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Mission 3026-05: MacGuffin Escape
Under Greater Stubensville High School, Barlow’s End, Federated Suns
September 30, 3026
Pilot Skill: 4-5

Okay boys, listen up! As of right now, we’ve been dragooned into a mission of “Utmost
Importance” according to the Feds. It turns out that they’ve been hiding a secret research facility,
called “The Achernar Proving Grounds” here under what used to be the Greater Stubensville
High School. Unfortunately, it doesn’t appear to be all that ‘secret’ any more. We were able to
rebuff an attack on the surface of this facility earlier, but it looks like the Dracs aren’t done with
this place yet.
As you may or may not be aware, Barlow’s end is naturally completely uninhabitable, and the
first colonists who came here lived underground in a set of mining tunnels, at least until the Star
League was able to terraform this place. Unfortunately, the Combine is just as aware of this fact
as we are, and as we speak are coming here to capture or at least destroy whatever it is the
Feds are building here.
Your job is simple. The Fed scientists are frantically struggling to finish dismantling the machine.
Cover them while they do so, and then make sure they can escape this facility into the tunnels
under the city. They’ve got an armored truck and a small number of infantry to help cover their
retreat, but it’s mostly going to be up to you guys.

Map: This mission takes place underground, under the city of Rough Patch on Barlow’s End
(specifically, the suburb of “Greater Stubensville”. The Achernar Proving Grounds consists of a
large cavern with a set of caverns leading away in multiple directions. If available, use the map
from the Ishiyama Solaris Map. In this case, it's half of Ishiyama 2 and all of Ishiyama 1.

Recommended Maps:
1: Solaris_Ishiyama2_Right
2: Solaris_Ishiyama1_Left
3: Solaris_Ishiyama1_Right

Setup: The Large cavern at the top left is “The Proving Grounds”. Place the FedSuns truck in
Hex 4804 on Ishiyama 2. (To the left of the large cavern). The players may place the two
Ballistic Foot infantry platoons and the one Heavy Support Infantry platoon anywhere in that
large cavern. PC 'mechs may set up anywhere in the top half of Ishiyama 2 (i.e. the map section
containing the large cavern).

The Dragoons enter from hex 0917 on Ishiyama 1, and win if they capture the truck and escort it
off the map through that same hex. The Heroes need to escort the truck safely off the map
anywhere on row 30 on Ishiyama 1 (the right side of the map).
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Special Rules

Just one more bolt!: The Federated Suns’ Scientists are attempting to dismantle the Macguffin,
but it takes time. At the start of each turn, roll 2d6, and keep a running total. Once the running
total reaches 30, the MacGuffin has been dismantled and loaded onto the Truck unit (see
below). Before that has happened the truck cannot move or be targeted by either side.

Guard Duty: The three infantry bases cannot leave the initial cavern until the Macguffin has
been dismantled and put on the truck. Once the truck can begin moving, the infantry bases can
move wherever the players want.

Well, if we can’t have it, nobody can!: If either side gets the Macguffin to within six hexes of
their exit, then the other side may fire upon it for the rest of the scenario. Destroying the
MacGuffin limits the Heroes’ reward for the scenario. (See below)

I give up! If the Combine forces get a mech adjacent to the truck, and there are no friendly units
within three hexes, then the truck is captured, and will be controlled by the GM. The heroes can
regain control of the truck by having a unit adjacent to it while there are no Dragoon/Combine
units within three hexes.

Watch your head: The tunnels under Barlow's End are barely tall enough for battlemechs.
Mechs cannot jump, and if a pilot ejects they are instantly "Killed" (note that Missions pilots can't
actually be permanently killed, but they will earn the "Pilot Killed" XP rewards instead of the full
amount). Additionally, PCs cannot use Artillery or Airstrike special rewards.

