Republican Convention of The Daleks

Episode 4

Unit Briefing

After discovering that the Doctor is back on Earth you have hurried to his locale, only to hear that he has been taken hostage at a local farm by the rather nasty Brian “Damage” Belovski.  This has thrown a spanner in the works, as you believed you had finally brought together a large enough team to deal with anything the BBC could come up with.  Now you have had to split your forces by sending a team to recover the Doctor.  You therefore have three teams:

Team Alpha 

Led by Sergeant Benton, it has a Bren-gun team and five troopers.  They are tasked with retrieving the Doctor, alive.  They also must retrieve the “Star of Pakistan” intact.  Therefore they may not use grenades inside the Farm until sure the Doctor and the “Star” will not be injured.  They should also try to avoid blowing up any of the Doctor’s companions and any civilians.

Enter on turn one from southern edge.

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

	Sgt Benton
	1
	-
	+1
	180
	(U)5
	7
	2
	SMG
	1(2*)
	-
	3-6*
	4-6
	5-6
	5-6
	-
	-
	May replace a dead team member

	Trooper 1
	1
	-
	-
	180
	(U)5
	7
	2
	SMG
	1(2*)
	-
	3-6*
	4-6
	5-6
	6
	-
	-
	Does 2 damage at PB range

	Trooper 2
	1
	-
	-
	180
	(U)5
	7
	2
	SMG
	1(2*)
	-
	3-6*
	4-6
	5-6
	6
	-
	-
	Does 2 damage at PB range

	Trooper 3
	1
	-
	-
	180
	(U)5
	7
	2
	SLR
	1
	-
	3-6
	4-6
	4-6
	5-6
	6
	-
	

	Trooper 4
	1
	-
	-
	180
	(U)5
	7
	2
	SLR
	1
	-
	3-6
	4-6
	4-6
	5-6
	6
	-
	

	Trooper 5
	1
	-
	-
	180
	(U)5
	7
	2
	Grenades (x3)
	2
	3
	-
	3-6
	4-6
	-
	-
	Medium
	Also carries a SMG

	Bren Gunner
	1
	-
	-
	45
	(U)5 (3)
	7   (-)
	1       (-)
	Bren Gun
	2(3)
	-
	3-6
	3-6
	4-6
	6
	6
	-
	If one crewman dies use reduced move stats

	Bren Assistant
	1
	-
	-
	180
	(U)5
	7
	1
	SLR
	1
	-
	3-6
	4-6
	4-6
	5-6
	6
	
	May only fire on turns when Bren does not, may replace Gunner if he dies.


Team Bravo 

Led by Captain Yates it has three troopers.  They are tasked examining the disused quarry in the hope of disturbing whatever is in there.  If they see at least as many ‘nasties’ as there are members of the team left, they may return via the ‘change of set’ zone.  They should try to avoid getting killed (hint: use hide and sneak commands).  Once back from the quarry they should head to the hill to rendezvous with the Brigadier and Team Charlie.

Enter via road into ‘change of set’ zone towards abandoned quarry on turn one.

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

	Cpt Yates
	1
	6
	+1
	180
	(U)5
	8
	2
	Pistol
	1
	-
	3-6*
	4-6
	5-6
	6
	6
	-
	+1 to all Unit troops within 5”

	Trooper 1
	1
	-
	-
	180
	(U)5
	7
	2
	SMG
	1(2*)
	-
	3-6*
	4-6
	5-6
	6
	-
	-
	Does 2 damage at PB range

	Trooper 2
	1
	-
	-
	180
	(U)5
	7
	2
	SLR
	1
	-
	3-6
	4-6
	4-6
	5-6
	6
	-
	

	Trooper 3
	1
	-
	-
	180
	(U)5
	7
	2
	Grenades (x3)
	2
	3
	-
	3-6
	4-6
	-
	-
	Medium
	Also carries an SLR


Team Charlie 

Led by the Brigadier it has a Bazooka team and seven troopers.  You are the ‘cavalry’; you will assess what to do based on the situation when you enter the map.  It will be a case of, should you go to the aid of the Doctor, or tackle the nasties?

