
Mission 3027-04: Watch that first step!
Final Approach over Gillfillan's Gold, Anti-Spinward Periphery
April 25, 3027
Pilot Skill: 3-4

Okay boys, listen up! The time has come to clean up this pirate mess once and for all. The
navigational data you recovered on Aberystwyth lead here, to Gillfillan’s Gold. Comm traffic
on the surface suggests that this is the right place, and that the locals are none too pleased
to see us. We were hoping to land and unload before we had to go off pirate hunting, but in
view of the local response the higher ups have decided to make a point of seizing the local
drop port immediately and basing us there. That makes your first mission securing the port. It
would be great if you could capture some of the C&C infrastructure intact too, but job one is
securing the landing zone. Any questions?

Mount up, and get ready to drop. I hope none of you is afraid of heights - that first step is a
doozy.

Map: This mission takes place at a small drop port. If the 2019 "Desert Aerobase" isn't
available, the Fanpro era Dropport map will work, or any mostly flat map.

Recommended Maps:
1: 2019 Desert AeroBase 1
2: 2019 Desert AeroBase 2
3: 2019 Desert Runway
4: 2019 Desert Oasis

Setup: Designate one building of level 2 or 3 as the port control tower, and another as the
administrative offices. These buildings should each occupy at least two hexes and be located
within 3 hexes of each other on the map. Regardless of what is printed on the map, the
control tower counts as a 80CF heavy building with no basement. The administrative offices
count as a heavy building with CF 60 and no basement. On the sample map, both of these
"buildings" are the large building on the left edge of the top left map. Count the three level 5
hexes with the teal outline as the control tower, and the four "northernmost" hexes of the
level 2 section of the building as the Administrative buildings.



Place a platoon of SRM infantry inside the control tower, and a rifle platoon in the
administrative building. Distribute the remaining defenders units around the perimeter of the
base. Infantry should be inside or adjacent to other buildings, and at least 5 hexes away from
the objective buildings. If the defenders have multiple battlemechs, place them at least 15
hexes apart on the board. Place the behemoth and partisan tanks at least 15 hexes away
from the objective buildings. The players enter the map by combat drop starting on turn one.

Special Rules

Watch that first step! The players enter the battle via combat drop (See Strategic
Operations, pg. 22). The defenders are neither trained nor prepared for a hot combat drop,
and have not put up much of a defense before the battle begins. Only partisan tanks present
may fire on player ‘mechs that are still falling on turn one. Each player may choose to begin
the battle at altitude 1 (landing on turn one) or altitude 4 (landing on turn 2). Player
battlemechs that scatter off the map are not considered destroyed. Instead, resolve the
falling damage to the scattered unit, and set it aside. The player must spend one turn off the
board recovering from the fall, and may re-enter the battlefield on the next turn through the
same hex they left from. (If that hex is impassable, select the closest available alternative).

Watch that first step! (The Simplified version): If Strategic Ops isn't available, or you have
less experienced players, use the following system: Players may choose to enter the map on
turn 1 or turn 2. When they enter the map (in initiative order), they place their mini on any hex
on the board. That first turn they are "Visible" but cannot be shot at nor can they shoot. The
following turn they may move up to their walk speed in any direction as if they jumped. They
will have a movement modifier as if they had jumped, but will gain no heat for that
movement.

I love the smell of Napalm in the morning: If present, half of the Behemoth tank’s SRM6
ammunition has been replaced with inferno munitions.

High Water Table: None of the buildings on the base have basements.

GM Notes

To avoid placing the players at a massive initiative disadvantage, pair infantry platoons with
armored combat units, and treat each pair as a single “unit” for initiative purposes. (i.e. the
infantry platoon and armored unit must move and shoot at the same time.)

Defending battlemechs are subject to “forced withdrawal” for this scenario and may retreat
off any map edge. If a vehicle’s armor is breached, the crew will attempt to surrender during
the next end phase. Infantry will not enter a building if it is occupied by a player battlemech.

None of the defenders will attack the objective buildings.

