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Glorious Adventures in Science
Loosely Involving Generally Historical Times

Leader 1: The Doctor Rating: Star
Shoot: 8 Scuffle: 11 Save: 16
Weapon: Range: SRM | Reload
None

Weapon: Range: SRM | Reload
Leader 2: K-9 Rating: Adv.
Shoot: 10 Scuffle: 6 Save: 15
Weapon: Range: SRM | Reload
Ray Wpn. 6"/12" 3 Yes
Weapon: Range: SRM | Reload
Stun Ray 6"/12" N/A No
Unit: The Doctor Morale:

Shoot: Scuffle: Speed:
Weapon: Range: SRM | Reload

Morale and Tests of Manhood

To check morale, a unit rolls 1d20, divides by (2 for units
or 5 for crews), rounding down, and then modifies the roll
as indicated below. If the modified die roll is less than
the number of figures remaining in the unit, the unit
passes morale.

(‘h eck m “..” ~ 1:1] on:

*The unit loses a figure

-2 Army leader w/l 3"

- ) -1 unit leader is present
*The unit wants to charge .
) ) ) © -1 behind light cover
*The unit receives a charge .
- ) -2 behind heavy cover
*The army commander dies o ]
o ) -1 unit is charging

A vehicle takes any kind

o -1 Crack morale
of hit

+1 Green morale

Morale Failure Results (1d20 for each soldier in unit)
Hero | Adv. | Ldr. Vet.
1-8 1-6 1-4 1.2

Result

No effect

Fire at random
enemy

9.10 | 7.8 5.6 | 3.4 1,2

Charge toward
nearest enemy
Run 127 in
random direction

11,121 9,10 | 7.8 5.6 | 3.4

13,14 11,12 9,10 | 7.8 | 5,6

Freeze (no action

. 2
15,1613, 14| 11,12 9,10 | 7.8 this card)

Movement Base | Charge | % Movement through

Infantry 6” +1d6 woods, water, rough, etc.
” -2” over fence, elevation,
Cavalry 12 +1d6
door, etc.

Back 6 away

17,1815, 1613, 14|11, 12] 9,10 | -
from enemy

., v
19,2017 18] 15-18 [ 13-16 | 11-16 | Run 127 away
from enemy

- 19,20(19,20] 17-20 | 17-20 | Run off the table!

ASLISRT

Glorious Adventures in Science
Loosely Involving Generally Historical Times

Morale and Tests of Manhood

To check morale, a unit rolls 1d20, divides by (2 for units
or 5 for crews), rounding down, and then modities the roll
as indicated below. If the modified die roll is less than
the number of figures remaining in the unit, the unit

Leader 1: Romana | Rating: Adv. passes morale, -
Shoot: 7 Scuffle: 7 Save: 14 Check morale when: .
) N -2 Army leader w/l 3
Weapon: Range: SRM | Reload *The unit loses a figure . .
- ) -1 unit leader is present
None -'I_hg un?t W anT.\ tocharge [ o light cover
Weapon: Range: SRM | Reload *The unit receives a chur:l_jc 2 behind heavy cover
*The army commander dies o L
7 -1 unit is charging
. " A vehicle takes any kind .
Leader 2: Mike Yates Rating: Vet. of hit -1 Crack morale
Shoot: 8 Scuffle: 7 Save: 12 41 Green morale
Weapon: Range: SRM | Reload
Pistol 6"/12" -10 No Morale Failure Results (1d20 for each soldier in unit)
Weapon: Range: SRM Reload Hero | Adv. | Ldr. | Vet. | Extra | Result
1-8 1-6 1-4 1,2 No effect
Unit: Roman | + Unit Morale: Vet 910 7.8 | 5.6 | 3.4 ] 1.2 ixl:;ml\l random
. . . n -
Shoot: 7 Scuffle: 7 Speed: 6 Lialotol s | 56 | 54 |Charee oward
Weapon: Range: SRM | Reload i % | 27 | nearest enemy
. o7
Rifle 18"/36" -8 No 13,14] 11, 12| 9,10 | 7.8 [ 5.6 [Ru 1270
random direction

Movement Base | Charge | % Movement through

Infantry 6” +1d6 woods, water, rough, etc.
” -2” over fence, elevation,
Cavalry 12 +1d6
door, etc.