OPFOR
Name # Variant Reference BV

(4/5)
Cost

Flatbed Truck 1 Armor 3060 pg. 7 117 N/A
Foot Ballistic Rifle 1 3085 TCE pg

331
81 N/A

Heavy Support Infantry 1 3085 TCE Pg
325

88 N/A

Crusader 1 CRD-3K 3039 pg 504 1290 5,440,159
Rifleman 1 RFL-3N 3039 pg 477 1039 4,860,000
Hetzer Wheeled Assault Gun 1 AC-10 3039 pg 92 536 N/A
Wolverine 1 WVR-6K 3039 pg 467 1248 4,514,194
Dervish 1 DV-6M 3039 pg 1146 4,989,967
Javelin 1 JVN-10N 3039 pg 160 594 2,400,840
Spider 1 SDR-5K 3039 pg 163 503 2,728,440
Shadow Hawk 1 SHD-2H 3039 pg 465 1064 4,539,382

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

2000-2500 (2779 Total)
Hetzer Wheeled Assault Gun AC-10 (4/5), Dervish DV-6M (4/5), Spider SDR-5K (4/5), Javelin
JVN-10N (4/5)

2500-3000 (3315 Total)
Hetzer Wheeled Assault Gun AC-10 (4/5), Dervish DV-6M (4/5), Javelin JVN-10N (4/5),
Rifleman RFL-3N (4/5)
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3000-3500 (3818 Total)
Hetzer Wheeled Assault Gun AC-10 (4/5), Dervish DV-6M (4/5), Javelin JVN-10N (4/5),
Rifleman RFL-3N (4/5), Spider SDR-5K (4/5)

3500-4000 (4472 Total)
Hetzer Wheeled Assault Gun AC-10 (4/5), Dervish DV-6M (4/5), Rifleman RFL-3N (4/5), Spider
SDR-5K (4/5), Wolverine WVR-6K (4/5)

4000-4500 (5004 Total)
Hetzer Wheeled Assault Gun AC-10 (4/5), Dervish DV-6M (4/5), Wolverine WVR-6K (4/5),
Javelin JVN-10N (3/4), Crusader CRD-3K (4/5)

4500-5000 (5417 Total)
Hetzer Wheeled Assault Gun AC-10 (4/5), Dervish DV-6M (4/5), Wolverine WVR-6K (4/5),
Javelin JVN-10N (3/4), Crusader CRD-3K (3/4)

5000-5500 (5990 Total)
Hetzer Wheeled Assault Gun AC-10 (4/5), Dervish DV-6M (4/5), Rifleman RFL-3N (3/4),
Wolverine WVR-6K (3/4), Crusader CRD-3K (4/5)

5500-6000 (6610 Total)
Hetzer Wheeled Assault Gun AC-10 (3/4), Dervish DV-6M (3/4), Rifleman RFL-3N (4/5),
Wolverine WVR-6K (3/4), Crusader CRD-3K (3/4)

6000-6500 (6942 Total)
Hetzer Wheeled Assault Gun AC-10 (3/4), Dervish DV-6M (3/4), Rifleman RFL-3N (3/4),
Wolverine WVR-6K (3/4), Crusader CRD-3K (3/4)

6500-7000 (7536 Total)
Hetzer Wheeled Assault Gun AC-10 (3/4), Dervish DV-6M (3/4), Rifleman RFL-3N (3/4),
Wolverine WVR-6K (3/4), Crusader CRD-3K (3/4), Javelin JVN-10N (4/5)

7000-7500 (8006 Total)
Hetzer Wheeled Assault Gun AC-10 (3/4), Dervish DV-6M (3/4), Rifleman RFL-3N (3/4),
Wolverine WVR-6K (3/4), Crusader CRD-3K (3/4), Shadow Hawk SHD-2H (4/5)

7500-8000 (8600 Total)
Hetzer Wheeled Assault Gun AC-10 (3/4), Dervish DV-6M (3/4), Rifleman RFL-3N (3/4),
Wolverine WVR-6K (3/4), Crusader CRD-3K (3/4), Shadow Hawk SHD-2H (4/5), Javelin JVN-
10N (4/5)

