[bookmark: _wf4emot2uno]Hunt Game Mechanics
When the group has set out on their hunt the outcome will depend on how they prioritise, plan as well as their competence in their respective skills. Every hunt segment will be a rotation of skills and depending on the outcome of eventual rolls they will end up with different quantity and quality of resources.

During the week the group spends in the wilderness a cycle of tests are performed and every completed cycle has the ability to reward the group with one or more trophies. Treat each cycle as a narrative and let the players describe what they want to do. If their ambitions lie in between two or more options try to make them prioritise and don’t forget to push some decision further along the journey. A lot will be easier to grasp for the group once they have concluded their first cycle.

A cycle in the wilderness consists of the Trek and the Monster hunt. Each part is described in detail below. 

After each hunt the group shall make a Test against Marching/Ride. Add best to worst effect. The team with the best total shall have first pick at the next hunting area.
[bookmark: _whp13nw9lpvb]The Trek
In this section we go through the steps the hunters must make in order to find their prey. Each order of steps depicts the events that take place during their trek in the wilderness. How long it takes, what kind of monster they find and how quickly depends on the decisions made here but the actual outcome is determined in the next phase “The Monster Hunt”. 

Follow this order of decisions/rolls:
Planning → Movement → Camping 
[bookmark: _ywdsy5tc72j7]Step 1, Planning:
This test can very well be a roleplaying experience and is not a necessary part to explain to the players. Other options than those mentioned in the table are possible as well as modifications to this test depending on the group's camp actions. The group can however only gain one modifier for the monster hunt from this step.

	Decision
	Skill Test
	Effect

	Trust information from camp
	Inquiry
	+1/-1 d10 to the Hunt test

	Use vegetation to find larger herbivore
	Lore Animals
	+1/-1 d10 to the Prey test

	Use tracks to find larger groups of animals
	Tracking
	+1/-1 d10 to the Prey test

	Predict the weather and optimal locations
	Lore Weather
	+1/-1 d10 to the Preparation test




[bookmark: _sbkva8hhr1yl]Step 2, Movement:
This test can very well be a roleplaying experience and is not a necessary part to explain to the players. Other options than those mentioned in the table are possible as well as modifications to this test depending on the group's camp actions. The group can however only gain one modifier for the monster hunt from this step.

	Decision
	Skill Test
	Effect

	Move quickly
	Marching
	+1/-1 d10 to the Hunt test

	Move silently
	Move Silently
	+1/-1 d10 to the Prey test

	Leave no tracks
	Tracking
	+1/-1 d10 to the Prey test

	Hunt small game
	Hunting
	Each 5 on suc. Roll on the small game table.

	Forage for plants
	Survival
	Each 5 on suc. Roll on the foraging table.

	Use the highground
	Navigation
	+1/-1 d10 to the Preparation test



[bookmark: _o7obak0rbrz]Step 3, Camping:
This test can very well be a roleplaying experience and is not a necessary part to explain to the players. Other options than those mentioned in the table are possible as well as modifications to this test depending on the group's camp actions. The group can however only gain one modifier for the monster hunt from this step.

	Decision
	Skill Test
	Effect

	No visibility
	Concealment
	+1/-1 d10 to the Hunt test

	No fire
	Survival
	+1/-1 d10 to the Prey test

	Comfortable
	Cooking
	1 reroll next Monster hunt (any test incl. fight)

	In the trees
	Climbing
	+1/-1 d10 to the Preparation test

	Always close to water
	Navigation
	+1/-1 d10 to the Hunt test


[bookmark: _xnbmjqb1jckv]

[bookmark: _clihjhfcdyje]Small game table (roll two d6)
	High result:
	Specie:
	Low result:
	Numbers:

	6
	An abundant specimen. 
	1-6

	5
	A somewhat tasteful species. The meat can be sold for £1 per animal.
	1-5

	4
	A popular pet among city folk. Each animal can be sold for £2.
	1-4

	3
	A rare animal, but with no apparent use. Can be sold for £4 to the wizard Xandra.
	1-3

	2
	This fur/feather makes for popular accessories among the lords. Preserved it is worth 1 victory point.
	1-2

	1
	A unique animal. Counts a trophy worth 1 victory point.
	1



[bookmark: _9go2ys9idmwe]Foraging table (roll two d6)
	High result:
	Specie:
	Low result:
	Amount:

	6
	An abundant specimen. 
	1-6

	5
	A somewhat tasteful plant. The berries can be sold for £1.
	1-5

	4
	A popular spice among city folk. Each ounce can be sold for £2.
	1-4

	3
	A rare plant, but with no apparent use. Can be sold for £4 to the wizard Xandra.
	1-3

	2
	These seeds make for beautiful and popular flower arrangements among the lords. Preserved it is worth 1 victory point.
	1-2

	1
	A unique plant. Counts a trophy worth 1 victory point.
	1






[bookmark: _6nkzxzpmo8ya]

[bookmark: _5oo7tyxgbnw]The Monster Hunt
When the group has reached this far they have in some manner been able to locate some kind of prey of the monster variety. Depending on their rolls from earlier they now have to adapt to the sudden demands that are placed on the party. This is one of their chances to acquire a trophy but it is with lives at stake.

Follow this order of decisions/rolls:
The Prey  → the Hunt → the Preparation

If a hunt fails or the characters abandon the trail they get to attempt again (if there is time) - but the result for each test will be 1 step worse for each new attempt. Also adds +1d10 to Test for returning to camp.
[bookmark: _knj8h6efr68f]Step 1, the Prey test:
This test decides how accurately and lucky you have been with finding a prey.
Test Lore(Animals|Beasts|Monsters) or Tracking+1d10 (Crit does not apply)

The effect decides the outcome

	Outcome
	Effect
	Results

	failure
	<10
	You have tracked the wrong species and are forced to settle for small game. Roll on the small game table.

	failure
	<0
	You find 1 monster of Common variety

	success
	>0
	You find 1 monster of Scarce variety

	success
	>10
	You find 1 monster of Rare variety

	success
	>20
	You find 1 unique monsters



Select from the Monster table and describe what monster that the group hunts.