Freeze (no action
this card)

Back 6 away
from enemy

15,1613, 14| 11,12 9,10 | 7.8

17,1815, 1613, 14|11, 12] 9, 10

., v
19,2017 18] 15-18 [ 13-16 | 11-16 | Run 127 away
from enemy

- 19,20(19,20] 17-20 | 17-20 | Run off the table!

The Doctor

Roman | + Unit
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Leader 1: Liz Shaw Rating: Adv
Shoot: 8 Scuffle: 8 Save: 12
Weapon: Range: SRM | Reload
None

Weapon: Range: SRM | Reload

Leader 2: Sgt. Osgood

Rating: Ldr.

Morale and Tests of Manhood

To check morale, a unit rolls

the number of figures remain
passes morale.

or 5 for crews), rounding down, and then modifies the roll
as indicated below. If the modified die roll is less than

1d20, divides by (2 for units

ing in the unit, the unit

s"h el n] ]l.’ o 1:1] \”

*The unit loses a figure
*The unit wants to charge
*The unit receives a charge
*The army commander dies
A vehicle takes any kind
of hit

-2 Army leader w/l 3"

-1 unit leader is present
-1 behind light cover
-2 behind heavy cover
-1 unit is charging

-1 Crack morale

+1 Green morale

Shoot: 7 Scuffle: 9 Save: 10
Weapon: Range: SRM | Reload .
Pistol 6"/12" 10 No Morale Failure Results (1d20 for each soldier in unit)
Weapon: Range: SRM Reload Hero | Adv. | Ldr. Vet. Result
Rifle 18"/36" -8 No 1-8 1-6 -4 11,2 No effect
T .o - Fire at random
Unit: Liz Shaw + UNIT Morale: Vet 9.10 [ 7.8 [ 5.6 [ 3.4 | 1,2 | 2SR
Shoot: 7 Scuffle: 7 Speed: 6" nalo 1ol 7.8 | 5.6 | 34 |Charge toward
N V2 > ) 3,4
Wea pon: Range: SRM Reload nearest enemy
. ~PE
Rifle 18"/36" -8 No 13,14] 11, 12| 9,10 | 7.8 [ 5.6 [Ru 1270
random direction
15,1613, 14| 11, 12| 9, 10 | 7,8 | Freeze (noaction
this card)
Movement Base | Charge | % Movement through 15l s ’ Back 6” away
Infantry 6" +1d6 | woods, water, rough, etc. 17, 18115, 16113, 14 11,121 9, 10 from enemy
-2” over fence, elevation 2 e
Cavalr 127 | +1de ' ' 0(17. 18] 15-18| 13- -1 | Run 127 away
y door, etc. 19,2017, 18| 15-18 | 13-16] 11-16 from cnemy
- 19,20119,20( 17-20 | 17-20 | Run off the table!
®
L l Morale and Tests of Manhood
ohYolaodoNd
U) Glorious Adventures in Sei 9 ) To check morale, a unit rolls 1d20, divides by (2 for units
Loosely If::;';“g é::;:f;';isf;:;:n,m or 5 for crews), rounding down, and then modities the roll
as indicated below. If the modified die roll is less than
the number of figures remaining in the unit, the unit
Leader 1: Lt. Lethbridge- Rating: passes morale. .
Stewart Adv./Star Check morale when: o
- ) N -2 Army leader w/l 3
Shoot: 8 Scuffle: 8 Save: 16 +The unit loses a figure ) .
- ) -1 unit leader is present
Weapon: Range: SRM | Reload *The unit wants to charge -1 behind light cover
H n n «The it receives a charoe
Pistol 6"/12 -10 No 'I_hg unit receives a dmth_t -2 behind heavy cover
Weapon: Range: SRM Reload *The au.m'\; wmmundul dies -1 unit is charging
A vehicle takes any kind .
. - -1 Crack morale
of hit .
Leader 2: Rating: +1 Green morale
Shoot: Scuffle: Save:
Weapon: Range: SRM | Reload Morale Failure Results (1d20 for each soldier in unit)
Hero | Adv. | Ldr. | Vet. | Extra | Result
Weapon: Range: SRM | Reload 1-8 1-6 1-4 | 1,2 No effect
9 10| 7.3 5.6 34 12 Fire at random
- - ' ' ' 7 | enemy
Unit: Lethbridge-Stewart Morale: Vet Charee loward
11,12] 9,10 | 7.8 | 5.6 | 3.4 |1 towar
Shoot: 7 Scuffle: 7 Speed: 6" i a ’ o nearest enemy
. . ~PE
Weapon: Range: SRM Reload ] e el 3 51?1'(‘]011:1 dlil;cction
Rifle 18"/36" -8 No ~ -
1516013 12l 11121 9. 10 | 7.8 Freeze (no action
’ - ’ this card)
7 1% Back 6 away
Movement Base | Charge |’ Movement through 17, 18115, 16113, 14 11,121 9, 10 from enemy
Infantry 6” +1d6 woods, water, rough, etc. 2” away
" over fence. elevation 19,2017, 18| 15-18 | 13-16 | 1116 | KU 12 away
” ) ) from enemy
Cavalry 12 +1d6 door, etc
— - 19,20119,20( 17-20 | 17-20 | Run off the table!