8000-8500 (9130 Total)
Hetzer Wheeled Assault Gun AC-10 (3/4), Dervish DV-6M (3/4), Rifleman RFL-3N (3/4),
Wolverine WVR-6K (3/4), Crusader CRD-3K (3/4), Shadow Hawk SHD-2H (3/4), Javelin JVN-
10N (3/4)

8500-9000 (9633 Total)
Hetzer Wheeled Assault Gun AC-10 (3/4), Dervish DV-6M (3/4), Rifleman RFL-3N (3/4),
Wolverine WVR-6K (3/4), Crusader CRD-3K (3/4), Shadow Hawk SHD-2H (3/4), Javelin JVN-
10N (3/4), Spider SDR-5K (4/5)

Mission Objectives: If either side escapes with the truck then they win. If one side has control
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of the truck and there are no enemy units within six hexes at the end of the scenario, then they
win. Otherwise, consider the scenario a draw.

Award (C-Bills) Mech
Survived

Mech Severely
Damaged

Mech
Destroyed

Truck is destroyed, or neither side controls it
(Draw)

350,000 250,000 100,000

Heroes escape with or control the truck
(Success)

450,000 350,000 200,000

Dragoons escape with or control the truck
(Failure)

150,000 100,000 50,000

Award (XP) Pilot Survived Pilot Killed
Truck is destroyed, or neither side controls it (Draw) 15 5
Heroes escape with or control the truck (Success) 15 5
Dragoons escape with or control the truck (Failure) 8 3
Opposing 'Mech/Combat Vehicle destroyed by party +1 +1

Additional Rewards

Hetzer Wheeled Assault Vehicle (AC-10) (Mission Support) qqq
Sure, you can borrow one of those tanks. Just make sure you gas it up before you return it!

Scotty was able to salvage one of the Hetzers. He’s even willing to loan it to you for later
missions. At the beginning of a mission, if you wish to use one of these tanks, check off one of
the boxes above. The Hetzer is controlled by you, has a 4 gunnery 5 pilot crew, moves when
your mech would move, and begins the game adjacent to your ‘mech. (In scenarios in which
your mech enters, the tank enters from the same hex that you do). At the end of the mission, you
must pay maintenance costs for the tank of 50,000 C-Bills.
If the tank is destroyed during the mission, or if you’ve checked off all three checkboxes, cross
off this Mission Support.
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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:

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:

Ballistic Plate 2

N/AN/A N/AN/A

N/AN/A N/AN/A

1 Motorized

 -1 0 0 0 +2 +2 +2 +4 +4 -4 — — — — — — — — — — — — 

112233445566788991010111112121314141515——

Cannot make Anti-’Mech or
Swarm Attacks

88 6 tons
N/A N/A

Ballistic Plate 2

N/AN/A N/AN/A

N/AN/A N/AN/A

1 Motorized

 -1 0 0 0 +2 +2 +2 +4 +4 -4 — — — — — — — — — — — — 

112233445566788991010111112121314141515——

Cannot make Anti-’Mech or
Swarm Attacks

88 6 tons
N/A N/A

Ballistic Plate 2

N/AN/A N/AN/A

N/AN/A N/AN/A

1 Motorized

 -1 0 0 0 +2 +2 +2 +4 +4 -4 — — — — — — — — — — — — 

112233445566788991010111112121314141515——

Cannot make Anti-’Mech or
Swarm Attacks

88 6 tons
N/A N/A

Ballistic Plate 2

N/AN/A N/AN/A

N/AN/A N/AN/A

1 Motorized

 -1 0 0 0 +2 +2 +2 +4 +4 -4 — — — — — — — — — — — — 

112233445566788991010111112121314141515——

Cannot make Anti-’Mech or
Swarm Attacks

88 6 tons
N/A N/A

HEAVY SUPPORT INFANTRY PLATOON 1

HEAVY SUPPORT INFANTRY PLATOON 2

HEAVY SUPPORT INFANTRY PLATOON 3

HEAVY SUPPORT INFANTRY PLATOON 4

HEAVY SUPPORT
INFANTRY RECORD

SHEET



Crusader CRD-3K

4
6
0

65

Inner Sphere
(Intro)

