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Introduction Wotan’s purposes. Soon, all four of Wotan’s victims are
together, and are issued their orders. Dodo is to bring the
Landing in London during the memorable year of 196@)octor himself before Wotan, so that the machine may ab-
the Doctor and his companion Dodo Chaplet step out @brb his mind and use his knowledge for its own inestima-
the TARDIS and straight into another adventure. The Dogle purposes. In inimitably evil tones, Wotan utter the im-
tor immediately senses something as he leaves the TARDIgbrtal phrase, “Dr. Who is required.” After it has taken
a powerful force that sends a prickling sensation in higver the Doctor, it will decide on the fate of the human
hands. Sensing that it has something to do with a deviggce. The first target for Wotan’s new regime is London,
contained within the Post Office Tower, he heads off tand to successfully subjugate the people of London, War
investigate. Machines must be built to attack and capture strategic

Here he meets Professor Brett, a scientist who has devepints of human authority.

oped a computer years ahead of its time. Dubbed “Wotarfieading to the Inferno to look for Dodo, the Doctor meets
it can think faster and more efficiently than humans, ander new friends, Ben Jackson and Polly, much to the Doc-
Brett intends that his life’s work be used as a problem solvesr’s relief. However, she is now under the control of Wotan,
and as a kind of “nervous centre” for like machines acrosgd tries to separate the Doctor from the others. The next
the globe. The Doctor sounds sceptical at first, questionihy, she manages to connect the Doctor to Wotan through
Brett with a characteristic “Hmm! Hmm!”, but soon dis-the telephone system, but the Doctor, although shaken,
covers that it can indeed think for itself. When Dodo posesanages to throw off Wotan’s mind control and finds out
Wotan the question “What is the TARDIS?", its correcfrom Dodo that there’s “a new and deadly danger facing
answer alarms the Doctor. Why should a machine on Earis”; and the heart of the evil lies in Professor Brett's of-
know what the TARDIS is? fice. Sending Dodo into a trance to shake off Wotan'’s con-
While Dodo heads off to “The Inferno” (allegedly the hot-trol, the Doctor sends her away to Sir Charles’ home in the
test nightspot in town) with Professor Brett's secretary PollgOUNtry and prepares to take steps to solve the mystery.
the Doctor heads to the Royal Scientific Club to attend therhe Doctor spots a newspaper article featuring a tramp
press conference where the world will be informed aboypund dead in the Covent Garden area, and recalls meet-
Wotan. Setting C-Day (computer day) for four days timeing the hobo the previous night while hailing a taxi. Ben
spokesman Sir Charles Summer describes how Wotan ogsits the Doctor, because Polly hasn't turned up for a lunch-
think for itself to a disbelieving audience. One reporter eveion meeting. When the Doctor mentions the tramp Ben
asks the question “Suppose it decides it can do withotémembers him too, and the Doctor asks him to go and
people; what then?”. Little does he know, but that's preinvestigate the warehouse that the tramp said he’d be sleep-
cisely what's on Wotan’s mind. ing in. Ben is shocked to discover Major Green co-

Professor Brett is the first to fall under the influence of hi§rdinating the assembly of a War Machine, one of Wotan's

creation. Unable to resist Wotan's powerful mind controlcOMPuter controlled robots designed to help the evil ma-

the Professor travels to the press conference, and takes $Ai'€ take over London. Ben knows that he must escape
electronics expert Professor Krimpton for “conversion”. ByA"d wamn the Doctor, and it is then he meets Polly, who

the time he returns, Brett has a new ally in the shape BPP€ars to be under the control of Wotan too.

Major Green, who is in charge of security at the Tower. HEventually, Ben escapes from the warehouse, and warns
is ordered to ensnare Dodo, the Doctor's companion, afife Doctor and Sir Charles about the new menace facing
Wotan brings her under control through a telephone call.ondon. Sir Charles authorises military action, and the

It is Professor Krimpton's honour to be the first to heaffMY 9o to the warehouse in a bid to round up the servants

Wotan’s plan. The super-machine has decided that the Eath?Votan and their War Machine. However, this is a much

can not progress any further with mankind running it, s§1ore difficult mission than they first envisaged.
Wotan has decided that humans are to be enslaved to serve



troops in Assault combat. They also suffer restrictions on
EprisopE 1 their movement because they are under the control of the
machines, and have to remain within 10" of the War Ma-
chine or 8” of the Civilian Leader at all times or become

R U M B |_ E | N TH E subject to confusion (see Special Rules).