Liz Shaw + UNIT

Lethbridge-
Stewart
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Leader 1: Sgt. Benton Rating: Adv
Shoot: 8 Scuffle: 9 Save: 15
Weapon: Range: SRM | Reload
Rifle 18"/36" -8 No
Weapon: Range: SRM | Reload
Pistol 6"/12" -10 No
Leader 2: Rating:

Shoot: Scuffle: Save:

Weapon: Range: SRM | Reload
Weapon: Range: SRM | Reload
Unit: Sgt.Benton + UNIT Morale: Vet
Shoot: 7 Scuffle: 7 Speed: 6"
Weapon: Range: SRM | Reload
Rifle 18"/36" -8 No

Morale and Tests of Manhood

To check morale, a unit rolls 1d20, divides by (2 for units
or 5 for crews), rounding down, and then modifies the roll
as indicated below. If the modified die roll is less than
the number of figures remaining in the unit, the unit
passes morale.

(‘h eck m “..” ~ 1:1] on:

*The unit loses a figure

-2 Army leader w/l 3"

- ) -1 unit leader is present
*The unit wants to charge .
) ) ) © -1 behind light cover
*The unit receives a charge .
- ) -2 behind heavy cover
*The army commander dies o ]
o ) -1 unit is charging

A vehicle takes any kind

o -1 Crack morale
of hit

+1 Green morale

Morale Failure Results (1d20 for each soldier in unit)

Hero | Adv. | Ldr. Vet. Result

1-8 1-6 1-4 1,2 No effect

Fire at random
enemy

9.10 | 7.8 5.6 | 3.4 1,2

Charge toward
nearest enemy
Run 127 in
random direction

11,121 9,10 | 7.8 5.6 | 3.4

13,14 11,12 9,10 | 7.8 | 5,6

Freeze (no action

. 2
15,1613, 14| 11,12 9,10 | 7.8 this card)

Movement Base | Charge | % Movement through

Infantry 6” +1d6 woods, water, rough, etc.
” -2” over fence, elevation,
Cavalry 12 +1d6
door, etc.

Back 6 away

17,1815, 1613, 14|11, 12] 9,10 | -
from enemy

., v
19,2017 18] 15-18 [ 13-16 | 11-16 | Run 127 away
from enemy

- 19,20(19,20] 17-20 | 17-20 | Run off the table!

