SERENITY Chase Scenes (Abstract System) [V2.1]
Spaceship and vehicle chase scenes are one of the classic staples of action movies, but the rulebook does not provide much guidance on how to run them.  There are two approaches to running a chase scene—an abstract system that is generalized and narrative, and a tactical system that is detailed on a grid map.  The optional system below is a basic abstract approach.
Timing—Chase Scene Turns

1) All player-characters and NPCs roll for Initiative, as normal.
2) Characters who are not piloting the spaceship/vehicle act in their normal order of Initiative, whether or not their spaceship/vehicle has already acted.
3) Spaceships/vehicles move on the Initiative order of their pilot/driver.

4) On his/her turn, the pilot/driver decides how many actions to spend moving the spaceship/vehicle (0, 1, or 2); spending 2 actions does not penalize the roll (just like running).  When using 1 or 2 actions, the pilot/driver may also attempt to perform stunts at the same time.  Resolve the pilot/driver’s spaceship/vehicle movement and stunt actions first, then any additional actions the pilot/driver wishes to perform.

5) Move on to next character in the Initiative order until the chase-scene turn is completed.

Spaceship/Vehicle Operation

Maneuvers are resolved by making a roll using the pilot/driver’s or vessel/vehicle’s Agility (whichever is lower) + Pilot/appropriate specialty or Planetary Vehicles/appropriate specialty.  If the success depends on out-flying or out-driving the opponent, it is an opposed roll.  Otherwise, the roll is against a fixed difficulty (Average, Hard, or Formidable).

Spaceship/Vehicle Defense

A pilot/driver can swerve, veer, or otherwise dodge an attack or obstacle by making a spaceship/vehicle operation roll as described above.  Each spaceship/vehicle dodge counts as 1 action and contributes to the penalty for extra actions, as per the normal rules.
Spaceship Movement

On his/her turn, the pilot must decide whether to spend 0, 1, or 2 of his/her actions on moving the spaceship.  Spending 0 actions counts as simply trying to hold distance in a straight line, letting the ship continue under its own inertia.  No stunts can be attempted if the pilot spends 0 actions on spaceship movement.  Holding distance requires an operation roll at Average Difficulty.  All other movement, however, requires the pilot to make an operation roll opposed by the operation roll of the enemy pilot whose ship he is trying to close in on or pull away from.
Movement


Roll
Hold Distance (0 actions)
Operation roll at Average Difficulty.
Soft Burn (1 action)

Operation roll opposed by enemy pilot.
Hard Burn (2 actions)

Operation roll + Hard Burn bonus die, opposed by enemy pilot.
If the pilot succeeds at holding distance, his/her spaceship remains in the same position relative to the opposing vessels without penalty.  If the pilot fails at holding distance, he/she suffers a –2 step Skill penalty on the next opposed operation roll against an enemy pilot—in other words, failing to hold distance means the enemy pilot is more likely to catch up or escape.
If the pilot succeeds at Soft Burn or Hard Burn, then his/her vessel moves 1 Range Category closer to or further away from a designated enemy ship, as decided by the pilot; on an extraordinary success, the vessels moves 2 Range Categories.  If the pilot fails, then his/her vessel moves 1 Range Category (2 Range Categories on a botch) closer to or further away from the nearest enemy ship, as decided by the enemy!

Hard Burn

Performing a “hard burn” takes advantage of the spaceship's full Speed Class (the higher number), granting the pilot a bonus based on the vessel's “full burn” speed.  However, repeatedly performing a hard burn can put strain on engines.  At the end of the scene, the GM may require the ship's crew to make a maintenance roll to prevent the engine damage; the Difficulty starts at Easy if only two hard burns are performed and goes up one step for every two additional hard burns performed in the same scene.  A ship with damaged engines cannot use full burn and consumes +50% extra fuel until repaired (a Hard extended maintenance check that requires a couple hours per roll).
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Vehicle Movement

Vehicle movement is handled just like spaceship movement.  The driver spends 0, 1, or 2 actions on moving the vehicle.  If the driver spends 2 actions (“flooring it”), he/she gets to add a bonus die to the operation roll: d6 for clumsy vehicles, d8 for typical vehicles, d10 for fast vehicles.
Movement


Roll
Hold Distance (0 actions)
Operation roll at Average Difficulty.

“Gunning It” (1 action)
Operation roll opposed by enemy driver.

“Flooring It” (2 actions)
Operation roll + d6/d8/d10 bonus die, opposed by enemy driver.

Range Categories

	Spaceships
	Point Blank
  3 miles
	Air Vehicles
	Point Blank
  1,000 ft.
	Ground Vehicles
	Point Blank
  200 ft.

	
	Short

  6 miles
	
	Short

  5,000 ft.
	
	Short

1,000 ft.

	
	Medium
10 miles
	
	Medium
10,000 ft.
	
	Medium
2,000 ft.

	
	Long 

16 miles
	
	Long

20,000 ft.
	
