Follow Trail

Characters with this skill can follow any trail made by animals or travellers; a faint or difficult trail may require an Intelligence text, at the GameMaster’s discretion. The trail can be followed without the tracker becoming slowed down. From hoof inspections, the state of fires and other trail features, characters can Estimate the distance between themselves and their quarry (either in days or distance) with a +10% modifier. Trackers may also add a +10% modifier to tests to Estimate the numbers of quarry and, in some cases, their racial types. They can identify animal species from their drooping where present.

We will be known by the tracks we leave behind.

Taal proverb

Find trail

(I test +20 if skilled)

In good conditions Juergen can easily find trails made by large common animals and travellers (on foot or horseback). However certain the conditions render this discovery much more difficulty:

Juergen looks for:

· Crushed and bent grass and vegetation

· Broken twigs and leaves

· Overturned leaves and stones

· Mud displaced from streams

· Broken cobwebs

· The state of the dew on a trail

· Mud or scratches on stones and logs

· Signs of fires, particularly in the early morning or late evening

· Urine and excrement, frequently indicated by house flies and yellow butterflies, and dung beetles during the rains

	Circumstances
	How difficult?

	Seeking small trail (smaller than human)
	Tricky

	Conditions destroying spoor – wind, snow, rain and sunlight (dries)

Difficult terrain – rocky, streams, open areas
	Difficult

	Seeking old trail
	Very difficult

	Moving quickly (i.e. Running rate)
	Extremely difficult


To improve his chances Juergen can try to:

	Circumstances
	How easy?

	Uses his sense of smell and hearing to supplement his sight and intuition – only works at very close range + and others must stay totally silent + Juergen must get upwind of the quarry
	Slightly easier

	Be patient and steady (i.e. Cautious rate)

Seek “richer” areas (fruit-bearing trees, water holes, trapping sites, beehives or observation points)
	Easier

	Seek easier terrain – closed areas (trails, gorges, valleys, ridges), snow, mud, sand, dust, crushed leaves, stones with moss or lichens
	Much easier

	Wait for better conditions – when the light is low (dawn or dusk but time is limited)
	Significantly easier


Read trail

(Int test +20 if skilled)

Trail age - note the way in which vegetation is disturbed:

· Cobwebs and spider webs usually take about an hour to be replaced by the insects.

· Prints in mud will usually take about an hour to fill with water, depending on the amount of moisture in the earth.

· Overturned rocks take a couple of hours to dry in direct sun.

· Disturbed dew drops on grass and plants will indicate passage of something within the last few hours (WARNING: dew usually stays on for about four hours after sunrise!)

· Broken twigs and vines are also good gauges of time since it requires about ten hours for the pulp inside to begin to turn brown.

· Grass blades will remain green for about a day after being broken.

· Rain can also be used to your advantage to indicate age of spoor. If you know the last time it rained in the area, you can tell how old the tracks are. Animal prints superimposed on the spoor will tell you that the spoor was made prior to nightfall, since most animals move at night. The reverse is also applicable; if you see the spoor on the animal prints, the spoor was made sometime after sunrise.

· Game tracks can help - since most animals lie up during the day and move about at night.

Footprints – with a bit of luck these can show the following:

1. direction

2. speed

a. pace deep and the pace is long -  moving quickly

b. very long strides + deep prints + skid marks – quarry is running

3. number

4. weight carried

a. prints are deep, short, and widely spaced, with signs of scuffing or shuffling + toes splayed out – heavy load is being carried

5. gender

a. feet pointed straight ahead or slightly to the outside - men

b. feet pigeon-toed + toes more splayed out + prints smaller + strides shorter - women

6. whether quarry is aware that they are being tracked

a. at least one of footprints is occasionally turn backwards

b. the footprint suddenly becomes less distinct – quarry probably trying footpads

Blood spoor:

· Large spots of blood turning to continuous drops that diminish after about 100-150 yards - the quarry is probably wounded to the leg, torso, arms or neck. With a bit of luck the bleeding will continue a couple of hours but eventually it should stop.

· Food particles and putrid smelling blood. Probably find clear blood spots a little further up the trail. However, from then on, over the next 50-75 yards, they will probably steadily decrease - – the quarry is probably wounded in the gut. Don’t follow too closely as its movement will be steadily reduced and will almost certainly bleed to death 4-6 hours.

· Fine droplets sprayed on both sides of the trail, often for some distance (50-75 yards), sometimes even on nearby trees and vegetation – the quarry is probably wounded to the heart, lung or large blood vessel. If the quarry isn’t already dead (probably in the vicinity), they won’t be travelling much further.

Follow trail

(I test +20 if skilled)

· In good conditions Juergen can easily (BIG test) follow trails made by large common animals and travellers (on foot or horseback), without slowing down! However certain the conditions render this discovery much more difficulty (see Find Trails).

· In bad conditions (see Find Trails) to keep following a trail a test is required every couple of hours.

· When a trail is faint, the imperative should switch to speed; catch up with quarry ASAP.

· Patrol members not employed with the actual tracking should adopt an open formation and be on the alert for enemy action.

· When closing on the quarry, do not talk - communicate by means of hand signals.

Confuse trail

(Dex test +20 if skilled)

· keep moving

· move in rain

· use a stick to bend grass and branches back in the opposite direction

· cross tracks, streams or roads

· turn towards water

· avoid making fires

· avoid moving in single file

· go from tree to tree in the opposite direction

· hide underwater

· hide underground in a wild animal’s burrow

· shoes tied on backwards

· tying cattle hooves onto the shoes or feet

· walking backwards or on the side of the feet

· failing everything, ambush your trackers!
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