Era: Succession Wars

1 LRM 10 LA 4 1/Msl,C5/10
[M,C,S]

6 7 14 21

1 LRM 10 RA 4 1/Msl,C5/10
[M,C,S]

6 7 14 21

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

[M,C,S]
- 3 6 9

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

- 3 6 9

5,440,159 CBills 1290

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
SRM 6 Ammo (15)
Roll Again

Heat Sink
Heat Sink
Heat Sink
LRM 10 Ammo (12)
Roll Again
Roll Again

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

Heat Sink
Heat Sink
Heat Sink
LRM 10 Ammo (12)
Roll Again
Roll Again

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

Shoulder
Upper Arm Actuator
Lower Arm Actuator
Hand Actuator
LRM 10
LRM 10

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

Shoulder
Upper Arm Actuator
Lower Arm Actuator
Hand Actuator
LRM 10
LRM 10

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

Hip
Upper Leg Actuator
Lower Leg Actuator
Foot Actuator
SRM 6
SRM 6

Hip
Upper Leg Actuator
Lower Leg Actuator
Foot Actuator
SRM 6
SRM 6

(9)

(33)

(8)

(24)

(6)

(24)

(6)

(20) (20)

(21) (21)

(21)

(15) (15)

(10) (10)

(15) (15)

16 (16)
Single



Rifleman RFL-3N

4
6
0

60

Inner Sphere
(Intro)

Era: Star League

1 Large Laser LA 8 8 [DE] - 5 10 15
1 Large Laser RA 8 8 [DE] - 5 10 15
1 Autocannon/5 LA 1 5 [DB,S] 3 6 12 18

1 Autocannon/5 RA 1 5 [DB,S] 3 6 12 18

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

4,860,000 CBills 1039

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
AC/5 Ammo (20)
Roll Again

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

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

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

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

Shoulder
Upper Arm Actuator
Large Laser
Large Laser
Autocannon/5
Autocannon/5

Autocannon/5
Autocannon/5
Roll Again
Roll Again
Roll Again
Roll Again

Shoulder
Upper Arm Actuator
Large Laser
Large Laser
Autocannon/5
Autocannon/5

Autocannon/5
Autocannon/5
Roll Again
Roll Again
Roll Again
Roll Again

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

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

(6)

(22)

(4)

(15)

(2)

(15)

(2)

(15) (15)

(12) (12)

(20)

(14) (14)

(10) (10)

(14) (14)

10 (10)
Single
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Wolverine WVR-6K

5
8
0

55

Inner Sphere
(Intro)

Era: Succession Wars

1 Large Laser RA 8 8 [DE] - 5 10 15
1 Medium Laser RA 3 5 [DE] - 3 6 9
1 Small Laser RA 1 3 [DE] - 1 2 3
1 Medium Laser H 3 5 [DE] - 3 6 9
1 SRM 6 LT 4 2/Msl,C2/6

[M,C,S]
- 3 6 9

4,514,194 CBills 1248

Life Support
Sensors
Cockpit
Medium Laser
Sensors
Life Support

Fusion Engine
Fusion Engine
Fusion Engine
Gyro
Gyro
Gyro

Gyro
Fusion Engine
Fusion Engine
Fusion Engine
Heat Sink
Roll Again

SRM 6
SRM 6
Roll Again
Roll Again
Roll Again
Roll Again

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

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

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

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

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

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

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

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

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

(9)

(25)

(10)

(20)

(6)

(20)

(6)

(18) (18)

(26) (26)

(18)

(13) (13)

(9) (9)

(13) (13)

14 (14)
Single



Dervish DV-6M

5
8
5

55

Inner Sphere
(Intro)

