
Random encounters make an RPG world feel a lot more alive. They are also one of the 
only reasons not to fast travel anytime you’re going somewhere you’ve already been. In an older 
game like Skyrim, these random encounters get stale pretty fast. Red Dead Redemption 2 
makes use of random encounters in a similar way, but with a bit more importance. 

Skyrim’s random encounters are rarely with named characters, and almost always 
inconsequential. Fast travel in Skyrim is as easy as possible because the developers intended 
the players to be using it constantly. Backtracking would be boring without it. The exploration is 
fun, but only once. The longer you play the game, the shorter you realize the list of random 
encounters truly is. Every now and then you might start a completely forgettable sidequest, but 
other than that, there isn’t anything terribly enthralling about these random encounters- and 
therefore no reason not to fast travel everywhere.  

Red Dead 2’s random encounters are much more frequent than those in Skyrim. That 
alone makes fast travel something the player rarely feels the need to use. It exists in the game, 
but it’s nowhere near as easy to use as it is in Skyrim. The developers wanted the player to 
experience as many of these random encounters as possible, and this works for the player. The 
sidequest system relies on the player making stops along their journey, and with constant fast 
travel, there would be no journey.  

The way Red Dead 2 immerses the player in the world with its many random encounters 
and satisfying sidequests punishes the use of fast travel, and even when you do use it, you 
can’t always end up exactly where you want to be. There is always some kind of journey for you 
to have, and it’s always going to be different and exciting. Hopefully, the next Eldar Scrolls 
game beefs up its travel system, and allows the player to stay fully immersed throughout their 
whole playthrough.  