[bookmark: _rxrttgyie82y]Monster table
Randomly decide a monster from the appropriate column.
	Area
	Common
	Scarce
	Rare
	Unique

	Deepwood
	Dire Boar (1)
Dire Wolf (1)
Giant Spider (2)
Ogre (2)
	Centaur (3)
Dire Bear (3)
Minotaur (4)
	Common Drake (6)
Durzurch, juvenile (6)
Sabretooth (5)
	Danorth Troll (8)
Durzurch (10)
Unicorn (10)

	Eastridge
	Cave troll (2)
Ogre (2)
	Mountain troll (4)
Pegasus (3)
	Common Drake (6)
Durzurch, juvenile (6)
Phoenix (6)
	Durzurch (10)
Giant (8)

	Icewood
	Dire Boar (1)
Dire Wolf (1)
Giant Spider (2)
Ogre (2)
	Centaur (3)
Dire Bear (3)
Minotaur (4)
	Common Drake (6)
Mammoth (5)
Sabretooth (5)
	Danorth Troll (8)
Unicorn (10)

	Riverbend
	Dire Boar (1)
Dire Wolf (1)
	Centaur (3)
Dire Bear (3)
Minotaur (4)
Pegasus (3)
	Common Drake (6)
Mammoth (5)
Sabretooth (5)
	Danorth Troll (8)
Giant (8)
Unicorn (10)

	Rocky woods
	Cave troll (2)
Dire Boar (1)
Dire Wolf (1)
Giant Spider (2)
Ogre (2)
	Centaur (3)
Dire Bear (3)
Minotaur (4)
	Common Drake (6)
Mammoth (5)
Sabretooth (5)
	Danorth Troll (8)
Giant (8)

	Rushwater
	Dire Boar (1)
Dire Wolf (1)
Giant Spider (2)
	Centaur (3)
Dire Bear (3)
Minotaur (4)
	Sabretooth (5)
	Danorth Troll (8)
Unicorn (10)

	Westridge
	Cave troll (2)
Ogre (2)
	Mountain troll (4)
Pegasus (3)
	Common Drake (6)
Durzurch, juvenile (6)
Phoenix (6)
	Durzurch (10)
Giant (8)





[bookmark: _ex8hdhi13t9x]Step 2, the Hunt test:
This test decides how efficient you have been in your travels. This roll decides how many days you have spent finding this particular beast. If time is not the issue then factors like food, water and other supplies can be taken into account here.
 
Test Hunting or Survival+1d10 (Crit does not apply)

The effect decides the outcome

	Outcome
	Effect
	Results

	failure
	>10
	Everyone will count as Lightly Strained. You suffer +5 to the roll on the Preparation test

	failure
	>0
	Everyone will count as Lightly Strained.

	success
	>0
	No modification.

	success
	>5
	Gain -1d10 on the Test for returning to camp.

	success
	>10
	You gain -5 to the roll on the Preparation test. Gain -1d10 on the Test for returning to camp.

	success
	>15
	You gain -5 to the roll on the Preparation test. Gain -1d10 on the Test for returning to camp. If you decide to abort this hunt you do not suffer any penalties for doing so.

	success
	>20
	You get to deploy a trap regardless of the outcome of the Preparation test. You gain -5 to the roll on the Preparation test. Gain -1d10 on the Test for returning to camp. If you decide to abort this hunt you do not suffer any penalties for doing so.



Describe the terrain in which the group finally finds their prey. 

[bookmark: _ybf3dc9w9r67]Step 3, the Preparation test:
This test decides how much time and preparations you have been able to take for this particular monster.
Test Tactics or Awareness+1d10 (Crit does not apply)

The effect decides the outcome

	Outcome
	Effect
	Results

	failure
	>10
	You have stumbled into a monster lair and are subject to an ambush.  

	failure
	>5
	Your noisy arrival has given the monster a headstart and it automatically wins initiative. 

	failure
	>0
	You have miscalculated and the monster does not show.

	success
	>0
	Suddenly you find yourself face to face with the monster on equal footing. Roll for initiative!

	success
	>5
	You are given a split second to draw your weapons and decide who is in front. The group automatically wins the initiative.

	success
	>10
	You have a few minutes to set up a perimeter and deploy one trap. You can draw weapons and position yourself freely. The group automatically wins the initiative.

	success
	>15
	You can set up your own positions and deploy one trap. You have time to gauge the prey (3d10). The monster will be ambushed.

	success
	>20
	The terrain is to your advantage and you have plenty of time to gauge the prey (2d10). You can set up your own positions and deploy one trap after receiving information.The monster will be ambushed.

	success
	>25
	The terrain is to your advantage and you have plenty of time to gauge the prey (2d10). You can set up your own positions and deploy two traps after receiving information.The monster will be ambushed.



Describe the battle map and if able, let the players choose if they want to engage.

TRAPS
- Confuse “Protection” (monster is -1d10 easier to avoid for 1 Round)
- Ensnare “Capture” (prevent monster from escaping for 1 Round)
- Restrict “Expose” (monster is -1d10 easier to attack for 1 Round)
- Wound “Damage” (monster suffers 1 Light injury)

COMBAT RULES
- Monsters will automatically hit - an attacked character must succeed with a reaction to avoid. (Concealment/Move Silently may count as a reaction)
- Monsters never use reactions; apply modifiers to character attacks instead
- When fleeing, a monster will become +1d10 more difficult to attack for each round
