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o Thepursued go first! - Each Player rolls a die based on the armor their character is
wearing - Light d8, Medium dé, Heavy d4. It is assumed that everyone is going as
fast as they can. Add the two lowest results together and move the Groups token
that amount - the Group’s token may move backwards or forwards.

«  Ifthe tokens are on the same row - the two characters with the Highest rolls may
each narrate and make an attribute test, if they succeed they may each move the
groups token one space forward OR move the NPC’s one space back.

«  The GM rolls 2d6, the NPC token moves that amount, backwards or forwards.

. Ifeither token lands on a Sword Hilt, travel along the Sword to its point.

«  The Chasers have caught the Pursued if: The Chasers get to the end, The Pursued
move through the Chasers token or land on it.

«  The Pursued have escaped when they reach the end. °



