OPTIONAL RULE: DIAGONALS

The Player’s Handbook presents a simple method for
counting movement and measuring range on a grid:
count every square as 5 feet, even if you're moving
diagonally. Though this is fast in play, it breaks the laws
of geometry and is inaccurate over long distances. This
optional rule provides more realism, but it requires
more effort during combat.

When measuring range or moving diagonally on a
grid, the first diagonal square counts as 5 feet, but the
second diagonal square counts as 10 feet. This pattern
of 5 feet and then 10 feet continues whenever you're
counting diagonally, even if you move horizontally or
vertically between different bits of diagonal movement.
For example, a character might move one square
diagonally (5 feet), then three squares straight (15 feet),
and then another square diagonally (10 feet) for a total
movement of 30 feet.

OPTIONAL RULE: FACING
If you want the precision of knowing which way a
creature is facing, consider using this optional rule.

Whenever a creature ends its move, it can change its
facing. Each creature has a front arc (the direction it
faces), left and right side arcs, and a rear arc. A creature
can also change its facing as a reaction when any other
creature moves.

A creature can normally target only creatures in its
front or side arcs. It can't see into its rear arc. This
means an attacker in the creature’s rear arc makes
attack rolls against it with advantage.

Shields apply their bonus to AC only against attacks
from the front arc or the same side arc as the shield. For
example, a fighter with a shield on the left arm can use it
only against attacks from the front and left arcs.

Feel free to determine that not all creatures have
every type of arc. For example, an amorphous ochre
jelly could treat all of its arcs as front ones, while a
hydra might have three front arcs and one rear one.

On squares, you pick one side of a creature’s space
as the direction it is facing. Draw a diagonal line
outward from each corner of this side to determine the
squares in its front arc. The opposite side of the space
determines its rear arc in the same way. The remaining
spaces to either side of the creature form its side arcs.

On hexes, determining the front, rear, and side arcs
requires more judgment. Pick one side of the creature's
space and create a wedge shape expanding out from
there for the front arc, and another on the opposite side
of the creature for the rear arc. The remaining spaces to
either side of the creature are its side arcs.

A square or hex might be in more than one arc,
depending on how you draw the lines from a creature’s
space. If more than half of a square or hex lies in one
arc, it is in that arc. If it is split exactly down the middle,
use this rule: if half of it lies in the front arc, it's in that
arc. If half of it is in a side arc and the rear arc, it’s in
the side arc.
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ADJUDICATING REACTION TIMING

Typical combatants rely on the opportunity attack
and the Ready action for most of their reactions in a
fight. Various spells and features give a creature more
reaction options, and sometimes the timing of a reacti
can be difficult to adjudicate. Use this rule of thumb:
follow whatever timing is specified in the reaction’s
description. For example, the opportunity attack and
the shield spell are clear about the fact that they can
interrupt their triggers. If a reaction has no timing
specified, or the timing is unclear, the reaction occurs
after its trigger finishes, as in the Ready action.

CHASES

Strict application of the movement rules can turn a
potentially exciting chase into a dull, predictable affair.
Faster creatures always catch up to slower ones, while
creatures with the same speed never close the distance
between each other. This set of rules can make chases
more exciting by introducing random elements.

BEGINNING A CHASE

A chase requires a quarry and at least one pursuer. Any
participants not already in initiative order must roll
initiative. As in combat, each participant in the chase
can take one action and move on its turn. The chase
ends when one side drops out or the quarry escapes.

When a chase begins, determine the starting
distance between the quarry and the pursuers. Track
the distance between them, and designate the pursuer
closest to the quarry as the lead. The lead pursuer might
change from round to round.

RUNNING THE CHASE

Participants in the chase are strongly motivated to use
the Dash action every round. Pursuers who stop to cast
spells and make attacks run the risk of losing their

quarry, and a quarry that does so is likely to be caught.

DASHING

During the chase, a participant can freely use the Dash
action a number of times equal to 3 + its Constitution
modifier. Each additional Dash action it takes during
the chase requires the creature to succeed on a DC 10
Constitution check at the end of its turn or gain one level
of exhaustion.

A participant drops out of the chase if its exhaustion
reaches level 5, since its speed becomes 0. A creature
can remove the levels of exhaustion it gained during the
chase by finishing a short or long rest.