ASLISRT

Glorious Adventures in Science
Loosely Involving Generally Historical Times

Morale and Tests of Manhood

To check morale, a unit rolls 1d20, divides by (2 for units
or 5 for crews), rounding down, and then modities the roll
as indicated below. If the modified die roll is less than
the number of figures remaining in the unit, the unit

Leader 1: Stevens Rating: Vet passes morale, -

Shoot: 7 Scuffle: 7 Save: 12 Check morale when: .
) N -2 Army leader w/l 3

Weapon: Range: SRM | Reload +*The unit loses a figure . .

. " " No «The unit wants to charee -1 unit leader is present
Pistol 6"/12 -10 "IK un?t \\anT.\ oc¢ l‘lnbk -1 behind light cover
Weapon: Range: SRM | Reload *ihounit zeceives a ¢ “"f*" -2 behind heavy cover

*The army commander dies o L
7 -1 unit is charging
. A vehicle takes any kind .
Leader 2: Rating: of hit ’ -1 Crack morale
Shoot: Scuffle: Save: 1 Green morale
Weapon: Range: SRM | Reload
Morale Failure Results (1d20 for each soldier in unit)
Weapon: Range: SRM Reload Hero | Adv. | Ldr. | Vet. | Extra | Result
1-8 1-6 1-4 1,2 No effect
Unit: Security Gds 1 Morale: Vet 910 7.8 | 5.6 | 3.4 ] 1.2 ixl:;ml\l random
. . . n -
Shoot: 6 Scuffle: 7 Speed: 6 L alotol s se [aa Charge toward
Weapon: Range: SRM | Reload i % | 27 | nearest enemy

. <o
Rifle 18"/36" -8 No 13,1411, 12] 9,10 | 7.8 | 5.6 [Run 12"

random direction

Movement Base | Charge | % Movement through

Infantry 6” +1d6 woods, water, rough, etc.
” -2” over fence, elevation,
Cavalry 12 +1d6
door, etc.

Freeze (no action
this card)

Back 6 away
from enemy

15,1613, 14| 11,12 9,10 | 7.8

17,1815, 1613, 14|11, 12] 9, 10

., v
19,2017 18] 15-18 [ 13-16 | 11-16 | Run 127 away
from enemy

- 19,20(19,20] 17-20 | 17-20 | Run off the table!

Sgt.Benton +
UNIT

Security Gds 1
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Morale and Tests of Manhood

To check morale, a unit rolls

the number of figures remain

or 5 for crews), rounding down, and then modifies the roll
as indicated below. If the modified die roll is less than