Make sure to read up on combat in and around buildings, TW pg. 166-179

OPFOR
Name Variant Reference BV (4/5) Cost
Awesome AWS-8T 3039 pg 241 1593
Catapult CPLT-C1 3039 pg 228 1399
Trebuchet TBT-5S 3039 pg 215 984
Hunchback HBK-4H 3039 pg 208 1067
Behemoth Standard 3039 pg 153 1173 N/A
Partisan Standard 3039 pg 142 673 N/A
Hetzer Wheeled Assault Gun Standard 3039 pg 91 574 N/A
Bulldog Medium Tank Standard 3039 pg 115 605 N/A



Name Variant Reference BV (4/5) Cost
Scorpion Light Tank Standard 3039 pg 61 306 N/A
SRM Foot Infantry 3085 TCE pg

311
68 N/A

Foot Ballistic Rifle 3085 TCE pg
331

81 N/A

Jump Laser Infantry 3085 TCE pg
332

66 N/A

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

3000-3500 (2977 Total)
Trebuchet TBT-5S (4/5), Partisan Standard (4/5), Bulldog Medium Tank Standard (3/4),
Scorpion Light Tank Standard (4/5), SRM Foot Infantry (4/5), Foot Ballistic Rifle (4/5), Jump
Laser Infantry (4/5)

3500-4000 (3486 Total)
Trebuchet TBT-5S (4/5), Partisan Standard (4/5), Bulldog Medium Tank Standard (4/5) (x2),
Scorpion Light Tank Standard (3/4), SRM Foot Infantry (4/5), Foot Ballistic Rifle (4/5), Jump
Laser Infantry (4/5)

4000-4500 (3904 Total)
Trebuchet TBT-5S (3/4), Partisan Standard (4/5), Bulldog Medium Tank Standard (4/5) (x2),
Scorpion Light Tank Standard (3/4), SRM Foot Infantry (3/4), Foot Ballistic Rifle (4/5) (x2),
Jump Laser Infantry (4/5)

4500-5000 (4498 Total)
Trebuchet TBT-5S (3/4), Behemoth Standard (4/5), Partisan Standard (4/5), Bulldog Medium
Tank Standard (4/5), Scorpion Light Tank Standard (3/4), SRM Foot Infantry (3/4), Foot
Ballistic Rifle (3/4), Foot Ballistic Rifle (4/5), Jump Laser Infantry (4/5)

5000-5500 (5052 Total)
Trebuchet TBT-5S (3/4), Hunchback HBK-4H (4/5), Partisan Standard (3/4), Bulldog Medium
Tank Standard (3/4), Hetzer Wheeled Assault Gun Standard (4/5), SRM Foot Infantry (3/4),
Foot Ballistic Rifle (3/4), Foot Ballistic Rifle (4/5) (x2), Jump Laser Infantry (4/5)

5500-6000 (5489 Total)
Catapult CPLT-C1 (4/5), Hunchback HBK-4H (3/4), Partisan Standard (4/5) (x2), Bulldog
Medium Tank Standard (4/5), Scorpion Light Tank Standard (4/5), SRM Foot Infantry (3/4),
Foot Ballistic Rifle (3/4), Foot Ballistic Rifle (4/5) (x2), Jump Laser Infantry (4/5)

6000-6500 (5790 Total)
Catapult CPLT-C1 (3/4), Hunchback HBK-4H (4/5), Behemoth Standard (4/5), Partisan
Standard (4/5), Bulldog Medium Tank Standard (4/5), SRM Foot Infantry (3/4), Foot Ballistic
Rifle (3/4), Foot Ballistic Rifle (4/5) (x2), Jump Laser Infantry (4/5)

6500-7000 (6471 Total)
Catapult CPLT-C1 (3/4), Hunchback HBK-4H (4/5), Behemoth Standard (3/4), Partisan
Standard (4/5), Bulldog Medium Tank Standard (4/5), Scorpion Light Tank Standard (4/5),
SRM Foot Infantry (3/4), Foot Ballistic Rifle (3/4), Foot Ballistic Rifle (4/5) (x2), Jump Laser
Infantry (4/5)