SPELLS AND ATTACKS
A chase participant can make attacks and cast spells
against other creatures within range. Apply the
normal rules for cover, terrain, and so on to the attacks
and spells.

Chase participants can't normally make opportunity
attacks against each other, since they are all assumed
to be moving in the same direction at the same time.




However, participants can still be tf ‘_*ﬁ
opportunity attacks from creat articipating \ *4; /P
in the chase. For example, adventur ho chase a )

lley might provoke

thief past a gang of thugs inan a
opportunity attacks from the thugs.

ENDING A CHASE

A chase ends when one side or the other stops, when the
quarry escapes, or when the pursuers are close enough
to their quarry to catch it.

If neither side gives up the chase, the quarry makes a
Dexterity (Stealth) check at the end of each round, after
every participant in the chase has taken its turn. The
result is compared to the passive Wisdom (Perception)
scores of the pursuers. If the quarry consists of multiple
creatures, they all make the check.

If the quarry is never out of the lead pursuer’s sight,
the check fails automatically. Otherwise, if the result of
the quarry's check is greater than the highest passive
score, that quarry escapes. If not, the chase continues
for another round.

The quarry gains advantage or disadvantage on its
check based on prevailing circumstances, as shown in
the Escape Factors table. If one or more factors give the \
quarry both advantage and disadvantage on its check,
the quarry has neither, as usual.

EscAPE FACTORS

Factor Check Has ...
Quarry has many things to hide behind Advantage
Quarry is in a very crowded or noisy area Advantage
Quarry has few things to hide behind Disadvantage
Quarry is in an uncrowded or quiet area Disadvantage
The lead pursuer is a ranger or has Disadvantage

proficiency in Survival

Other factors might help or hinder the quarry’s ability
to escape, at your discretion. For example, a quarry with
a faerie fire spell cast on it might have disadvantage on
checks made to escape because it's much easier to spot.

Escape doesn’t necessarily mean the quarry has
outpaced its pursuers. For example, in an urban
setting, escape might mean the quarry ducked into a
crowd or slipped around a corner, leaving no clue as to
where it went.

CHASE COMPLICATIONS

As with any good chase scene, complications can arise
to make a chase more pulse-pounding. The Urban
Chase Complications table and the Wilderness Chase
Complications table provide several examples.

Complications occur randomly. Each participant in
the chase rolls a d20 at the end of its turn. Consult the
appropriate table to determine whether a complication
occurs. If it does, it affects the next chase participant in
the initiative order, not the participant who rolled the
die. The participant who rolled the die or the participant
affected by the complication can spend inspiration to
negate the complication.




Characters can create their own complications to WiLDERNESS CHASE COMPLICATIONS
shake off pursuers (for example, casting the web spell in 420
a narrow alleyway). Adjudicate these as you see fit.

Complication

UrBAN CHASE COMPLICATIONS

d20  Complicati
SRpiea-on brush. On a failed check, the brush counts as 5 feet

1 A large obstacle such as a horse or cart blocks your S difficult tereain
way. Make a DC 15 Dexterity (Acrobatics) check to 2 Uneven ground threatens to slow your progress.
get past the obstacle. On a failed check, the obstacle Make a DC 10 Dexterity (Acrobatics) check to
counts as:10 fect:of difficultierrain: navigate the area. On a failed check, the ground

2 Acrowd blocks your way. Make a DC 10 Strength counts as 10 faet of ditherih terrain
(Athletics) or Dexterity (Acrobatics) check (your 3 Yourun through a swarm of insects (see the Monster
ch?lce) ;o ;’n?:l:e ycz-uq “;Ia)' ;hrzug: the CFZWd Manual for game statistics, with the DM choosing
“”';“Pe fed'.Fﬁ ”Ia IS e VIO TOUNS whichever kind of insects makes the most sense).
JOtectobCunaut teram. The swarm makes an opportunity attack against you

3 A large stained-glass window or similar barrier (+3 to hit; 4d4 piercing damage on a hit)
b|-|10r.ks YL pa;h.hMakeha Ecbm Strengdﬂll( savmg. 4 A stream, ravine, or rock bed blocks your path. Make
Tarow. t? SR OVEINE B E A .eep going. a DC 10 Strength (Athletics) or Dexterity (Acrobatics)
On a failed save, you bounce off the barrier and fall check (your choice) to cross the impediment. On 2
prone. o failed check, the impediment counts as 10 feet of

