
Mission 3025-05: In Crucis March, Castle Storms you!
Outside of Shelby City, Memphis, Crucis March, Federated Suns
July 8, 3025
Pilot Skill: 4-5

Okay boys, listen up! It seems like we managed to stir up quite the hornet’s nest by getting
here when we did. It looks like Duke Stephenson hired the pirates who have been plaguing
this planet and then hired us to take the fall for it. Unfortunately, right now that makes us a
loose end, one that his grace has decided to tie up.
Remember those arms we found in his shipping container? Yeah, it looks like he’s been
building up a private army of some sort, and more importantly, it looks like at least part of that
private army is heading straight for you. We’ve managed to identify a small mixed unit on its
way to the fortress, and the Duke has stopped answering our calls. Looks like we’ve really
stepped in it this time.
Your job is simple: Hold the fortress and destroy as much of the incoming force as possible.
The more of them we destroy, the less we’ll have to deal with when we go after that back-
stabbing bastard. And I promise you, if there’s one thing I can’t stand, it’s an employer that
voids his contract by turning on his mercs.

Map: This mission takes place at an old abandoned Star League era base. As such, there
should be an obvious fortification with two or more road access entryways. If possible, use
the same map that you used for mission 3025-04.

If using the recommended maps, make the following modifications:

All of the walls (but not turrets) should be level 2 (instead of level 3). There are slight rises
behind the walls allowing vehicles to sit behind the wall while "Hull Down" and fire across.

Floodlights: Our heroes have installed floodlights on the walls in hexes 1501, 0504, and
0912. See below.



Recommended Maps:
1: Open Terrain 2
2: Forward Base
3: Rolling Hills 2
4: Foothills 2

Setup: The heroes set up on anywhere the map, while the pirates enter from the far map
edge from the fortress.

Special Rules

Nighttime: This game takes place at night. Attacks are at +2 to hit. However, any unit may,
during the “Declare fire” phase declare that they are turning their searchlight on, and they
may declare a target within 30 hexes. This eliminates the +2 penalty for both the mech with
the searchlight and his target. Unlit infantry do not count as being “In the open” for damage
purposes if they are not lit.

Floodlights: Our heroes have three searchlights, mounted on the wall of the fortress. If our
heroes use these to target a ‘mech, and other ‘mech that hasn’t declared its target yet may
target them. They are small targets (+1 to hit), but immobile (-4 to hit). The have a CF of 10.

OPFOR
Name Variant Reference BV (4/5) Cost
Dragon DRG-1N 3039 pg 1125 5,036,800
Phoenix Hawk PHX-1 3039 pg 456 1041 4,067,540
Wolverine WVR-6K 3039 pg 467 1248 4,514,194
Jenner JR7-D 3039 pg 875 3,198,375
Wasp WSP-1K 3039 pg 450 376 1,615,440
Heavy Tracked APC SRM 3060 p. 22 266 N/A
Ballistic Rifle Infantry 3085 TCE p. 331 81 N/A

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

2000-2500 (2458 Total)
Ballistic Rifle Infantry (4/5) (x3), Heavy Tracked APC SRM (4/5) (x3), Wasp WSP-1K (4/5),
Phoenix Hawk PHX-1 (4/5)

2500-3000 (3005 Total)
Ballistic Rifle Infantry (4/8) (x3), Heavy Tracked APC SRM (4/5) (x3), Dragon DRG-1N (4/5),
Jenner JR7-D (4/5)

3000-3500 (3547 Total)
Ballistic Rifle Infantry (4/8) (x3), Heavy Tracked APC SRM (4/5) (x3), Dragon DRG-1N (4/5),
Phoenix Hawk PHX-1 (4/5), Wasp WSP-1K (4/5)



3500-4000 (4046 Total)
Ballistic Rifle Infantry (4/8) (x3), Heavy Tracked APC SRM (4/5) (x3), Dragon DRG-1N (4/5),
Phoenix Hawk PHX-1 (4/5), Jenner JR7-D (4/5)

4000-4500 (4422 Total)
Ballistic Rifle Infantry (4/8) (x3), Heavy Tracked APC SRM (4/5) (x3), Dragon DRG-1N (4/5),
Phoenix Hawk PHX-1 (4/5), Jenner JR7-D (4/5), Wasp WSP-1K (4/5)

4500-5000 (5035 Total)
Ballistic Rifle Infantry (4/8) (x3), Heavy Tracked APC SRM (4/5) (x3), Dragon DRG-1N (4/5),
Phoenix Hawk PHX-1 (3/4), Jenner JR7-D (3/4), Wasp WSP-1K (4/5)

5000-5500 (5574 Total)
Ballistic Rifle Infantry (4/8) (x3), Heavy Tracked APC SRM (4/5) (x3), Dragon DRG-1N (4/5),
Phoenix Hawk PHX-1 (4/5), Jenner JR7-D (3/4), Wolverine WVR-6K (4/5)

5500-6000 (5950 Total)
Ballistic Rifle Infantry (4/8) (x3), Heavy Tracked APC SRM (4/5) (x3), Dragon DRG-1N (4/5),
Phoenix Hawk PHX-1 (4/5), Jenner JR7-D (3/4), Wolverine WVR-6K (4/5), Wasp WSP-1K
(4/5)

6000-6500 (6429 Total)
Ballistic Rifle Infantry (4/8) (x3), Heavy Tracked APC SRM (4/5) (x3), Dragon DRG-1N (3/4),
Phoenix Hawk PHX-1 (4/5), Jenner JR7-D (4/5), Wolverine WVR-6K (3/4), Wasp WSP-1K
(4/5)

