose) 8 3
Opposing 'Mech/Combat Vehicle destroyed by party +1 +1

Additional Rewards

Inferno SRMs: (Optional Equipment) q q q
I love the smell of Napalm in the morning!

At the beginning of the scenario, you may declare one ton of SRM ammo to be loaded with
inferno missiles (See TW: pg. 141 for details). If, at the end of the scenario, you have used
more than one SRM salvo, have dumped the ammo, or the ammo bin containing the inferno
missiles has been destroyed, check off one of the boxes above. Once all three boxes have
been checked off, cross off this Optional Equipment.

During any scenario you may only select at most one piece of “Optional Equipment”.
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GM Signature ______________________ Game Date ______________________

Character ______________________ Player ______________________ Cert _____

Mission: 3025-02
Pirate Defense Pt 2
Memphis Supply Depot, Crucis March, Federated Suns
July 1, 3025

Mission Results
q Prevent Pirates from getting loot (Players win) (350,000/250,000/100,000 C-Bills, 15/5 XP)
q Scan the Depot (Bonus Objective) (+100,000 C-Bills)
q At least 30% of the pirates escape with loot (Players lose) (150,000/100,000/50,000 C-Bills,
8/3 XP)
q Opposing 'Mech/Combat Vehicle destroyed by party (+1 XP)

Mech Status Pilot Status
q Mech Survived q Pilot Survived
q Mech Severely Damaged q Pilot Killed
q Mech Destroyed

C-Bill Reward ______________________ XP Reward ______________________

Salvaged Mechs

q Valkyrie VLK-QA (2,205,320 C-Bills)
q Clint CLNT-2-3T (3,572,380 C-Bills)
q Stinger STG-3G (1,662,240 C-Bills)
q Whitworth WTH-1 (2,912,933 C-Bills)
q Wolverine WVR-6R (4,827,682 C-Bills)

Additional Rewards

Inferno SRMs: (Optional Equipment) q q q
I love the smell of Napalm in the morning!

At the beginning of the scenario, you may declare one ton of SRM ammo to be loaded with
inferno missiles (See TW: pg. 141 for details). If, at the end of the scenario, you have used
more than one SRM salvo, have dumped the ammo, or the ammo bin containing the inferno
missiles has been destroyed, check off one of the boxes above. Once all three boxes have
been checked off, cross off this Optional Equipment.

During any scenario you may only select at most one piece of “Optional Equipment”.



Mission: 3025-02 Debrief
Pirate Defense Pt 2
Memphis Supply Depot, Crucis March, Federated Suns
July 1, 3025

Henrik once again greets you at the Greasy Myomer bar, and once again spills the beans
over swillish local beer. As usual, it doesn’t take too much to get him talking. It appears he’s
really excited about whatever it was you all found.

“So. Remember that supply depot that you were defending? Yeah - here’s where it gets
interesting. It was full - and I’m talking full here, of stuff that just shouldn’t be there. We’re
talking munitions, small arms, electronics, all the way up to ‘mech actuators and the like. Just
about the only thing he didn’t have was actual ‘mechs. But it’s pretty clear he’s planning
something. Couldn’t tell you what just yet."

“One thing’s for certain, though – we gotta keep this quiet for now. There’s two possibilities:
One, he’s supposed to have that stuff, and we just don’t know it – in which case we shouldn’t
have been snoopin’ around. The other possibility is that he’s not supposed to have it, but
might have access to other stuff we shouldn’t know about, and might decide he’s touchy
about our pokin’ around his, er, stuff.”

Yeah. Apparently Henrik is good at the whole intelligence thing, but maybe someone should
buy him, er, you know, one of those books full of words that mean the same thing as other
words.

Yeah.

Oh, by the way: Turns out some of the boys managed to sneak back into the depot and
“Liberate” a few crates of goodies. You found a crate on your bunk labelled “Thank you for
not smoking”. Seems like they’re loaded with the kinds of toys that make you really glad
you’re not a ground pounder any more…
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Pirate Defense Pt 2
Memphis Supply Depot, Crucis March, Federated Suns
July 1, 3025

Mission Results
q Prevent Pirates from getting loot (Players win) (350,000/250,000/100,000 C-Bills, 15/5 XP)
q Scan the Depot (Bonus Objective) (+100,000 C-Bills)
q At least 30% of the pirates escape with loot (Players lose) (150,000/100,000/50,000 C-Bills,
8/3 XP)
q Opposing 'Mech/Combat Vehicle destroyed by party (+1 XP)

Mech Status Pilot Status
q Mech Survived q Pilot Survived
q Mech Severely Damaged q Pilot Killed
q Mech Destroyed

C-Bill Reward ______________________ XP Reward ______________________

Salvaged Mechs

q Valkyrie VLK-QA (2,205,320 C-Bills)
q Clint CLNT-2-3T (3,572,380 C-Bills)
q Stinger STG-3G (1,662,240 C-Bills)
q Whitworth WTH-1 (2,912,933 C-Bills)
q Wolverine WVR-6R (4,827,682 C-Bills)

Additional Rewards

Inferno SRMs: (Optional Equipment) q q q
I love the smell of Napalm in the morning!

At the beginning of the scenario, you may declare one ton of SRM ammo to be loaded with
inferno missiles (See TW: pg. 141 for details). If, at the end of the scenario, you have used
more than one SRM salvo, have dumped the ammo, or the ammo bin containing the inferno
missiles has been destroyed, check off one of the boxes above. Once all three boxes have
been checked off, cross off this Optional Equipment.

During any scenario you may only select at most one piece of “Optional Equipment”.
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