Era: Star League

1 LRM 10 RT 4 1/Msl,C5/10
[M,C,S]

6 7 14 21

1 LRM 10 LT 4 1/Msl,C5/10
[M,C,S]

6 7 14 21

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

[M,C,S]
- 3 6 9

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

- 3 6 9

4,989,967 CBills 1146

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
JumpJets
Roll Again

LRM 10
LRM 10
LRM 10 Ammo (12)
Roll Again
Roll Again
Roll Again

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

LRM 10
LRM 10
LRM 10 Ammo (12)
Roll Again
Roll Again
Roll Again

Roll Again
Roll Again
Roll Again
Roll Again
Roll Again
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Roll Again
Roll Again
Roll Again
Roll Again
Roll Again
Roll Again
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Roll Again
Roll Again
Roll Again
Roll Again
Roll Again
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Upper Leg Actuator
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(8)

(20)

(4)

(15)

(4)

(15)

(4)

(10) (10)

(15) (15)

(18)

(13) (13)

(9) (9)

(13) (13)

10 (10)
Single



Javelin JVN-10N

6
9
6

30

Inner Sphere
Era: Succession Wars

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

- 3 6 9

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

- 3 6 9

2,400,840 CBills 594

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
JumpJets
JumpJets

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

Roll Again
Roll Again
Roll Again
Roll Again
Roll Again
Roll Again
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SRM 6
SRM 6
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Roll Again
Roll Again
Roll Again
Roll Again
Roll Again
Roll Again
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Roll Again

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

Roll Again
Roll Again
Roll Again
Roll Again
Roll Again
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Hip
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(6)

(8)

(2)

(8)

(2)

(8)

(2)

(6) (6)

(8) (8)

(10)

(7) (7)

(5) (5)

(7) (7)

10 (10)
Single



Spider SDR-5K

8
12
6

30

Inner Sphere
(Intro)

Era: Succession Wars

1 Medium Laser CT 3 5 [DE] - 3 6 9
1 Machine Gun RA 0 2 [DB,AI] - 1 2 3

1 Machine Gun LA 0 2 [DB,AI] - 1 2 3

2,728,440 CBills 503
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Life Support
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Fusion Engine
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Gyro
Gyro
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Fusion Engine
Fusion Engine
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Roll Again
Roll Again

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

Roll Again
Roll Again
Roll Again
Roll Again
Roll Again
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Roll Again
Roll Again
Roll Again
Roll Again
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Roll Again
Roll Again
Roll Again
Roll Again
Roll Again
Roll Again
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(6)

(8)

(4)

(6)

(2)

(6)

(2)

(5) (5)

(6) (6)

(10)

(7) (7)

(5) (5)

(7) (7)

10 (10)
Single



Shadow Hawk SHD-2H

5
8
3

55

Inner Sphere
(Intro)

Era: Star League

1 SRM 2 H 2 2/Msl,C2/2
[M,C,S]

- 3 6 9

1 LRM 5 RT 2 1/Msl,C5/5
[M,C,S]

6 7 14 21

1 Autocannon/5 LT 1 5 [DB,S] 3 6 12 18

1 Medium Laser RA 3 5 [DE] - 3 6 9

4,539,382 CBills 1064
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Gyro
Gyro
Gyro

Gyro
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Autocannon/5
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Roll Again
Roll Again
Roll Again
Roll Again
Roll Again
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LRM 5 Ammo (24)
Roll Again
Roll Again

Roll Again
Roll Again
Roll Again
Roll Again
Roll Again
Roll Again
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Hand Actuator
Roll Again
Roll Again

Roll Again
Roll Again
Roll Again
Roll Again
Roll Again
Roll Again
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Upper Arm Actuator
Lower Arm Actuator
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Roll Again

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

Hip
Upper Leg Actuator
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Foot Actuator
Roll Again
Roll Again

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

(9)

(23)

(8)

(18)

(6)

(18)

(6)

(16) (16)

(16) (16)

(18)

(13) (13)

(9) (9)

(13) (13)