7000-7500 (7148 Total)
Catapult CPLT-C1 (3/4), Hunchback HBK-4H (3/4), Behemoth Standard (3/4), Partisan
Standard (4/5) (x2), Hetzer Wheeled Assault Gun Standard (4/5), SRM Foot Infantry (3/4),
Foot Ballistic Rifle (3/4), Foot Ballistic Rifle (4/5) (x2), Jump Laser Infantry (4/5)

7500-8000 (7790 Total)
Catapult CPLT-C1 (3/4), Hunchback HBK-4H (4/5), Behemoth Standard (3/4), Partisan



Standard (4/5) (x2), Hetzer Wheeled Assault Gun Standard (3/4), Bulldog Medium Tank
Standard (3/4), SRM Foot Infantry (3/4), Foot Ballistic Rifle (3/4), Foot Ballistic Rifle (4/5)
(x2), Jump Laser Infantry (4/5)

8000-8500 (8857 Total)
Awesome AWS-8T (3/4), Catapult CPLT-C1 (3/4), Behemoth Standard (3/4), Partisan
Standard (3/4), Partisan Standard (4/5), Bulldog Medium Tank Standard (3/4), Hetzer
Wheeled Assault Gun Standard (4/5), SRM Foot Infantry (3/4), Foot Ballistic Rifle (3/4), Foot
Ballistic Rifle (4/5) (x2), Jump Laser Infantry (4/5)

8500-9000 (8878 Total)
Awesome AWS-8T (3/4), Catapult CPLT-C1 (3/4), Behemoth Standard (3/4), Partisan
Standard (3/4) (x2), Hetzer Wheeled Assault Gun Standard (4/5), Bulldog Medium Tank
Standard (4/5), SRM Foot Infantry (3/4), Foot Ballistic Rifle (3/4), Foot Ballistic Rifle (4/5)
(x2), Jump Laser Infantry (4/5)

9000-9500 (9462 Total)
Awesome AWS-8T (3/4), Catapult CPLT-C1 (3/4), Behemoth Standard (3/4), Partisan
Standard (3/4), Partisan Standard (4/5), Bulldog Medium Tank Standard (3/4), Bulldog
Medium Tank Standard (4/5), Hetzer Wheeled Assault Gun Standard (4/5), SRM Foot
Infantry (3/4), Foot Ballistic Rifle (3/4), Foot Ballistic Rifle (4/5) (x2), Jump Laser Infantry (4/5)

9500-10000 (9949 Total)
Awesome AWS-8T (3/4), Catapult CPLT-C1 (4/5), Trebuchet TBT-5S (3/4), Behemoth
Standard (3/4), Partisan Standard (3/4) (x2), Bulldog Medium Tank Standard (3/4), Hetzer
Wheeled Assault Gun Standard (4/5), SRM Foot Infantry (3/4), Foot Ballistic Rifle (3/4) (x2),
Foot Ballistic Rifle (4/5), Jump Laser Infantry (4/5)

Mission Objectives: The players’ primary objective is to capture the base control tower. At
the end of the game, the players are considered to have captured a building if:
At least ½ of the structure is still standing at the end of the game
There are no enemy units inside the building or adjacent to the building
At least one player unit is inside or adjacent to the building
Note that players may have to physically enter the building and mix it up to eliminate all the
defenders.