Enter on undisclosed turn from the top of the hill, if for no other reason than to give a nice panorama shot.

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

	The Brigadier
	1
	5-6
	+2
	180
	(U)5
	7
	2
	Pistol
	1
	-
	3-6
	4-6
	5-6
	6
	6
	-
	+1 to all Unit troops within 10”

	Trooper 1
	1
	-
	-
	180
	(U)5
	7
	2
	SMG
	1(2*)
	-
	3-6*
	4-6
	5-6
	6
	-
	-
	Does 2 damage at PB range

	Trooper 2
	1
	-
	-
	180
	(U)5
	7
	2
	SMG
	1(2*)
	-
	3-6*
	4-6
	5-6
	6
	-
	-
	Does 2 damage at PB range

	Trooper 3
	1
	-
	-
	180
	(U)5
	7
	2
	SMG
	1(2*)
	-
	3-6*
	4-6
	5-6
	6
	-
	-
	Does 2 damage at PB range

	Trooper 4
	1
	-
	-
	180
	(U)5
	7
	2
	SLR
	1
	-
	3-6
	4-6
	4-6
	5-6
	6
	-
	

	Trooper 5
	1
	-
	-
	180
	(U)5
	7
	2
	SLR
	1
	-
	3-6
	4-6
	4-6
	5-6
	6
	-
	

	Trooper 6
	1
	-
	-
	180
	(U)5
	7
	2
	SLR
	1
	-
	3-6
	4-6
	4-6
	5-6
	6
	-
	

	Trooper 7
	1
	-
	-
	180
	(U)5
	7
	2
	Grenades (x3)
	2
	3
	-
	3-6
	4-6
	-
	-
	Medium
	Also carries an SLR

	Bazooka Gunner
	1
	-
	-
	45
	(U)5 
	6   
	1       
	Bazooka
	4
	-
	-
	-
	4-6
	5-6
	6
	-
	May not move and fire

	Bazooka Assistant
	1
	-
	-
	180
	(U)5
	6
	1
	SLR
	1
	-
	3-6
	4-6
	4-6
	5-6
	6
	
	May only fire on turns when Bazooka does not, becomes SLR trooper if Gunner dies.


Special Rules:

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.”  Part of your mission is to capture the kidnappers so you should also endeavor to attack them too.  However if there are monsters (non Earth figures) within 20” of a detachment it may temporarily ignore the kidnappers.  As soon as there are no monsters within 20” you must go back to attacking the kidnappers if possible.

The Hostages and the Gang:

The Doctor, Leela and K9 have been taken hostage from the crop circle area, as well as the farmer who owns the farm.  They begin the game as hostages of Belovski’s gang.  You believe there are five members in the gang, all hard cases.  You may attack gang members at any time, or you may attempt to catch them in close combat.  To capture a gang member one of your troops just needs to win a close combat against the member; the gang member is now in the custody of the winning figure and moves with it (keeping it in base contact).  Each figure can have only one gang member in custody.  However the gang member can be released if its guard is killed or beaten in close combat by another gang member.  If you are in the same room as a hostage and there are no gang members you can release the hostages by simply touching them with your figures base.  Note the hostages are of use, as they may provide information as the game progresses.

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 any kind of combat.

Victory Conditions:

Rescue the Doctor
= 2 VP

Rescue the Farmer
= 1 VP

For each (non Human) killed by you
= 1/2 VP (No you can’t kill the Doctor for points!)

For each Gang Member Captured
= 1 VP

If “Damage” is Killed by you
= 1 VP

If “Damage” is captured
= 3 VP

Recover the “Star of Pakistan”
= 2 VP

“Damage” escapes
= -3 VP

Each other Gang member that escapes
= -1 VP

If Gang escapes with the “Star”
= -2 VP

