Pursuit Encounter

Step 1: The pursuit begins with each character rolling for Initiative to determine their order of action and range band.
Step 2: GM declares the Obstacle for the round.
Step 3: Then each character takes turns in initiative order taking 2 actions, they cannot repeat the same action in the same round.
Repeat from Step 2 until half of the PCs have escaped pursuit or a PC is halted.
Distance: There are three range bands, Close, Trailing and Far. Close is always the range band of the lead character. Trailing is within sight of the lead. Far is in danger of falling too far behind.

General Actions:
· Gain Position - Takes 2 Actions + Obstacle Check. Success results in moving forward one range band. Failure results in maintaining current range band.
· Maintain Position - Takes 1 Action + Obstacle Check. Success results in maintaining current range band. Failure results in falling back one range band.
· Attack - Takes 1 Action. Make an attack roll, resolved as normal. Ranged weapons that fire in a line or a cone and melee weapons may only target enemies within your current range band. You suffer Disadvantage when firing into a range band other than the one you are currently within.
· Halt or Take the Lead - Takes 2 Actions + currently in Close range band + Obstacle Check. Failure results in falling back one range band. Success results in the leader must make an Athletics or Acrobatics check with the DC equal to your result. If they do not succeed, then you have caught your target or taken the lead.
· Evasive Maneuver - Takes 1 Action. All attacks against you suffer disadvantage until the start of your next turn.
· Seek - Takes 1 Action + Perception DC 20. Success results on gaining advantage on next Maintain or Attack action this turn.
Lead Actions: These are actions you can only take while in the Lead Position.
· Maintain Lead - Takes 1 Action. No check required, but if you fail to do it you lose the lead and the character with the highest initiative in the Close range band takes the lead.
· Change Course - 1 Action + Perception DC 20. Success results in choosing the obstacle (but not DC) of the next round. The GM May rule that some obstacles aren't available.
· Evade - Takes 1 Action + No enemy characters are in the close or trailing range + Obstacle Check OR Stealth Check of the same DC contested by the Insight or Perception of any enemies in the close or trailing band. All enemies that do not beat the lead's result are moved back on step (maximum Far range). If all enemies are at the Far range band after this action, you have evaded pursuers. The character with the next highest Initiative becomes the new lead.

