Thanks for the latest version of EaW. The summary of the war is really useful. And I liked the way you handled Captain von Mühlerberg with the burning roof in "Altdorf Burning".

We played last week. It was a good session. Heavy on investigation, but we went forward. Some players thought that the leads they investigated just dead-ended, but after they reconsidered, they realized they had maybe eight leads to follow. The pessimism may have come from the fact that the PCs couldn't arrest anyone or something like that (a lead just seemed to lead to another lead). ;)

So what exactly happened?

Sigmarzeit 28th

In the morning the PCs headed to the chapel of Mórr in Mórrwies and heard the news about the martial law. They examined the bodies[1] and discovered the PH tattoo. The players smiled, as their long time enemy was back again. The characters discussed about the bomb and PC-Franz guessed (right) that Brother Karl must have fooled the other bombers with somehow shortened fuse, so they were blown to pieces against their will. This conclusion came because there was no red (Crimsonite) clothing among the body parts.

After the chapel they went to meet Priestess Inga, who refused to give them more warrants, saying they shouldn't need it too often and numerous warrants increase the risk of one of those getting stolen. The PCs told Inga about the PH and their previous encounters with it. From Mórr's temple they walked to the Cathedral to get some names of the guards who were on duty before and at the time of the blast. The PCs soon gathered enough information to understand the timetable of the bombers and the fact that the blackpowder was in pickled herring barrels. They returned home for the night.

Sigmarzeit 29th

The PCs read from the "Altdor Spieler" news-letter that yesterday there had been some anti-Ulrican riots in the villages around Altdorf. In "the official" EaW the riots happen at 29th (today), but I decided to give this
information (and change the date of the riots one day earlier) to the PC by the news-letter as they were indeed asking me, if there were any town-criers or news-letters in the city.

PC-Franz went to meet his uncle (also named Franz Hartwig :), who is the Chief Interrogator of Mundsen Keep. Uncle Franz used to teach PC-Franz everything about torturing, and he was also a helping NPC during Mistaken Identity and Death on the Reik, when the PH tried to follow the PCs. Uncle Franz helped them again as he promised to gather some info about the bombing by using his criminal contacts (I replaced one of those gang informants to be Uncle Franz). In the evening Uncle Franz came to Schrägkreutz Strasse and told the PC what he had learned:

1) Several nights before explosion, A Dwarf loaded several barrels onto a cart at the Dwarf Engineers’ Guild.

2) The man driving the cart was believed to be a priest of some order in black robes.

3) A Sigmarite priest without his habit met with a local agitator at the Leaping Frog tavern near the University the night after the explosion.

If this was not enough, PC-Franz had noticed, that some men were following him, but he "lost" them before he got home. Uncle Franz told the PCs, that taverns of Altdorf might be good places for more information.

The dwarfs (Albert & Grum) came back home before the curfew telling what they had found out during the day. They had gone to the University to find professor Fassbinder, whom they had met during Death on the Reik in my campaign, but as Herr Fassbinder is about to meet & greet the PC later in the EaW, I told the dwarfs he was nowhere to be found. Albert & Grum even managed cleverly find out professor Fassbinder's new home address by using Albert's university and temple (Verena) contacts. Still they met only Fassbinder's servant (an old lady), who told the dwarfs that the good professor had divorced and moved here a year ago, and right now the professor was on one of his "research trips", which the old lady believed
were the reason Frau Fassbinder, a rich merchant's daughter, had dumped the professor a year earlier. The Dwarfs left their address to professor, so he could contact them when/if he ever returned. They knew revealing their address was a risk, but they decided still to do it.

The session ended with PC-Grum wondering if there was some sewer access point somewhere near their new home (or even inside the house!), but Simon told them nothing. PC-Franz also wondered if PC-Grum as a former alchemist and currently a physician could create some sort of substance, that would give Franz some "vivid dreams", because PC-Franz (who is kind of "Delusional Saviour") believed that Mórr could give some clues to him in a dream, especially if he boosted his dreams and "encouraged" the God of Dreams a little... :)

I think I'm going to add some fighting action to the next session, so that the pace will change a little bit. This has something to do with the fact that we play only four hours per session, and now there has been two investigative session in a row. Maybe the first attempt to get info from those taverns will lead to a fight against some criminals.