1d20, divides by (2 for units

ing in the unit, the unit

. X asscs rale.
Leader 1: Elgin Rating: Vet _ -
: : : " el e o o hen: -
Shoot: 6 Scuffle: 6 Save: 10 (.hs.s..la.mumls._um__ : - -2 Army leader w/l 3
Weapon: Range: SRM | Reload ._I_IK un?t loses a figure -1 unit leader is present
None --I_hg un?t W anT.\ to charge -1 behind light cover
Weapon: Range: SRM Reload *The unit receives a dmgc -2 behind heavy cover
*The army commander dies o .
o ) -1 unit is charging
- A vehicle takes any kind rack ale
Leader 2: Rating: of hit -1 Crack morale
Shoot: Scuffle: Save: +1 Green morale
Weapon: Range: SRM | Reload .
Morale Failure Results (1d20 for each soldier in unit)
Weapon: Range: SRM Reload Hero | Adv. | Ldr. Vet. Result
1-8 1-6 1-4 1,2 No effect
Unit: Security Gds 2 Morale: Vet 9.10 [ 7.8 | 5.6 [ 3.4 | 1,2 |Lircatrandom
Shoot: 6 Scuffle: 6 Speed: 6" Halotol 78 56l sa Charge toward
Weapon: Range: SRM | Reload ’ = nearest enemy
. ~PE
Rifle 18"/36" -8 No 13,14] 11, 12| 9,10 | 7.8 [ 5.6 [Ru 1270
random direction
15,1613, 14| 11, 12| 9, 10 | 7,8 | Freeze (noaction
this card)
Movement Base | Charge | % Movement through 15l s ’ Back 6” away
Infantry 6” +1d6 woods, water, rough, etc. 17, 18115, 16113, 141 11,121 9, 10 from enemy
-2” over fence, elevation 2 e
Cavalr 127 | +1d6 ' ’ 20]17. 18] 15-18 | 13- -1 | Run 127 away
y door, etc. 19,2017, 18| 15-18 | 13-16] 11-16 from cnemy
- 19,20119,20( 17-20 | 17-20 | Run off the table!
®
S L l ﬂ Morale and Tests of Manhood
ohYolaodoNd
U) Glorious Adventures in Sei 9 ) To check morale, a unit rolls 1d20, divides by (2 for units
Loosely If::;';“g é::;:f;';isf;:;:n,m or 5 for crews), rounding down, and then modities the roll
as indicated below. If the modified die roll is less than
the number of figures remaining in the unit, the unit
Leader 1: Rating: passes morale.
Shoot: Scuffle: Save: Check morale when:
- ) N -2 Army leader w/l 3"
Weapon: Range: SRM | Reload +*The unit loses a figure . .
) N -1 unit leader is present
*The unit wants to charge C )
- ) ) c -1 behind light cover
Weapon: Range: SRM | Reload -I_hc unit receives a chur:l_jc 2 behind heavy cover
*The army commander dies o L
o ) -1 unit is charging
. A vehicle takes any kind .
Leader 2: Rating: of hit -1 Crack morale
Shoot: Scuffle: Save: L1 Green morale
Weapon: Range: SRM | Reload
Morale Failure Results (1d20 for each soldier in unit)
Weapon: Range: SRM Reload Hero | Adv. | Ldr. | Vet. | Extra | Result
1-8 1-6 1-4 1,2 No effect
Unit: Morale: 9,10 7.8 | 5.6 | 3.4 | 1.2 i :;:: random
Shoot: Scuffle: Speed: Lialotol s | 56 | 54 |Charee oward
Weapon: Range: SRM | Reload ' % | 27 | nearest enemy
~PE
13,14] 11, 12| 9,10 | 7.8 [ 5.6 [Ru 1270
random direction
151611314111 121 9. 10 | 7.8 Freeze (no action
i ’ this card
Movement Base | Charge | % Movement through - ..)
7 1@ Back 6™ away
Infantry 6 +1d6 woods, water, rough, etc. 17,1815, 1613, 14|11, 12] 9,10 from enemy
Caval 1" +1d6 -2” over fence, elevation, Run 127 -n\"-w
avalry door, etc. 19,20[17, 18] 15-18 [ 13-16 | 11-16 | o1 = WD
from enemy
- 19,20119,20( 17-20 | 17-20 | Run off the table!

Security Gds 2
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Morale and Tests of Manhood

To check morale, a unit rolls 1d20, divides by (2 for units
or 5 for crews), rounding down, and then modifies the roll
as indicated below. If the modified die roll is less than
the number of figures remaining in the unit, the unit

. X asscs rale.
Leader 1: Sontaran Prime Rating: Adv _ -

: : : " el o o hen: "
Shoot: 9 Scuffle: 9 Save: 18 (.hs.s..la.mumls._um__ : - -2 Army leader w/l 3
Weapon: Range: SRM | Reload ._I_IK un?t loses a figure -1 unit leader is present
Ray 12"/24" 0 No --I_hg un?t w anT.\ to charge -1 behind light cover
Weapon: Range: SRM Reload *The unit receives a dmgc -2 behind heavy cover