4 Amaze of barrels, crates, or similar obstacles stands dificult trrain
I yonr \.‘May. Make a DC10 Dex_terity (Acrc_:batics) 5  Make a DC 10 Constitution saving throw. On a failec
or Intelligence check (your choice) to navigate the save, you are blinded by blowing sand, dirt, ash,
maze. On a failed check, the maze counts as 10 feet sniow, or pollen until the end of your turn. While
g dihcit sersain B X3 blinded in this way, your speed is halved.

5  The ground beneath your feet is slippery with rain, 6  Asudden drop catches you by surprise. Make
spn!ted.mi, or.some ety |IC|IJ!C|‘. MassRc a DC 10 Dexterity saving throw to navigate the
Dexteyity saving:throw, On aifailed save, you fall impediment. On a failed save, you fall 1d4 x 5 feet,
RIong taking 1d6 bludgeoning damage per 10 feet fallen as

6  You come upon a pack of dogs fighting over food. rormial. and Jand protie
Make a DC10 Dexterity (Acobatics) check o get 7 You blunder into a hunter’s snare. Make a DC 15
thro;gh the F;aCkkU’]‘:’;Pf{dEC!A O"d‘ a failed CP’:C: you Dexterity saving throw to avoid it. On a failed save,
:re Rter S g t:re r:}:ﬁfC'f:g am‘age, auazne you are caught in a net and restrained. See chapter 5

OBS countas eet:o IHCHLEean. “Equipment,” of the Player’s Handbook for rules on

7 You run into a brawl in progress. Make a DC 15 escaping et
SiSRiC (ATt RERcR A oba sy o 8  You are caught in a stampede of spooked animals.
Charisma (Intimidation) check (your choice) to get Make a DC 10 Dexterity saving throw. On a
past the brawlers unimpeded: On a failed check, failed save, you are knocked about and take 1d4
you take 2d4 bludgeoning damage, and the brawlers bludgeoning damage and 1d4 piercing damage.
cauntdsalfeckofiifell Feriain: 9  Your path takes you near a patch of razorvine. Make

s & begEsr blocks your Way-iake 4:bis [l gtien g a DC 15 Dexterity saving throw or use 10 feet of
(Atnletics), Deterity (Scrabatics), OEChansma movement (your choice) to avoid the razorvine. On =
(Intimidation) check (your choice) to slip past the failed save, you take 1d10 slashing damage.
beggar. Youlsucceed a}JtomatlcaIJy o cese 10 Acreature indigenous to the area chases after you.
beggaraa coin. On a failed check, the beggar counts The DM chooses a creature appropriate for the
as 5 feet of difficult terrain. Yerrain

9  Anoverzealous guard (see the Monster Manual for 11-20 No cor.nplication
game statistics) mistakes you for someone else. If
you move 20 feet or more on your turn, the guard DESIGNING YOUR OWN CHASE TABLES
makes an opportunity attack against you with a The tables presented here don’t work for all possible
spear (+3 to hit; 1d6 + 1 piercing damage on a hit). environments. A chase through the sewers of

10 You are forced to make a sharp turn to avoid Baldur’s Gate or through the spiderweb-filled alleys

colliding with something impassable. Make a DC

10 Dexterity saving throw to navigate the turn. On a
failed save, you collide with something hard and take
1d4 bludgeoning damage.

11-20 No complication.
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1

Your path takes you through a rough patch of brush.
Make a DC 10 Strength (Athletics) or Dexterity
(Acrobatics) check (your choice) to get past the

of Menzoberranzan might inspire you to create your
own table. ‘

SpLITTING UP
Creatures being chased can split up into smaller gro
This tactic forces pursuers to either divide their forces




or allow some of the quarry to escape. If a pursuit
splits into several smaller chases, resolve each chase
separately. Run a round of one chase, then a round of
the next, and so on, tracking the distances for each

separate group.