By the way, Aldras' player is present very infrequently as he is building a house during his free time, plus he just became father in June, so he is busy. The elf PC spends his time mostly in Schrägkreutz Strasse 10 gathering pieces of his scattered mind. :)

OK, we play again next tuesday.

Kai

[1]A cool idea regarding Udo's torso: In the session we all said it almost simultaneously, that it would be cool and creepy, if the face on Udo's torso was somehow (Chaos!) still alive, and it could be questioned (by torture). That would make PCs insane! Well, I think that would require Dark Tongue knowledge. I think I'm gonna use this somehow some day, maybe in my next campaign. :)
Alfred:

As I was writing about the fight scene in "Altdorf Burning", I thought the separating the combatants in that fashion would build up the PCs' desire to confront von Mühlerberg again.
Kai:

My thought exactly.

Alfred:
Regarding the number of leads, I try to give players and GMs a number of ways to get from point A to point B so that a sense of progress keeps everyone going.  In addition, I have found that too much information has the same basic effect as too little.

Kai:

I could see that the PCs were doing quite well, but they didn't know what I knew, so there was a brief moment of despair. I absolutely think that the scenario includes enough great GMing aids to get it through. I'm not worried, I'll let the players do it. :)

Alfred:

I would like to think that I covered enough of the possible avenues of investigation for most games.

Alfred:

At the early stages, having one lead direct to another could get a bit frustrating.  On the other hand, being able to arrest people would send up warning flags to the other groups involved that the authorities are actively moving against them.  The lack of arresting authority allows the PCs to fly under the radar for a while longer.

I like the way the PCs are putting the pieces of the crime together.  That's very good.

Do you have a copy of the news-letter?  I'd like to see how you prepared it (if it was a handout).

Kai:

That would have been a great idea. Maybe later. It just happened in the middle of the session as Grum's player (Markus) asked if there was some kind of news-letter system in Altdorf. I happened to remember Altdorf Press from yours, Roderic's and Arne's Altdorf writing, so I just made it up at the spot.

Alfred:

I'm trying to get an idea how historical news-letters would have looked like and how much "news" they covered.  When I adapted CoC's Dark Designs to my WFRP group, I used the articles from 1890s Victoria England (with the details changed).  I know the manner in which news was covered in that era is inappropriate to the equivalent period in Warhammer, so I'm trying to find something more fitting.

Alfred:

I also like the way you worked in the player's history into the story.

Kai:

Yeah, I like it too. A lawful figure, who has access to some underworld information. Uncle Franz had always been number one NPC on my mind when I thought about the characters' return to Altdorf. There are some other NPCs who may also return. May or may not. Remains to be seen.

Alfred:

You did a good job putting off Fassbinder until his visit later in the scenario.

Kai:

It was good to know early on that Fassbinder was involved in EaW. That way I had time to think how Fassbinder could be made unavailable to the PCs during the first days in Altdorf.

Alfred:

You could give PC-Franz the same dream that Priestess Inga had or, better yet, have him dream about tattoo on Udo talking to him.  The conversation could be interesting, if not bizarre.

Kai:

Excellent idea. I'll do the talking mutant-face thing. I like the idea that Franz will be able to interact with the face, so it is not only a vision as he wants it to be. It is a real nightmare. One rarely gets exactly what one wants with Chaos! Cool Test might be required to wake up without repercussions... :)

Alfred:

If he blows the Cl test badly, I would have wetting the bed as one of the effects.

Kai:
Oh, one question I forgot to ask: PC-Albert went to see one of his previous law teachers in the university, who happens also to be Verena's chief priest in Altdorf (Justus Veltins). Albert asked his old teacher if he could get any info about the red serpent (of Inga's dream), primarily what does it symbolize. Any ideas from the author himself?

Alfred:

This is one of the areas I had not considered.

The Verenan may state that the snake motif has many implications, some of which is unrelated to Chaos.  In Imperial folklore, the snake represents something sinister and deceitful, often tempting the unwary or striking from ambush.  With its tendency to shed skin, a snake is most often seen in Chaos terms as presenting the Changer of the Ways (remember, mentioning the Chaos deity by name may unintentionally invite his attention on the invoker, with disastrous results).  Yet, it's long slender shape could be considered somewhat phallic, thus presenting the Lord of Pleasure.  The colour of crimson is significant as it is often to use to represent blood and, just as frequently, used in association with the God of Slaughter.

Remember what I said about too much information?  :-)

Alfred:

A fight might be a good for the PCs.  Let's them work out some aggression.