Your War Machine is not yet completely finished, but is
WAR EH OUS E adequate enough to deal with the human soldiers. See the

Special Rules section for details about your War Machine.
Your main objective is to take the Discovery Counters out

of the warehouse so that the Doctor and his allies can not
use them. If you can hide much of the evidence, then it will

This scenario requires;

. 1 War Machine be difficult for the Doctor to formulate a successful plan
. 10 Civilian Workers (use Resistance Fighters ¢f92/nst you-

other Civilian figures for these people) Scenery, Deployment and Special Rules

, L Civilian Worker leader (use a miniature differentyy o 1ap10 shouid be about 4' x 4'. The battle takes place

from the other civilians - .
) inside the warehouse. You can use normal terrain boards,

. Orange Patrol : 1 Detachment of UNIT Troopers; but make sure that you put plenty of terrain features on it so
Corporal with SLR, 4 troopers with SLRs and 2 SMG troogthat there is very little in the way of open ground. Harle-
ers quin’s forthcoming crates make ideal terrain pieces for this

fcenario. There should be an area in the centre of the board
about 8” square that is open; it is here that the War Ma-
chine and the civilian workers begin the game. The sol-
. The Doctor & Ben Jackson diers begin the game at the points depicted on the map.

. Red Patrol : 1 Detachment of UNIT Troopers;
Sergeant, 3 SLR troopers and 1 grenade trooper

The soldiers have gone in to carry out reconnaissanthere are four exits from the warehouse; these four exits
against the Machines and their human servants. They are the only means of leaving the table.

under orders to gather as much information as they c r% . -

about the War Machines so that the Doctor can think zftaCkmg Civilians

some way of defeating them, There are several special rules to use in this scenario. Be-
The War Machine is not yet fully functional, but neverthec@use of the nature of the mission, the soldiers are not al-
less is still formidable. The civilian workers are utterlyoWed to kill the civilians, so may not fire at them. The
loyal to their mechanical master, and will gladly Sacriﬁcé)n'ly way that the soldiers can subdue the civilian workers

their lives for the glory of the machines. is in Assault combat. If the soldiers “kill” a civilian in As-
) ] sault combat, then that civilian is considered captured and
- is removed from play, along with any Discovery Counters
Outline - Army Units and the Doctor ' d from play, along with any Di C

_ that the civilian is carrying. These pass to the victorious
Two detachments of soldiers (use UNIT troopers) have be§8|dier.

sent into the warehouse to try and retrieve as much infor-
mation about the War Machines as they can. They are dfeapon Jams
companied by the Doctor and Ben Jackson, both of wh

know the power that the War Machines hold. QPP1e soldiers can use their guns against the War Machine.

However, one of the special features of the Covent Garden
Each of the patrols begin inside the warehouse at eith#tar Machine is that it causes weapons to jam. Every turn
end. They have to try and collect Discovery Counters attidat the War Machine is in action (i.e. not destroyed), roll
either take them to the Doctor or escape off the table wilD6. Consult the weapon jamming table below to see what
them. Each of these will help the Doctor in this missiohappens to the soldiers’ guns. This roll is made when the
and in the ones that follow. soldiers first try to fire at the War Machine in their turn.

The soldiers can only fire and use grenades against tﬂ%e result rolled applies for the rest of the turn.
War Machine itself; they cannot open fire on the civiliafFor example, a soldier wants to open fire on the War Ma-
workers. They can engage the civilians in assault combahine. It is the

see the Special Rules section for details. first time in his
Outline - The War Machines & their Ci- . biayer has o6 Roll | Effect

. : 0 e
vilian Servants opened fire. The
Yl t uphold the gl f th hi d t%vgr Machine - o effect

‘ou must upho e glory of the machines and see er rolls 1d6 - —
none of the humans survive. Your War Machine has uahg consults the 2-3 | All guns within 8" of the

L - War Machine jam.

dergone several tests already, but this will be the ultimatgy|e. Rolling a
test; locate the humans and destroy them for Wotan!  «3» \\a see that 4-6 | All guns within 12" of the
' War Machine jam

All the Civilians are unarmed, and can only engage ttdl  soldiers




within 8” of the War Machine can not use their weaponsone.