Award (C-Bills) Mech
Survived

Mech Severely
Damaged

Mech
Destroyed

The heroes Captured the Control tower 350,000 250,000 100,000
The Heroes captured the administrative building +100,000 +100,000 +100,000
The Heroes were unable to capture the control
tower by the end of the game

150,000 100,000 50,000

Award (XP) Pilot Survived Pilot Killed
The heroes Captured the Control tower 15 5
The Heroes were unable to capture the control tower by the
end of the game

8 3

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



Awesome AWS-8T

3
5
0

80

Inner Sphere
(Intro)

Era: Succession Wars

1 Large Laser LA 8 8 [DE] - 5 10 15
1 Large Laser RA 8 8 [DE] - 5 10 15
1 Small Laser H 1 3 [DE] - 1 2 3
1 LRM 15 LT 5 1/Msl,C5/15

[M,C,S]
6 7 14 21

1 LRM 15 RT 5 1/Msl,C5/15
[M,C,S]

6 7 14 21

6,598,170 CBills 1593

Life Support
Sensors
Cockpit
Small Laser
Sensors
Life Support

Fusion Engine
Fusion Engine
Fusion Engine
Gyro
Gyro
Gyro

Gyro
Fusion Engine
Fusion Engine
Fusion Engine
LRM 15 Ammo (8)
LRM 15 Ammo (8)

Heat Sink
Heat Sink
Heat Sink
Heat Sink
LRM 15
LRM 15

LRM 15
Roll Again
Roll Again
Roll Again
Roll Again
Roll Again

Heat Sink
Heat Sink
Heat Sink
Heat Sink
Heat Sink
LRM 15

LRM 15
LRM 15
Roll Again
Roll Again
Roll Again
Roll Again

Shoulder
Upper Arm Actuator
Lower Arm Actuator
Hand Actuator
Large Laser
Large Laser

Roll Again
Roll Again
Roll Again
Roll Again
Roll Again
Roll Again

Shoulder
Upper Arm Actuator
Lower Arm Actuator
Heat Sink
Large Laser
Large Laser

Roll Again
Roll Again
Roll Again
Roll Again
Roll Again
Roll Again

Hip
Upper Leg Actuator
Lower Leg Actuator
Foot Actuator
Heat Sink
Heat Sink

Hip
Upper Leg Actuator
Lower Leg Actuator
Foot Actuator
Heat Sink
Heat Sink

(9)

(30)

(19)

(24)

(10)

(24)

(10)

(24) (24)

(33) (33)

(25)

(17) (17)

(13) (13)

(17) (17)

23 (23)
Single
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Catapult CPLT-C1

4
6
4

65

Inner Sphere
Era: Succession Wars

1 LRM 15 LA 5 1/Msl,C5/15
[M,C,S]

6 7 14 21

1 LRM 15 RA 5 1/Msl,C5/15
[M,C,S]

6 7 14 21

1 Medium Laser CT 3 5 [DE] - 3 6 9
1 Medium Laser CT 3 5 [DE] - 3 6 9
1 Medium Laser LT 3 5 [DE] - 3 6 9
1 Medium Laser RT 3 5 [DE] - 3 6 9

5,790,124 CBills 1399

Life Support
Sensors
Cockpit
Heat Sink
Sensors
Life Support

Fusion Engine
Fusion Engine
Fusion Engine
Gyro
Gyro
Gyro

Gyro
Fusion Engine
Fusion Engine
Fusion Engine
Medium Laser
Medium Laser

JumpJets
JumpJets
Medium Laser
LRM 15 Ammo (8)
Roll Again
Roll Again

Roll Again
Roll Again
Roll Again
Roll Again
Roll Again
Roll Again

JumpJets
JumpJets
Medium Laser
LRM 15 Ammo (8)
Roll Again
Roll Again

Roll Again
Roll Again
Roll Again
Roll Again
Roll Again
Roll Again

Shoulder
Upper Arm Actuator
LRM 15
LRM 15
LRM 15
Roll Again

Roll Again
Roll Again
Roll Again
Roll Again
Roll Again
Roll Again

Shoulder
Upper Arm Actuator
LRM 15
LRM 15
LRM 15
Roll Again

Roll Again
Roll Again
Roll Again
Roll Again
Roll Again
Roll Again

Hip
Upper Leg Actuator
Lower Leg Actuator
Foot Actuator
Heat Sink
Heat Sink

Hip
Upper Leg Actuator
Lower Leg Actuator
Foot Actuator
Heat Sink
Heat Sink

(9)

(24)

(11)

(19)

(8)

(19)