*The army commander dies o .
o ) -1 unit is charging
- A vehicle takes any kind rack ale
Leader 2: Rating: of hit -1 Crack morale
Shoot: Scuffle: Save: +1 Green morale
Weapon: Range: SRM | Reload .
Morale Failure Results (1d20 for each soldier in unit)
Weapon: Range: SRM Reload Hero | Adv. | Ldr. Vet. Result
1-8 1-6 1-4 1,2 No effect
Unit: Sontarans 1 Morale: Elite 9.10 [ 7.8 | 5.6 [ 3.4 | 1,2 |Lircatrandom
Shoot: 9 Scuffle: 9 Speed: 5" nalo 1ol 7.8 | 5.6 | 34 |Charge toward
Weapon: Range: SRM | Reload . : °> | nearest enemy
~PE
Ray 12"/24" 0 No 13,14[11,12| 9,10 | 7.8 | 5.6 |Runl2"in
random direction
15,16]13, 14| 11, 12| 9,10 | 7,8 | Ereeze (noaction
this card)
Movement Base | Charge | % Movement through 15l s ’ Back 6” away
Infantry 6” +1d6 woods, water, rough, etc. 17, 18115, 16113, 141 11,121 9, 10 from enemy
” -2” over fence, elevation, 2 awray
Cavalry 127 | 4196 | 4o e, 19,2017, 18| 15-18 | 13-16 | 11-16 | Run 12" away

from enemy

- 19,20(19,20] 17-20 | 17-20 | Run off the table!

ASLISRT

Glorious Adventures in Science
Loosely Involving Generally Historical Times

Morale and Tests of Manhood

To check morale, a unit rolls 1d20, divides by (2 for units
or 5 for crews), rounding down, and then modities the roll
as indicated below. If the modified die roll is less than
the number of figures remaining in the unit, the unit

Leader 1: Sontaran Secundus | Rating: Adv passes morale, -
Shoot: 9 Scuffle: 9 Save: 18 Check morale when: .
- ; N -2 Army leader w/l 3
Weapon: Range: SRM | Reload *The unit loses a figure . .
" " No The unit wants to charee -1 unit leader is present
Ray 12"/24 0 e umitwants to Charge | 1 pohind light cover
Weapon: Range: SRM | Reload *The unit receives a chur:l_jc 2 behind heavy cover
*The army commander dies o L
o ) -1 unit is charging
. A vehicle takes any kind .
Leader 2: Rating: of hit ’ -1 Crack morale
Shoot: Scuffle: Save: +1 Greenmorale
Weapon: Range: SRM | Reload
Morale Failure Results (1d20 for each soldier in unit)
Weapon: Range: SRM | Reload Hero | Adv. | Ldr. | Vet. | Extra | Result
1-8 1-6 1-4 1,2 No effect
Unit: Sontarans 2 Morale: Elite 910 7.8 | 5.6 | 3.4 | 1.2 ixl:;ml\l random
. . . n -
Shoot: 9 Scuffle: 9 Speed: 5 Lialotol s | 56 | 54 |Charee oward
Weapon: Range: SRM | Reload i % | 27 | nearest enemy
~hr
Ray 12"/24" 0 No 13,14] 11, 12| 9,10 | 7.8 [ 5.6 [Ru 1270
random direction
15,1613, 14| 11, 12| 9,10 | 7,8 | Frecze (noaction
this card)
Movement Base | Charge | % Movement through Ty —
g ds, water, rough, etc 17, 18] 15, 16 13, 18] 11, 12| 0, 10 [ Back 67 away
Infantry 6 +1d6 woods, water, gh, etc. 7, R 3, L1219, from enemy
Caval 127 1d6 -2” over fence, elevation, Run 127 away
avalry * door, etc. 19,2017, 18] 15-18 | 13-16 | 11-16 | U0 12 @AW
from enemy

- 19,20(19,20] 17-20 | 17-20 | Run off the table!

Sontarans 1

Sontarans 2
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Leader 1: Dalek A Rating: Vet
Shoot: 9 Scuffle: 4 Save: 20
Weapon: Range: SRM | Reload
Plunger Ray |12"/24" 5 No
Weapon: Range: SRM | Reload
Leader 2: Dalek B Rating: Vet
Shoot: 9 Scuffle: 4 Save: 20
Weapon: Range: SRM | Reload
Plunger Ray |12"/24" 5 No
Weapon: Range: SRM | Reload
Unit: Daleks 1 Morale:

Shoot: Scuffle: Speed:
Weapon: Range: SRM | Reload

Morale and Tests of Manhood

To check morale, a unit rolls 1d20, divides by (2 for units
or 5 for crews), rounding down, and then modifies the roll
as indicated below. If the modified die roll is less than
the number of figures remaining in the unit, the unit
passes morale.