MAPPING THE CHASE

If you have the opportunity to plan out a chase, take

the time to draw a rough map that shows the route.
Insert obstacles at specific points, especially ones that
require the characters to make ability checks or saving
throws to avoid slowing or stopping, or use a random
table of complications similar to the ones in this section.
Otherwise, improvise as you play.

Complications can be barriers to progress or
opportunities for mayhem. Characters being chased
through a forest by bugbears might spot a wasp nest
and slow down long enough to attack the nest or throw
rocks at it, thus creating an obstacle for their pursuers.

A map of a chase can be linear or have many
branches, depending on the nature of the chase. For
example, a mine cart chase might have few (if any)
branches, while a sewer chase might have several.

ROLE REVERSAL

During a chase, it's possible for the pursuers to become
the quarry. For example, characters chasing a thief
through a marketplace might draw unwanted attention
from other members of the thieves' guild. As they
pursue the fleeing thief, they must also evade the thieves
pursuing them. Roll initiative for the new arrivals, and
run both chases simultaneously. In another scenario,
the fleeing thief might run into the waiting arms of his
accomplices. The outnumbered characters might decide
to flee with the thieves in pursuit.

SIEGE EQUIPMENT

Siege weapons are designed to assail castles and other
walled fortifications. They see much use in campaigns
that feature war. Most siege weapons don’t move around
a battlefield on their own; they require creatures to move
them, as well as to load, aim, and fire them.

BaLLISTA
Large object
Armor Class: 15

Hit Points: 50
Damage Immunities: poison, psychic

A ballista is a massive crossbow that fires heavy bolts.
Before it can be fired, it must be loaded and aimed. It
takes one action to load the weapon, one action to aim it,
and one action to fire it.

Bolt. Ranged Weapon Attack: +6 to hit, range 120/480
ft., one target. Hit: 16 (3d10) piercing damage.

CANNON
Large object
Armor Class: 19

Hit Points: 75
Damage Immunities: poison, psychic

A cannon uses gunpowder to propel heavy balls of cast
iron through the air at destructive speeds. In a campaign
without gunpowder, a cannon might be an arcane device
built by clever gnomes or wizardly engineers.
A cannon is usually supported in a wooden frame
with wheels. Before it can be fired, the cannon must
be loaded and aimed. It takes one action to load the
weapon, one action to aim it, and one action to fire it.
Cannon Ball. Ranged Weapon Attack: +6 to
hit, range 600/2,400 ft., one target. Hit: 44 (8d10)
bludgeoning damage.

CAULDRON, SUSPENDED
Large object

Armor Class: 19
Hit Points: 20
Damage Immunities: poison, psychic

A cauldron is an iron pot suspended so that it can be
tipped easily, spilling its contents. Once emptied, a
cauldron must be refilled—and its contents must usually
be reheated—before it can be used again. It takes three
actions to fill a cauldron and one action to tip it.

Cauldrons can be filled with other liquids, such as
acid or green slime, with different effects.

Boiling Oil. The cauldron pours boiling oil onto a
10-foot-square area directly below it. Any creature in the
area must make a DC 15 Dexterity saving throw, taking
10 (3d6) fire damage on a failed save, or half as much
damage on a successful one.

MANGONEL
Large object

Armor Class: 15
Hit Points: 100
Damage Immunities: poison, psychic

A mangonel is a type of catapult that hurls heavy
projectiles in a high arc. This payload can hit targets
behind cover. Before the mangonel can be fired, it must
be loaded and aimed. It takes two actions to load the
weapon, two actions to aim it, and one action to fire it.

A mangonel typically hurls a heavy stone, although it
can hurl other kinds of projectiles, with different effects.

Mangonel Stone. Ranged Weapon Attack: +5 to hit,
range 200/800 ft. (can't hit targets within 60 feet of if),
one target. Hit: 27 (5d10) bludgeoning damage.

Ram
Large object

Armor Class: 15
Hit Points: 100
Damage Immunities: poison, psychic

A ram consists of a movable gallery equipped with a
heavy log suspended from two roof beams by chains.
The log is shod in iron and used to batter through doors
and barricades.

It takes a minimum of four Medium creatures to
operate a ram. Because of the gallery roof, these
operators have total cover against attacks from above.

Ram. Melee Weapon Attack: +8 to hit, reach 5 ft., one
object. Hit: 16 (3d10) bludgeoning damage.
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