(8)

(13) (13)

(18) (18)

(21)

(15) (15)

(10) (10)

(15) (15)

15 (15)
Single
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Trebuchet TBT-5S

5
8
0

50

Inner Sphere
(Intro)

Era: Succession Wars

1 SRM 6 LA 4 2/Msl,C2/6
[M,C,S]

- 3 6 9

1 Medium Laser LA 3 5 [DE] - 3 6 9
1 Medium Laser RA 3 5 [DE] - 3 6 9
1 Medium Laser RA 3 5 [DE] - 3 6 9
1 SRM 6 RT 4 2/Msl,C2/6

[M,C,S]
- 3 6 9

4,023,500 CBills 984

Life Support
Sensors
Cockpit
Roll Again
Sensors
Life Support

Fusion Engine
Fusion Engine
Fusion Engine
Gyro
Gyro
Gyro

Gyro
Fusion Engine
Fusion Engine
Fusion Engine
Roll Again
Roll Again

Heat Sink
Heat Sink
SRM 6 Ammo (15)
Roll Again
Roll Again
Roll Again

Roll Again
Roll Again
Roll Again
Roll Again
Roll Again
Roll Again

Heat Sink
Heat Sink
SRM 6
SRM 6
SRM 6 Ammo (15)
Roll Again

Roll Again
Roll Again
Roll Again
Roll Again
Roll Again
Roll Again

Shoulder
Upper Arm Actuator
Lower Arm Actuator
Hand Actuator
SRM 6
SRM 6

Medium Laser
Roll Again
Roll Again
Roll Again
Roll Again
Roll Again

Shoulder
Upper Arm Actuator
Lower Arm Actuator
Medium Laser
Medium Laser
Roll Again

Roll Again
Roll Again
Roll Again
Roll Again
Roll Again
Roll Again

Hip
Upper Leg Actuator
Lower Leg Actuator
Foot Actuator
Heat Sink
Heat Sink

Hip
Upper Leg Actuator
Lower Leg Actuator
Foot Actuator
Heat Sink
Heat Sink

(9)

(22)

(7)

(11)

(5)

(11)

(5)

(10) (10)

(15) (15)

(16)

(12) (12)

(8) (8)

(12) (12)

18 (18)
Single
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Hunchback HBK-4H

4
6
0

50

Inner Sphere
(Intro)

Era: Succession Wars

1 Autocannon/10 RT 3 10
[DB,S]

- 5 10 15

1 Small Laser H 1 3 [DE] - 1 2 3
1 Medium Laser LA 3 5 [DE] - 3 6 9
1 Medium Laser RA 3 5 [DE] - 3 6 9
1 Medium Laser RT 3 5 [DE] - 3 6 9
1 Medium Laser RT 3 5 [DE] - 3 6 9

3,425,874 CBills 1067

Life Support
Sensors
Cockpit
Small Laser
Sensors
Life Support

Fusion Engine
Fusion Engine
Fusion Engine
Gyro
Gyro
Gyro

Gyro
Fusion Engine
Fusion Engine
Fusion Engine
Roll Again
Roll Again

Heat Sink
Heat Sink
Heat Sink
Heat Sink
Heat Sink
AC/10 Ammo (10)

AC/10 Ammo (10)
Roll Again
Roll Again
Roll Again
Roll Again
Roll Again

Autocannon/10
Autocannon/10
Autocannon/10
Autocannon/10
Autocannon/10
Autocannon/10

Autocannon/10
Medium Laser
Medium Laser
Roll Again
Roll Again
Roll Again

Shoulder
Upper Arm Actuator
Lower Arm Actuator
Hand Actuator
Medium Laser
Roll Again

Roll Again
Roll Again
Roll Again
Roll Again
Roll Again
Roll Again

Shoulder
Upper Arm Actuator
Lower Arm Actuator
Hand Actuator
Medium Laser
Roll Again