because they have jammed. This applies to the soldier f‘Fﬁe soldiers can also carry counters; they are limited to

ing now, and to all others firing this turn. Next turn, Wherc])ne per soldier. Ben Jackson can carry two, and the Doctor

the human player wants to fire again, another roll is made, e
. L can carry an unlimited amount. The Doctor may use these
The effect only lasts for the turn in which it was rolled

o ) . .Discovery Counters to try and deactivate the War Machine,
soldiers’ guns are automatically unjammed at the begin-

ning of the next turn, although they may will have to ol May hold on to them and use them in the next scenario.
on the table again if they wish to fire at the War MachingJamming the War Machine

This is because the War Machine is still only semi-opera- . . .
tional, and the effect it has is not consistent. If within 6” of the War Machine, the Doctor can try and

_ jam its electronic signals. The Doctor must be within 6” of
Discovery Counters the War Machine at the beginning of his turn, and must
: . . . spend the whole turn trying to jam the machine. He can
In this scenario, all miniatures may collect Dlscover)(I . o

se any Discovery Counters he has at the beginning of the

Counters. The civilian workers may try and escape the Ware 1o do this: this means that jamming the War Machine

. g . .t
house with them or use them to repair their War Machine mould take place before any new counters are handed to

it gets damaged. The soldiers may take them to the Doc Pnre Doctor to save confusion, so it should be the first ac-

so that he can use them to subdue the War Machine or il the human player takes in his turn
crease his chances of defeating them in the future. If a char- '

acter passes Each Discovery Counter has a modifier to the die roll that
over a Dis- the Doctor must make in order to jam the War Machine.
covery Coun- At least one Discovery Counter must be used per jamming
ter, he is as- . attempt, and the Doctor may only make one attempt per
sumed to have Modifier | Counter turn. More than one counter may be used each time, and
picked it up. +1 | Technology their bonuses are cumulative. Any counters used in this
way are discarded.

Place eight +1 | Useful Junk

Discovery - If the War Machine is jammed, then it can not be used in
Counters on +2 | Alien Artefact the War Machine player’s turn, and it can not jam sol-
the tabletop; diers’ weapons this turn if it fired upon.

they may be no less than 6” away from any entrance and
less than 5” away from the centre of the warehouse where
the civilians begin the game. At least one of them must IBecause of the control exercised by Wotan, the civilians
an Alien Artefact, so make sure that you've put one in th&re slower to react than usual. All civilians move at a rate
pile before placing them. Also ensure that there are no us#-5” and may not Move Fast, Sneak or Hide. Their As-
less items in there too; the warehouse is full of Wotansault score is -2.

technology. ¢ ;
Any character can pick up a counter. The civilian workersf either the

may use theirs to repair the War Machine if it is damagetbader or the | P® |Resuit
Each counter may be used only once; after that it is digfar Machine, Roll
carded. To fix the War Machine if it is damaged, the chativilians work- 1-4 | No effect
acter with the Discovery Counter must be in base-to-bagses might be-
contact with the War Machine and not engaged in Assaglbme confused.
combat with a soldier. It takes a character’s whole action Kthis happens,
try and repair the machine. Roll 1d6 and add the relativell 1d6 and | © |Vicim must move5"ina
modifier from the table below (the Discovery Counter Modieonsult  the _rfarr:dom dr:recuon. He SItODS
fier table) depending upon what counter you have. A resi@onfusion table If he reaches an obstacle.
of 4 or more means that you have repaired one level bélow. The civilian is subject to the conditions of the roll
damage to the War Machine; if the result is greater thanf6r the rest of his turn. At the start of next turn, the results
then you have repaired two levels of damage (providingp longer apply, and any civilians out of control range must
that the War Machine has sustained this damage). You aaii on the table again.

not increase the War Machine’s hits above its maximum, ..
level this way. Victory Conditions

If the War Machine is jammed, the civilians can fix it. In-The game ends when all the civilians have left the table or
stead of repairing a level of damage, they can opt to unjaare subdued, or all the soldiers are dead. Look at the Dis-
the War Machine. Roll 1d6 and add the respective modifiepvery Counters each player has, and add up the modifiers
from the Discovery Counter table. If the result is greatdhat they would usually bestow. This is the total of Discov-
than “6”, the War Machine is unjammed. ery Counter points each player has. If the Doctor and Ben
Jackson are “dead”, then the War Machine player adds 2

T.O escape with a counter, .th'e. civilian only needs to Ieayg his score. If the War Machine was destroyed, the Doctor
via one of the exits. Each civilian can carry only one coun-Iayer adds +3 to his score. Whoever has the highest score
ter; the civilian leader can carry two, and the War Machir% the winner '

vilian Confusion

5 Victim may take no further
action this turn.