6500-7000 (7042 Total)
Ballistic Rifle Infantry (4/8) (x3), Heavy Tracked APC SRM (4/5) (x3), Dragon DRG-1N (3/4),
Phoenix Hawk PHX-1 (3/4), Jenner JR7-D (3/4), Wolverine WVR-6K (3/4), Wasp WSP-1K
(4/5)

7000-7500 (7497 Total)
Ballistic Rifle Infantry (4/8) (x4), Heavy Tracked APC SRM (4/5) (x4), Dragon DRG-1N (3/4),
Phoenix Hawk PHX-1 (3/4), Jenner JR7-D (3/4), Wolverine WVR-6K (3/4), Wasp WSP-1K
(3/4)

Mission Objectives: That’s a lot of dudes: The pirates win if they are able to deploy at
least 25 troops onto the base and have them enter any building. That would be enough to
force our heroes out, since they don’t have much of a ground presence there. Buildings can
only be entered from inside the base walls.

Award (C-Bills) Mech
Survived

Mech Severely
Damaged

Mech
Destroyed

Prevent the pirates from taking the base (Mission
Successful)

350,000 250,000 100,000

Capture/Destroy/Cripple all enemy 'mechs
(Bonus Objective)

+100,000 +100,000 +100,000

The Pirates are able to get 25 Infantrymen into
the base (Mission Unsuccessful)

150,000 100,000 50,000

Award (XP) Pilot Survived Pilot Killed
Prevent the pirates from taking the base (Mission Successful) 15 5
The Pirates are able to get 25 Infantrymen into the base
(Mission Unsuccessful)

8 3

Opposing 'Mech/Combat Vehicle destroyed by party +1 +1

Additional Rewards



Eagle Eyes: (Limited-Use Bonus) q q q

Mark off a box to negate targeting modifiers caused by darkness or a single hex of woods for
one turn.
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Mission: 3025-05
In Crucis March, Castle Storms you!
Outside of Shelby City, Memphis, Crucis March, Federated Suns
July 8, 3025

Mission Results
q Prevent the pirates from taking the base (Mission Successful)
q Capture/Destroy/Cripple all enemy 'mechs (Bonus Objective) (+100,000 C-Bills)
q The Pirates are able to get 25 Infantrymen into the base (Mission Unsuccessful)
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 Dragon DRG-1N (5,036,800 C-Bills)
q Phoenix Hawk PHX-1 (4,067,540 C-Bills)
q Wolverine WVR-6K (4,514,194 C-Bills)
q Jenner JR7-D (3,198,375 C-Bills)
q Wasp WSP-1K (1,615,440 C-Bills)

Additional Rewards

Eagle Eyes: (Limited-Use Bonus) q q q

Mark off a box to negate targeting modifiers caused by darkness or a single hex of woods for
one turn.



Mission: 3025-05 Debrief
In Crucis March, Castle Storms you!
Outside of Shelby City, Memphis, Crucis March, Federated Suns
July 8, 3025

As soon as the dust clears, Sarge looks up from his bunker in your makeshift base. “Well,
that was exciting, wasn’t it?”
You’re actually quite surprised at how he manages to look pretty much the same, whether
he’s been in a battle for the last few hours, or fresh out of the shower.
“So”, he begins in his usual gruff way. “Notice anything funny about those ‘mechs?”
Of course, you know better than to answer Sarge’s rhetorical questions, so you and the rest
of your lancemates are all quiet.
“They’re all Combine designs. No self-respecting Fed pilot rides a dragon, for example. This
says to me that these shenanigans go deeper than we thought. I mean, why does the Duke
have Snake ‘mechs in his pocket? Something says to me he was hoping to keep these guys
quiet and only brought them out in desperation.”
Of course, if he was desperate before, he’s going to be even more desperate now that his
gambit has failed...
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q Mech Destroyed

C-Bill Reward ______________________ XP Reward ______________________

Salvaged Mechs

q Dragon DRG-1N (5,036,800 C-Bills)
q Phoenix Hawk PHX-1 (4,067,540 C-Bills)
q Wolverine WVR-6K (4,514,194 C-Bills)
q Jenner JR7-D (3,198,375 C-Bills)
q Wasp WSP-1K (1,615,440 C-Bills)

Additional Rewards

Eagle Eyes: (Limited-Use Bonus) q q q

Mark off a box to negate targeting modifiers caused by darkness or a single hex of woods for
one turn.



Mission: 3025-05 Debrief
In Crucis March, Castle Storms you!
Outside of Shelby City, Memphis, Crucis March, Federated Suns
July 8, 3025

As soon as the dust clears, Sarge looks up from his bunker in your makeshift base. “Well,
that was exciting, wasn’t it?”
You’re actually quite surprised at how he manages to look pretty much the same, whether
he’s been in a battle for the last few hours, or fresh out of the shower.
“So”, he begins in his usual gruff way. “Notice anything funny about those ‘mechs?”
Of course, you know better than to answer Sarge’s rhetorical questions, so you and the rest
of your lancemates are all quiet.
“They’re all Combine designs. No self-respecting Fed pilot rides a dragon, for example. This
says to me that these shenanigans go deeper than we thought. I mean, why does the Duke
have Snake ‘mechs in his pocket? Something says to me he was hoping to keep these guys
quiet and only brought them out in desperation.”
Of course, if he was desperate before, he’s going to be even more desperate now that his
gambit has failed...
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