Roll Again
Roll Again
Roll Again
Roll Again
Roll Again
Roll Again

Hip
Upper Leg Actuator
Lower Leg Actuator
Foot Actuator
Roll Again
Roll Again

Hip
Upper Leg Actuator
Lower Leg Actuator
Foot Actuator
Roll Again
Roll Again

(9)

(26)

(5)

(20)

(4)

(20)

(4)

(16) (16)

(20) (20)

(16)

(12) (12)

(8) (8)

(12) (12)

13 (13)
Single
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SRM FOOT INFANTRY PLATOON 1

SRM FOOT INFANTRY PLATOON 2

SRM FOOT INFANTRY PLATOON 3

SRM FOOT INFANTRY PLATOON 4

SRM FOOT
INFANTRY RECORD

SHEET

Fatigues/Civilian/Non-Armored 1

N/AN/A N/AN/A

N/AN/A N/AN/A

1 Foot
N/A N/A

 -2 0 +2 +4 — — — — — — — — — — — — — — — — — — 

011112222333444455556666777888

None

68 3 tons

Fatigues/Civilian/Non-Armored 1

N/AN/A N/AN/A

N/AN/A N/AN/A

1 Foot
N/A N/A

 -2 0 +2 +4 — — — — — — — — — — — — — — — — — — 

011112222333444455556666777888

None

68 3 tons

Fatigues/Civilian/Non-Armored 1

N/AN/A N/AN/A

N/AN/A N/AN/A

1 Foot
N/A N/A

 -2 0 +2 +4 — — — — — — — — — — — — — — — — — — 

011112222333444455556666777888

None

68 3 tons

Fatigues/Civilian/Non-Armored 1

N/AN/A N/AN/A

N/AN/A N/AN/A

1 Foot
N/A N/A

 -2 0 +2 +4 — — — — — — — — — — — — — — — — — — 

011112222333444455556666777888

None

68 3 tons



This Page Intentionally Left Blank



© 2010 The Topps Company, Inc. Classic BattleTech, BattleTech, ’Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved. Catalyst Game Labs and the 
Catalyst Game Labs logo are trademarks of InMediaRes Production, LLC. Permission to photocopy for personal use. 

Notes:
Max Weapon Damage*

Movement MP: BV: Transport Wt: Type: 
Movement MP: Type: 

Gunnery Skill:
Experience:

Armor Type: Divisor: 

Anti-’Mech Skill:

123456789101112131415161718192021222324252627282930

*Damage is always applied in 2-point Damage Value groupings        RANGE IN HEXES (TO-HIT MODIFIER)
Range 0 1 2 3 4 5 6 7 8 9 10 11 12 13 14 15 16 17 18 19 20 21 
Range Modifier
        
Field Gun Type:        Ammo: Disposable Weapon:       Ammo:

Disposable Weapon:       Ammo:Disposable Weapon:       Ammo:

Notes:
Max Weapon Damage*

Movement MP: BV: Transport Wt: Type: 
Movement MP: Type: 

Gunnery Skill:
Experience:

Armor Type: Divisor: 

Anti-’Mech Skill:

123456789101112131415161718192021222324252627282930

*Damage is always applied in 2-point Damage Value groupings        RANGE IN HEXES (TO-HIT MODIFIER)
Range 0 1 2 3 4 5 6 7 8 9 10 11 12 13 14 15 16 17 18 19 20 21 
Range Modifier
        
Field Gun Type:        Ammo: Disposable Weapon:       Ammo:

Disposable Weapon:       Ammo:Disposable Weapon:       Ammo:

Notes:
Max Weapon Damage*

Movement MP: BV: Transport Wt: Type: 
Movement MP: Type: 

Gunnery Skill:
Experience:

Armor Type: Divisor: 

Anti-’Mech Skill:

123456789101112131415161718192021222324252627282930

*Damage is always applied in 2-point Damage Value groupings        RANGE IN HEXES (TO-HIT MODIFIER)
Range 0 1 2 3 4 5 6 7 8 9 10 11 12 13 14 15 16 17 18 19 20 21 
Range Modifier
        
Field Gun Type:        Ammo: Disposable Weapon:       Ammo:

Disposable Weapon:       Ammo:Disposable Weapon:       Ammo:

Notes:
Max Weapon Damage*

Movement MP: BV: Transport Wt: Type: 
Movement MP: Type: 

Gunnery Skill:
Experience:

Armor Type: Divisor: 

Anti-’Mech Skill:

123456789101112131415161718192021222324252627282930

*Damage is always applied in 2-point Damage Value groupings        RANGE IN HEXES (TO-HIT MODIFIER)
Range 0 1 2 3 4 5 6 7 8 9 10 11 12 13 14 15 16 17 18 19 20 21 
Range Modifier
        
Field Gun Type:        Ammo: Disposable Weapon:       Ammo:

Disposable Weapon:       Ammo:Disposable Weapon:       Ammo:

FOOT BALISTIC RIFLE INFANTRY PLATOON 1

FOOT BALISTIC RIFLE INFANTRY PLATOON 2

FOOT BALISTIC RIFLE INFANTRY PLATOON 3

FOOT BALISTIC RIFLE INFANTRY PLATOON 4

FOOT BALLISTIC
RIFLE INFANTRY
RECORD SHEET

Flack, Standard 1

N/AN/A N/AN/A

N/A:N/A N/AN/A

1 Ground (Foot)
N/A N/A

11223344556677889910101111121213141415——

None

81 3 tons

 -2 0 +2 -4 — — — — — — — — — — — — — — — — — — 

Flack, Standard 1

N/AN/A N/AN/A

N/A:N/A N/AN/A

1 Ground (Foot)
N/A N/A

11223344556677889910101111121213141415——

None

81 3 tons

 -2 0 +2 -4 — — — — — — — — — — — — — — — — — — 

Flack, Standard 1

N/AN/A N/AN/A

N/A:N/A N/AN/A

1 Ground (Foot)
N/A N/A

11223344556677889910101111121213141415——

None

81 3 tons

 -2 0 +2 -4 — — — — — — — — — — — — — — — — — — 

Flack, Standard 1

N/AN/A N/AN/A

N/A:N/A N/AN/A

1 Ground (Foot)
N/A N/A

11223344556677889910101111121213141415——

None

81 3 tons

 -2 0 +2 -4 — — — — — — — — — — — — — — — — — — 
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Notes:
Max Weapon Damage*

Movement MP: BV: Transport Wt: Type: 
Movement MP: Type: 

Gunnery Skill:
Experience:

Armor Type: Divisor: 

Anti-’Mech Skill:

123456789101112131415161718192021222324252627282930

*Damage is always applied in 2-point Damage Value groupings        RANGE IN HEXES (TO-HIT MODIFIER)
Range 0 1 2 3 4 5 6 7 8 9 10 11 12 13 14 15 16 17 18 19 20 21 
Range Modifier
        
Field Gun Type:        Ammo: Disposable Weapon:       Ammo:

Disposable Weapon:       Ammo:Disposable Weapon:       Ammo:

Notes:
Max Weapon Damage*

Movement MP: BV: Transport Wt: Type: 
Movement MP: Type: 

Gunnery Skill:
Experience:

Armor Type: Divisor: 

Anti-’Mech Skill:

123456789101112131415161718192021222324252627282930

*Damage is always applied in 2-point Damage Value groupings        RANGE IN HEXES (TO-HIT MODIFIER)
Range 0 1 2 3 4 5 6 7 8 9 10 11 12 13 14 15 16 17 18 19 20 21 
Range Modifier
        
Field Gun Type:        Ammo: Disposable Weapon:       Ammo:

Disposable Weapon:       Ammo:Disposable Weapon:       Ammo:

Notes:
Max Weapon Damage*

Movement MP: BV: Transport Wt: Type: 
Movement MP: Type: 

Gunnery Skill:
Experience:

Armor Type: Divisor: 

Anti-’Mech Skill:

123456789101112131415161718192021222324252627282930

*Damage is always applied in 2-point Damage Value groupings        RANGE IN HEXES (TO-HIT MODIFIER)
Range 0 1 2 3 4 5 6 7 8 9 10 11 12 13 14 15 16 17 18 19 20 21 
Range Modifier
        
Field Gun Type:        Ammo: Disposable Weapon:       Ammo:

Disposable Weapon:       Ammo:Disposable Weapon:       Ammo:

Notes:
Max Weapon Damage*

Movement MP: BV: Transport Wt: Type: 
Movement MP: Type: 

Gunnery Skill:
Experience:

Armor Type: Divisor: 

Anti-’Mech Skill:

123456789101112131415161718192021222324252627282930

*Damage is always applied in 2-point Damage Value groupings        RANGE IN HEXES (TO-HIT MODIFIER)
Range 0 1 2 3 4 5 6 7 8 9 10 11 12 13 14 15 16 17 18 19 20 21 
Range Modifier
        
Field Gun Type:        Ammo: Disposable Weapon:       Ammo:

Disposable Weapon:       Ammo:Disposable Weapon:       Ammo:

JUMP LASER INFANTRY PLATOON 1

JUMP LASER INFANTRY PLATOON 2

JUMP LASER INFANTRY PLATOON 3

JUMP LASER INFANTRY PLATOON 4

JUMP LASER
INFANTRY RECORD

SHEET

Flack, Standard 1

N/AN/A N/AN/A

N/AN/A N/AN/A

1 Ground
3 Jump

011112223333444455566—————————

None

66 4 tons

 -2 0 0 +2 +2 +4 +4 — — — — — — — — — — — — — — — 

Flack, Standard 1

N/AN/A N/AN/A

N/AN/A N/AN/A

1 Ground
3 Jump

011112223333444455566—————————

None

66 4 tons

 -2 0 0 +2 +2 +4 +4 — — — — — — — — — — — — — — — 

Flack, Standard 1

N/AN/A N/AN/A

N/AN/A N/AN/A

1 Ground
3 Jump

011112223333444455566—————————

None

66 4 tons

 -2 0 0 +2 +2 +4 +4 — — — — — — — — — — — — — — — 

Flack, Standard 1

N/AN/A N/AN/A

N/AN/A N/AN/A

1 Ground
3 Jump

011112223333444455566—————————

None

66 4 tons

 -2 0 0 +2 +2 +4 +4 — — — — — — — — — — — — — — — 
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GM Signature ______________________ Game Date ______________________

Character ______________________ Player ______________________ Cert _____

Mission: 3027-04
Watch that first step!
Final Approach over Gillfillan's Gold, Anti-Spinward Periphery
April 25, 3027

Mission Results
q The heroes Captured the Control tower
q The Heroes captured the administrative building (+100,000 C-Bills)
q The Heroes were unable to capture the control tower by the end of the game
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 Awesome AWS-8T ( C-Bills)
q Catapult CPLT-C1 ( C-Bills)
q Trebuchet TBT-5S ( C-Bills)
q Hunchback HBK-4H ( C-Bills)



Mission: 3027-04 Debrief
Watch that first step!
Final Approach over Gillfillan's Gold, Anti-Spinward Periphery
April 25, 3027

Good job troops! I know combat drops are no picnic, but sometimes it pays to hit the enemy
before they’re ready to act. This time it paid off with a whole heap of information which will,
hopefully, help us track down the main pirate base, and end this business once and for all.
For now, why don’t you all take a few hours of rack time while the intel nerds sort through the
data. Make sure you’re up bright and early to go out hunting.
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GM Report
Mission 3027-04 - Watch that first step!

Date: ___________________
GM: _____________________ Venue____________________

Player Player # Mech (Variant) Pilot Skill (G/P) BV C-Bill
Reward

XP
Reward

1

2

3

4

5

6

7

8

Salvaged Mechs
q Awesome AWS-8T ( C-Bills)
q Catapult CPLT-C1 ( C-Bills)
q Trebuchet TBT-5S ( C-Bills)
q Hunchback HBK-4H ( C-Bills)