(‘h eck m “..” ~ 1:1] on:

*The unit loses a figure

-2 Army leader w/l 3"

- ) -1 unit leader is present
*The unit wants to charge .
) ) ) © -1 behind light cover
*The unit receives a charge .
- ) -2 behind heavy cover
*The army commander dies o ]
o ) -1 unit is charging

A vehicle takes any kind

o -1 Crack morale
of hit

+1 Green morale

Morale Failure Results (1d20 for each soldier in unit)
Hero | Adv. | Ldr. Vet.
1-8 1-6 1-4 1.2

Result

No effect

Fire at random
enemy

9.10 | 7.8 5.6 | 3.4 1,2

Charge toward
nearest enemy
Run 127 in
random direction

11,121 9,10 | 7.8 5.6 | 3.4

13,14 11,12 9,10 | 7.8 | 5,6

Freeze (no action

. 2
15,1613, 14| 11,12 9,10 | 7.8 this card)

Movement Base | Charge | % Movement through

Infantry 6” +1d6 woods, water, rough, etc.
” -2” over fence, elevation,
Cavalry 12 +1d6
door, etc.

Back 6 away

17,1815, 1613, 14|11, 12] 9,10 | -
from enemy

., v
19,2017 18] 15-18 [ 13-16 | 11-16 | Run 127 away
from enemy

- 19,20(19,20] 17-20 | 17-20 | Run off the table!

ASLISRT

Glorious Adventures in Science
Loosely Involving Generally Historical Times

Morale and Tests of Manhood

To check morale, a unit rolls 1d20, divides by (2 for units
or 5 for crews), rounding down, and then modities the roll
as indicated below. If the modified die roll is less than
the number of figures remaining in the unit, the unit

Leader 1: Dalek C Rating: Vet passes morale, -
Shoot: 9 Scuffle: 4 Save: 20 Check morale when: .
) N -2 Army leader w/l 3
Weapon: Range: SRM | Reload *The unit loses a figure . .
" " No «The unit wants to charee -1 unit leader is present
Plunger Ray 12"/24 5 - ¢ un?t \\anT.\ o charge -1 behind light cover
Weapon: Range: SRM Reload *The unit receives a charge -2 behind heavy cover
*The army commander dies o L
7 -1 unit is charging
. A vehicle takes any kind .
Leader 2: Dalek D Rating: Vet of hit -1 Crack morale
Shoot: 9 Scuffle: 4 Save: 20 41 Green morale
Weapon: Range: SRM | Reload
Plunger Ray 12"/24" 5 No Morale Failure Results (1d20 for each soldier in unit)
Weapon: Range: SRM Reload Hero | Adv. | Ldr. | Vet. | Extra | Result
1-8 1-6 1-4 1,2 No effect
Unit: Daleks 2 Morale: 910 7.8 1561 3.4 1.2 ixl:;n‘ll\l random
Shoot: Scuffle: Speed: Lialotol s | 56 | 54 |Charee oward
Weapon: Range: SRM | Reload i % | 27 | nearest enemy
<o
13,1411, 12] 9,10 | 7.8 | 5.6 [Run 12"
random direction

Movement Base | Charge | % Movement through

Infantry 6” +1d6 woods, water, rough, etc.
” -2” over fence, elevation,
Cavalry 12 +1d6
door, etc.

Freeze (no action
this card)

Back 6 away
from enemy

15,1613, 14| 11,12 9,10 | 7.8

17,1815, 1613, 14|11, 12] 9, 10

., v
19,2017 18] 15-18 [ 13-16 | 11-16 | Run 127 away
from enemy

- 19,20(19,20] 17-20 | 17-20 | Run off the table!

Daleks 1

Daleks 2