	Long

4,000 ft.

	
	Extreme
25 miles
	
	Extreme
40,000 ft.
	
	Extreme
8,000 ft.


The Range Category is always centered on the player-characters’ spaceship/vehicle.  The specific distance is not important—it is only a general approximation of about how far away the enemy vessels/vehicles are from the heroes.  At the start of a chase scene, the GM decides the opening distance.  When a pilot/driver wins an opposed operation roll, the ship/vehicle shifts a Range Category is his/her favor: for example, a pilot trying to escape from an enemy at Short range shifts the Range Category to Medium on a successful opposed roll.

If a spaceship/vehicle moves beyond Extreme range, it has effectively escaped its pursuers and no longer is involved in the chase scene (and if it is the heroes’ vessel/vehicle, the scene ends).  If a spaceship/vehicle moves closer than Point Blank range, it is virtually on top of the other ship (close enough for ramming or boarding or forcing docking).
Stunts

When a pilot/driver spends 1 or 2 actions on moving the vessel/vehicle, he/she may incorporate a “stunt” into the movement.  A stunt is a risky maneuver that imposes a Skill penalty (the riskier the stunt, the greater the penalty) on the operation roll, but if it is successful the pilot/driver produces a special effect.  Not all stunts are appropriate for all kinds of vehicles, and stunts are always at GM discretion.  Below are five example stunts to guide GM and player creativity.

Break away (–3 step): If the vessel/vehicle is currently at least at Medium range and wins the opposed roll, the pilot/driver pulls beyond Extreme range and leaves the chase scene.

Double back (–2 step): If a vessel/vehicle being chased is currently at no more than Long range and wins the opposed roll, the pilot/driver suddenly comes about to Point Blank range.

Crazy Ivan (–3 step): If the vessel/vehicle is currently at Point Blank or Short range and wins the opposed roll, the pilot/driver of the opposing ship must make an Agility + Alertness roll at Hard Difficulty or else he/she can only “hold distance” on the next turn and all characters aboard are knocked about and are unable to take any actions that round.

Hide (–2 step): If the pilot/driver wins the stunt, he/she successfully pulls the vessel/vehicle behind some kind of nearby obstruction or positions it in a blind spot of the opposing vessel/vehicle.  The hiding vessel/vehicle can only be found if the enemy pilot/driver succeeds on an Alertness + Perception/Tactics roll, or if using radar/scanners a roll using the vessel/vehicle’s Alertness + the pilot/driver’s own Technical Engineering/Sensors, at Hard Difficulty.

Force Boarding (–3 step): If the vessel/vehicle is currently at no more than Point Blank range and wins the opposed roll, the pilot/driver forcibly connects his vessel/vehicle to target vessel/vehicle and characters can begin to pass between them.  For spaceships, this means the vessels are connected between airlocks.  For ground vehicles, this means their doors are side by side.  This stunt is not appropriate for air vehicles like jet planes with closed canopies.  If a vessel/vehicle possesses grappler claws or harpoon grapplers, the penalty is reduced to -1 step.

Mounted Movement?

There is no reason why this system couldn’t be used for chases on horseback or with animal-drawn wagons.  The operation roll for mounted movement is the animal’s Strength + the rider’s Animal Handling/appropriate specialty.  The rider spends 0, 1, or 2 actions on moving.  If the rider spends 2 actions (gallop), he/she gets to add the animal’s Agility or his/her own Agility (whichever is lower) as a bonus die to the operation roll.

Typical pony, donkey, or mule

Str d10 / Agi d6 / Vit d12 / Ale d4 / Wil d8

Typical riding horse

Str d10 / Agi d8 / Vit d12 / Ale d4 / Wil d6
Typical draft or work horse

Str d12+d2 / Agi d4 / Vit d12+d4 / Ale d2 / Wil d4
Typical combat-bred stallion

Str d12 / Agi d8 / Vit d12+d2 / Ale d2 / Wil d6
Horse Quality: Particularly well-bred steeds may receive +1 step to Agility (for swift-footed ponies or horses) or +1 step to Willpower (for aggressive horses).

Horse Life Points: If well cared-for, small horses should receive +2 bonus life points and large mounts should receive +4 bonus life points.

Movement


Roll
Hold Distance (0 actions)
Operation roll at Average Difficulty.

Canter (1 action)

Operation roll opposed by enemy rider.

Gallop (2 actions)

Operation roll + Agility die, opposed by enemy rider.

Pulling a cart or lightly loaded wagon: –1 step penalty to Strength

Pulling a heavily loaded wagon: –2 step penalty to Strength, –1 step penalty to Agility

Mounted Range Categories

Point Blank
20 feet

Short

100 feet

Medium
200 feet

Long

400 feet

Extreme
800 feet

At closer than Point Blank range, the mounts/wagons are neck-and-neck and near enough for unarmed or melee attacks.  At more than Extreme range, the mount/wagon is so far away that the pursuer has no chance of catching up and quickly loses sight of the target.

