Republican Convention of The Daleks

Episode 4

Gang Briefing

Things were going really good until this Doctor Geezer showed up.  We’d had breakfast at Tiffany’s then taken the biggest diamond the world has ever seen.  We’d lost the filth, given them the slip really nicely.  Holed up in this here farm, and tied up the farmer to make sure he didn’t get any ideas!  Then this Doctor guy turns up and starts snooping around.  At first I thought he was special branch or somein, but na, he some sort of crop circle enthusiast.  Well anyway, I did what any reasonable man would have under the circumstances, I butted him in the face, then dragged him and his mates back to the farmhouse.  Funny lot these Crop Circle Spotters, they dress right funny they do.  He’s done up in some big old scarf, yet ‘is missus is wearing some sort of animal skins, mind you she looks real tasty like.  Then there’s this dog of theirs, don’t know what it’s supposed to do.  I think it’s bust now that Larry’s gone and hit it with the butt of hit shotgun.  Never mind, they’ll come in useful with the negotiations.  

Talking of negotiations, there’s some army types prowling around south of the farm, look like they’re getting ready to storm the place.  Better keep the Doctor and his mates under guard, or they’ll hoof it no doubt.

Gang 

Led by the notorious Brian “Damage” Belovski the gang has five members.  The first Belovski, is a real nutter, good with guns and quick with the head butt.  Second is Big Kev, he’s a semi-intelligent gorilla, an ex-bouncer (the same thing really) who provides extra muscle; not that Damage needs much more of that.  The other three, Fingers Larry, Jack the hat McGee and Lucky Tony are all thugs who are along for the ride after meeting Belovski in the “Scrubbs” when they were doin time.

Their mission is simple.  Survive and escape with the “Star of Pakistan”.  To do this they must hold off any Unit attacks; then exit off the North edge with the “Star”.  If things get too heavy they can always hole up in the Farm and negotiate, but they need the hostages to do that.  Alternatively they can escape via the South East corner of the map without the “Star”, but this results in a “draw” as the best game result you can get.

Start set up in the Farmhouse.

Gang 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

	Brian “Damage” Belovski
	2
	6
	+1
	180
	(U)5
	7
	2
	SMG
	1(2)
	-
	3-6
	4-6
	5-6
	6
	6
	-
	Does 2 Damage at PB Range

	Big Kev
	2
	-
	+1
	180
	(U)5
	6
	1
	Pistol
	1
	-
	3-6
	4-6
	5-6
	6
	-
	-
	-

	Fingers Larry
	1
	-
	-1
	180
	(U)5
	7
	3
	SMG
	1(2)


	-
	3-6
	4-6
	5-6
	6
	-
	-
	Does 2 Damage at PB Range

	Jack the hat McGee
	1
	-
	0
	180
	(U)5
	7
	2
	Pistol
	1
	-
	3-6
	4-6
	5-6
	6
	-
	-
	-

	Lucky Tony
	1
	-
	0
	180
	(U)5
	7
	2
	SMG
	1(2)
	-
	3-6
	4-6
	5-6
	6
	-
	-
	Does 2 Damage at PB Range


Special Rules:

Carrying the “Star”:

In order to get the “Star” a person must begin its turn next to it.  They may then pick up the device as their sole action for that turn.  On subsequent turns the carrying figure may perform any of its usual actions, but any moves are at -1”.  Grenades or a hit from a Bazooka may destroy the “Star”, so be careful.

Alliances:

You may not form alliances with Dalek players, if you see any Dalek players’ figures you must endeavor to “Attack them if within range” and/or run away if possible.  Part of your mission is to avoid capture by the authorities, so you should also endeavor to attack any Unit figures.  However if there are monsters (non Earth figures) within 20” of a gang member, it may temporarily ignore Unit figures.  As soon as there are no monsters within 20” you must go back to attacking Unit if possible.

The Hostages:

You have taken the Doctor, Leela and K9 hostage from the crop circle area, as well as the farmer who owns this place.  They begin the game tied up as your hostages.  You may not attack them unless they attack you first!  To make sure they do not escape you should keep guard of them.  The more imposing the guard, the less chance they have of escape.  If they should escape, it is up to you whether you attempt to recapture them.  To recapture them you need to win a close combat against them.  Note the hostages may provide useful information as the game progresses.

Victory Conditions:

You Kill the Doctor
= -2 VP

You Kill other hostages
= -1 VP (regardless of number)

For each Unit figure killed by you
= 1 VP

If “Damage” is captured
= -2 VP

If “Damage” is killed
= -1 VP

If “Damage” escapes via North Road
= 2 VP

Each other Gang member who escapes
via the North road
= 1 VP

Escape with “Star” via North Road
= 5 VP

If holed up at games end in Farm, must be no
Unit figures in Farmhouse, plus must have at 
least one hostage and the “Star”
= Minor Success result

If escape via South East map edge
= Draw result


