Republican Convention of The Daleks

Episode 4

Skaro Dalek’s Republic Briefing

After one hundred years of warfare between yourselves and the DRS it has come down to this battle.  Whoever gains the Zircon device will reign supreme.  The war has not gone well lately and you have had to rely more and more upon recruiting other creatures to assist you in your endeavors.  Living in these dark caves has really been the last thing the master race should be doing; but you are the only hope for the SDR, as your ship was shot down by the DRS whilst landing on this speck of dirt.  Luckily the DRS have been sloppy recently, and you have narrowed down the location of the device to the area of the planet Earth that is known as Dorset.  By a piece of luck one of your minions saw a DRS patrol land here several days ago and reported it to you.  This must be the area where the Zircon device is located.  All you need to do is let them lead you to it and then pounce!

You will lay low until it becomes obvious where the device is and then you will rush in to grab it, Exterminating anything that gets in your way.  

SDR Dalek Team 

Your team comprises of four warrior Daleks, a Slyther and its Ogron keeper.  The team is led by the supreme commander of the SDR, the Gold Dalek, it is imperative that he survive.  You are to retrieving the Zircon device, believed to be located somewhere in this area.  DRS Daleks will no doubt turn up at some point so be prepared for a fight, but not until they have shown the direction of where the device is.  Also if any pesky humans get in the way, feel free to Exterminate them, or maybe you could keep the Ogron happy by letting him feed them to his little pet!

Enter on turn one, but see special rules.

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

	Gold 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 10”

	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

	Ogron
	2
	-
	+2
	180
	(U)5
	6
	1
	Blaster
	2
	-
	2-6
	3-6
	4-6
	6
	6
	-
	Slyther Keeper

	Slyther
	5
	6
	+2
	-
	(U)5
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	Impetuous, unstoppable force


Special Rules:

Locating the Zircon device:

You only have two ways of locating the device.  Waiting till someone else finds it or 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, not by the Ogron or Slyther they’re too stupid.

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 turn 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.  The Ogron can pick up the device in the same way, once a Dalek has ordered him to do so, to order him the Dalek must spend its action yelling from within 5” of him to pick it up, the Ogron must also be within 5” of the device at this time in order to be told to pick it up.  The Ogron still gets a –1” of his move whilst carrying it, but can move fast at 5” per turn.

Arriving and leaving the board:

On turn one the Ogron, Slyther and one warrior Dalek arrive via the cave entrance.  On following turns one extra Dalek may enter per turn until all are onboard.  There are no cohesion rules so you can move off from the cave without waiting for all your force to arrive.  In order to leave the map a Dalek must have enough move to fully enter the cave.  Only one figure may enter the cave per turn, once a unit enters the cave it may not return to the map.  No other players’ figures may enter the cave.

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.

The change of set zone:

The change of set zone represent the fact that the disused quarry set is some distance away from the farm set.  In order to reach one from the other a figure must move into the zone and then stop.  Next turn it is able to move into the other set, it may not move back into the set it just left until it has spent at least two turns in new set (to stop players using the zone to avoid combat, and also to reduce the number of linking shots the BBC need to film).  When in the zone it may not be the target of combat of any kind.

The Slyther:

Slythers are impetuous, meaning they must charge into combat whenever possible, however the Ogron is a trained Slyther Keeper and knows how to handle the beast.  As long as the Ogron stays within 2” of the Slyther he may counteract the effects of impetuosity.  If he moves out of range or is killed the Slyther will go impetuous.  The Slyther has been trained to not harm metal life forms, so it may not attack Daleks of any kind!!!  Nor may it target K9.

Victory Conditions:

For each DRS figure killed by you
= 1 VP

Doctor Killed by you
= 1 VP

Recover the “Zircon Device”
= 6 VP

If the Gold Dalek is destroyed
= -2 VP

