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CHASEICARDIR
Before running a chase you need to build it and
determine what has to happen for it to end.

Choose or randomly draw a number of cards
appropriate to the length of the chase (typically 5
cards). Place these cards in a row face down on the
table, creating a chase track. Flip over the first card
and place representations of the chase participants
on or near it. As the participants overcome the
obstacles presented on the cards, they move along
the chase track, flipping over cards and revealing
new obstacles. There are three chase types.

Sudden Start: All chase participants start on
the same card: the first Chase Card of the track.

Head Start: Some participants have a head
start. Those participants start on the second or
third card of the track.

Long Shot: Some participants have a greater
head start. Those participants start on one of the
middle cards of the chase track.
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For each 10 feet slower than 30 feet a participant
can move, he takes a cumulative —2 penalty on any
check made to navigate obstacles. Likewise, for
every 10 feet faster than 30 feet he can move, he
gains a cumulative +2 bonus on these checks. At
the GM’s discretion, movement advantages (such
as flight) can grant up to a +10 bonus on checks
made to avoid obstacles. Using powerful effects
such as teleportation might also allow a participant
to move without making checks.

It takes a move action to attempt to move from
one Chase Card to another. When a participant
tries to move to a new card, he must attempt to
overcome the obstacle represented by the card he
is currently on. Doing so requires a standard action
to attempt either of the two checks listed. Success
means that the participant moves onto the next
card. Failure means he does not move this turn,
but may try again on his next turn. Participants can
choose not to progress, and use actions to cast
spells or make attacks. When making an attack,
the GM should use the number and nature of the
cards to determine the range and other details.
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OPEN GAME LICENSE VERSION'1.0A

The following text is the property of Wizards of the Coast, Inc. and is
Co[gyng_h; 2000 Wizards of the Coast, Inc (“Wizards’ 2

1. Definitions: (a) “Contributors” means the COpZn%h 1d/or ark
owners who have contributed Open Game Content; (b) “Derivative Material”
means copyrighted material including derivative works and translations
including int6 other computer languges), potation, modification, correction,
addition, extension, upgrade, improvement, compilation, abridgment or
other form in which an existin%work.may be recast, transformed or adapted;
(c) “Distribute” means to reproduce, license, rent, lease, sell, broadcast,
publicly display, transmit or otherwise distribute; (d) “Open Game Content”
means the game mechanic and includes the methads, procedures, processes
S to the extent such content does not embody the Produ

is an enhancement over the prior art and any additional content
entified as Open Game Content by the Contributor, and means any

this License, including translations and derivative works
ht law, but specifically excludes Product Identity. (e) “Product
ans product and produict line names, logos and identifying
ing trade dress; artifacts; creatures characters; stories, storylines,
ic élements, dialogue, incidents, language, artwork, symbols,
E i ictions, likenesses, Tormats, poses, concepts, themes and graphic,
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apnd of erpvisual or audio representations; names and descriptions of
characters, spells, enchantments, personalities, teams, personas, likenesses
and special abilities; places, locations, environments, creatures, equipment,
magical or supernatural abilities or effects, logos, symbols, or graphic _
des:]gns;_and any other trademark or registered trademark clearly'identified as
Product identity by the owner of the Product Identity, and which specifically
excludes the Open Game Content; (f) “Trademark” means the logos, names,
mark, sign, motto, designs that are used by a Contributor to iden iﬁéltself’
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lcense €

Contributgr (g) “Use”, “Used” or “Using” means to use, Distribute, copy,

edit, format, modify, translate and otherwise create Derivative Material of
Open Game Content. (h)“You” or “Your” means the licensee in terms of this

agreement.
zg]'he License: This License applies to any Open Game Content that contains
a notice indicating that the Open Game Content may only be Used under
and in terms of this License. You must affix such a notice to any Open Game
Content that {uu Use. No terms may be added to or subtracted from this

License except as described by the License itself.
No other terms or conditions may be applied to any Open Game Content
distributed using this License._ e
3.Offer and Acceptance: By Using the Open Game Content You indicate Your
acceptance of the terms of this License. 1 wal

. Grant and Consideration: In consideration for agreeing to use this License,
the Contributors grant You a perpetual, worldwide; myalg/»ﬂee, non-exclusive
license with the exact terms of this License to Use, the Open Game Content.
5.Representation of Authority to Contribute: If You are contributing original
material as Open Game Content, You represent that Your Contribtitions are
Your original creation and/or You have sufficient rights to grant the rights
conveye this License.
6.Notice of License Copyright: You must update the COPYRIGHT NOTICE
portion of this License to include the exact text of the COPYRIGHT NOTICE

GameMastery Plot Twist Cards

Add a new storytelling element to roleplaying games,
allowing players to bring their own twists to an
adventure’s plot. Each card provides a minor story-
altering idea along with a few options players can
either use as presented or take

inspiration from to craft similarly

themed suggestions that affect

in-game events. Such alterations

might bring about an added bit

of luck to improve the situation

for the PCs or up the ante to |

create even greater challenges—

it’s all up to the players and their

Game Master!




ENDING/AICHASE

Every chase needs a way to end. There are three
common end conditions for a chase.

Getaway: The PCs are chasing after a number
of creatures trying to escape by getting past the
last card of the track. The PCs must stop opponent
participants before they leave that card.

Capture: This chase is conducted on a longer
chase track or even one built in a loop. The chase
ends when the opponent surrenders or the PCs
restrain him (typically by succeeding at a grapple
combat maneuver while on the same card).

Race: This chase is a race to the finish line. The
first participant to exit the last card of the track wins.

RUNNING/AICHASE

At the start of the chase, each participant makes
an initiative check to determine the order in
which he acts during the chase.

Chase Cards assume the speed of all participants
is 30 feet. While a participant’s speed doesn't
directly affect how he moves between Chase Cards,
it does affect how quickly he can navigate obstacles.
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As a full-round action, a chase participant can
attempt to move two cards forward. When doing so,
he chooses two obstacles—one on his starting card,
and one on the next card—and attempts checks
against those obstacles as part of the full-round
action. As the participant succeeds at these checks,
he moves forward one card, though if he fails either
check he does not progress at all. If a participant
fails both obstacle checks, he becomes mired within
his starting card, and must take a full-round action
on his next turn to become unmired, effectively
losing his next turn during the chase.
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ITEM CARDS

Start giving out real treasure with GameMastery Item
Cards. Each card features a beautiful, full-color illustration
of an item on one side, with a text description and room
for notes on the opposite side. You can hand these out
when your PCs get treasure and watch as players learn
to love managing their booty. A code on each card even
helps you track which card corresponds to which item.
With decks themed to specific types of gear and several
complementing Pathfinder Adventure Paths, it's easy to make
even the most mundane item feel like a real treasure!
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