Exploration Turn

FLOW
Run this loop once per watch — morning, afternoon, evening, night.

Plan
Decide what the party does this watch. Caller

MOVE Direction + speed all five steps apply
STAY Hunt Explore Camp no nav. roll

if Explore — Find hidden Go to known
NIGHT Camp (mandatory) one keeper at a time

Navigation

. . - . Caller
Roll only if entering moderate or hard terrain without a guide.

Encounter check

Roll d6 — encounter on 1 (1-2 in dangerous zones).

Resources

. . . uartermaster
Optional forage or wood. Night camp: ration + torch cost. Q

Describe & advance

GM narrates terrain, encounter, keyed content. Mapper records.

m NEXT WATCH — REPEAT FROM A

Rest & recover

If the party camps three watches in one day (mandatory night + two daytime camps) without combat,
each character recovers 1d3 HP at the end of the day.

GM + Mapper

®
<

Quiet watch: 2—3 minutes - Interesting watch: 15-30 minutes - Three travel watches + one night camp per day



