Republican Convention of The Daleks

Episode 4

Dalek Republic of Skaro Briefing

Things finally die down on the spaceship, when in a fit of excitement one of the Daleks fires off his blaster.  The stray shot cuts the cable that holds the mirror ball, and all eyestalks watch in horror as the mirror ball falls directly on the supreme Dalek’s head.  In a stampede all of the other Daleks try unsuccessfully to exit the room via the only doorway.  

Two hours later the Chief Engineering Dalek finally manages to pries all of the entangled Daleks apart, as a rather annoyed looking Supreme Dalek scowls at them, complete with mirror ball necklace.  “Enough!!!!”  He screeches “Now we’re running late!  And if the SDR get to the Zircon device first the war will be lost!”  “Black commander, take four warriors and the chief engineer and make sure that the device is recovered!!!”  The Black Dalek looks up through a its mirror monocle and screams back “I obey”, just then the clawed hand of the Chief Engineer Dalek comes into view and whips off the monocle, from the Black Dalek’s eye stalk.

DRS Dalek Team 

Led by the Black Dalek it has a four warriors and an Engineering Dalek.  You are tasked with retrieving the Zircon device, believed to be located somewhere within the farm.  A previous attempt to secure the device was thwarted when a SDR Dalek search group was seen in the vicinity.  In an attempt to confuse them the ship has been landing all over England leaving “Crop Circles”, however at this location a beacon was left.  The beacon will allow you to appear on turn two in the middle of the smaller circle of the crop circles.  You must find the Zircon device and then go to the large circle to be beamed back up.

Enter on turn two by beam in.

Team Stats:

	Name
	Hits
	Save
	Aslt
	Arc
	Move
	Fast
	Sneak
	Weapon
	Damage
	Eff
	PB 0-2
	Short   2-5
	Medium  5-10
	Long     10-15
	Extreme 15-25
	Burst
	Notes

	Black Dalek
	3
	6
	-1
	45
	(45)5
	-
	-
	Blaster
	2
	All
	2-6
	3-6
	4-6
	6
	6
	Medium
	Levitate, Unstoppable Force,

+1 to all Daleks within 5”

	Warrior 1
	3
	6
	-1
	45
	(45)5
	-
	-
	Blaster
	2
	All
	2-6
	3-6
	4-6
	6
	6
	Medium
	Levitate, Unstoppable Force

	Warrior 2
	3
	6
	-1
	45
	(45)5
	-
	-
	Blaster
	2
	All
	2-6
	3-6
	4-6
	6
	6
	Medium
	Levitate, Unstoppable Force

	Warrior 3
	3
	6
	-1
	45
	(45)5
	-
	-
	Blaster
	2
	All
	2-6
	3-6
	4-6
	6
	6
	Medium
	Levitate, Unstoppable Force

	Warrior 4
	3
	6
	-1
	45
	(45)5
	-
	-
	Blaster
	2
	All
	2-6
	3-6
	4-6
	6
	6
	Medium
	Levitate, Unstoppable Force

	Chief Engineer
	3
	6
	-1
	45
	(45)5
	-
	-
	Blaster
	2
	All
	2-6
	3-6
	4-6
	6
	6
	Medium
	Levitate, Unstoppable Force,

Can fix at rate of 1 dam per turn


Special Rules:

Locating the Zircon device:

The Chief Engineer has been implanted with a location instrument, which will detect the presence of the Zircon device.  Like all Dalek technology it is very dodgy, in order to use it the Chief Engineer must use its entire action to scan and pronounce in a loud voice where the device is.  If the Zircon device is within 12” of the Engineer the direction to it will be found, also if within 6” of the device the Engineer with know it is close.  Even though the Engineer proclaims where the device is loudly, the location is only known to this player, unless another player has units within earshot (5”) of the Engineer, in which case that player is told also.  

Another way of locating the device is to move to within 5” of it and have a clear LOS to it, under those circumstances it will be seen by any Dalek facing within 180 degrees of it.

Capturing the Zircon device:

In order to get the Zircon device a Dalek must begin its turn next to it.  It then picks up the device as its sole action for that turn.  On subsequent turns the carrying Dalek may perform any of its usual actions, but may only move a 4”.  Dalek blasters do not effect the device at all.  Grenades or a hit from a Bazooka may destroy the device, so be careful.

Beaming in and out:

On the turn the Daleks arrive they may undertake no action, they may choose how they land within the small circle and what direction they are individually facing.  In order to leave the map a Dalek must begin its turn within the large circle, then as its action it is removed from the table.

Alliances:

You may not form alliances with other players, if you see any other players units you must endeavor to “Exterminate them!”, especially any enemy Daleks.

Victory Conditions:

For each SDR figure killed by you
= 1 VP

Doctor Killed by you
= 1 VP

If Black Dalek is destroyed
= -1 VP

If Chief Engineer is destroyed
= -1 VP

Recover the “Zircon Device”
= 6 VP

