Traversal Encounter

This is a Traversal Encounter, challenges PCs who travel long distances. Unlike other encounters, cards are used to represent events that arise during each Traversal encounter. In this mission, you’ll find quick rules for this Traversal Encounter; for full rules see Chapter 10, Page 146.

The Journey Deck
The GM assembles a Journey Deck before the encounter begins. Each Journey card represents an element of terrain, an encounter, or some other hazard that might appear during travel.
Running the Journey
To begin a journey, the GM simply shuffles the Journey deck, making sure the Joker is not the top card, and reveals the top card. This represents the first challenge of the journey. Once the PCs have resolved that card’s challenge (and possibly discarded some cards from the deck), the GM reveals the next card to resolve.
Navigating
As they PCs deal with the challenges, they may have a chance to discard cards from the top of the deck
(face down without looking). These cards are called “Navigated” and they represent uneventful travel where the PCs success has made future travel either faster, safer, or otherwise nonthreatening. These
cards are put into a discard pile of navigated cards (face down).
Getting Lost
If the team fails a challenge, they may get lost. This returns cards to the deck, thus making the journey
take longer. The cards returned to the deck are always navigated cards from the discard pile. If there are not enough navigated cards to return to the Journey deck, then no additional cards are added.
Overcoming an Encounter
Once a card has been overcome (not simply navigated), it is removed from the encounter, so it will not be a part of the Navigated discard pile. If there are no cards left in the Journey deck, the PCs have arrived at their destination.