12 (12)
Single



GM Signature ______________________ Game Date ______________________

Character ______________________ Player ______________________ Cert _____

Mission: 3026-05
MacGuffin Escape
Under Greater Stubensville High School, Barlow’s End, Federated Suns
September 30, 3026

Mission Results
q Truck is destroyed, or neither side controls it (Draw)
q Heroes escape with or control the truck (Success)
q Dragoons escape with or control the truck (Failure)
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 Crusader CRD-3K (5,440,159 C-Bills)
q Rifleman RFL-3N (4,860,000 C-Bills)
q Wolverine WVR-6K (4,514,194 C-Bills)
q Dervish DV-6M (4,989,967 C-Bills)
q Javelin JVN-10N (2,400,840 C-Bills)
q Spider SDR-5K (2,728,440 C-Bills)
q Shadow Hawk SHD-2H (4,539,382 C-Bills)

Additional Rewards

Hetzer Wheeled Assault Vehicle (AC-10) (Mission Support) qqq
Sure, you can borrow one of those tanks. Just make sure you gas it up before you return it!

Scotty was able to salvage one of the Hetzers. He’s even willing to loan it to you for later
missions. At the beginning of a mission, if you wish to use one of these tanks, check off one of
the boxes above. The Hetzer is controlled by you, has a 4 gunnery 5 pilot crew, moves when
your mech would move, and begins the game adjacent to your ‘mech. (In scenarios in which
your mech enters, the tank enters from the same hex that you do). At the end of the mission, you
must pay maintenance costs for the tank of 50,000 C-Bills.
If the tank is destroyed during the mission, or if you’ve checked off all three checkboxes, cross
off this Mission Support.



Version: 1.02 11/30/2024

Mission: 3026-05 Debrief
MacGuffin Escape
Under Greater Stubensville High School, Barlow’s End, Federated Suns
September 30, 3026

Hunh. The snakes really want whatever that MacGuffin is. This is the second major attack
they’ve made on it, and by all accounts they’re going to try at least one more time.

Of course, nobody will tell you what the MacGuffin is, but it’s a bit too big to put in a Battlemech,
so it’s probably not something cool like a new ‘mech weapon or heat sink or anything like that.
Either way, you probably wouldn’t get to keep it anyway.

The Feds have one more job for us. We’re to escort the truck and the MacGuffin to the Dropport
in the Capital city of Rough Patch. Yup, the capital city of Barlow’s End is called “Rough Patch”.

What’s the worst thing that could happen?
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must pay maintenance costs for the tank of 50,000 C-Bills.
If the tank is destroyed during the mission, or if you’ve checked off all three checkboxes, cross
off this Mission Support.
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Mission: 3026-05 Debrief
MacGuffin Escape
Under Greater Stubensville High School, Barlow’s End, Federated Suns
September 30, 3026

Hunh. The snakes really want whatever that MacGuffin is. This is the second major attack
they’ve made on it, and by all accounts they’re going to try at least one more time.

Of course, nobody will tell you what the MacGuffin is, but it’s a bit too big to put in a Battlemech,
so it’s probably not something cool like a new ‘mech weapon or heat sink or anything like that.
Either way, you probably wouldn’t get to keep it anyway.

The Feds have one more job for us. We’re to escort the truck and the MacGuffin to the Dropport
in the Capital city of Rough Patch. Yup, the capital city of Barlow’s End is called “Rough Patch”.

What’s the worst thing that could happen?
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GM Report
Mission 3026-05 - MacGuffin Escape

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 Crusader CRD-3K (5,440,159 C-Bills)
q Rifleman RFL-3N (4,860,000 C-Bills)
q Wolverine WVR-6K (4,514,194 C-Bills)
q Dervish DV-6M (4,989,967 C-Bills)
q Javelin JVN-10N (2,400,840 C-Bills)
q Spider SDR-5K (2,728,440 C-Bills)
q Shadow Hawk SHD-2H (4,539,382 C-Bills)


