6 Sigmarzeit – In Bergsburg at The Golden Nugget

The PCs decided to get a few hours of sleep then planned to go see Baron von Münsterberg.

Early in the afternoon the PCs go to see the Baron.

They explain what they have learned and state that they need horses to chase the war band.

The Baron refuses to give them horses and tell them to come back when they have some better evidence as to where this war band is and where it is headed.

(GMs note – all my players new was that two groups were heading south and going to meet up – the Baron rightly refused them horses as the PCs had no idea where to find this war band.

The PCs decide to go sit on Wolfgang and see if he meets with anyone else.

As 4 of the 6 PCs had been spotted by Wolfgang the PCs had no choice to but to send in Skye (an elf) and Solange

Falcon disguised them best they good and Brigitte cursed Skye to have small round brown eyes

(GMs notes clever move by the players to remember to do something with Skye’s large elf shaped silver eyes)

The PCs were duly rewarded when Wolfgang when the observe Wolfgang receiving the letter from The Heir latter in the evening.

They also witness Wolfgang’s conversation with Markus – the PCs realized from Wolfgang’s exaggerated tones that Markus had yet to find the PCs.

The spy searched Wolfgang’s flat at this time but came up with nothing additional.

When Wolfgang leaves for the evening the Sky spots the letter and retrieves it.

The PCs now decide that they will trail Wolfgang as he will lead them right to the war band.

The PCs go back to the Baron’s and obtain the letter needed to get horses from the Kirchner farm.

7 Sigmarzeit – Bergsburg to Kirchner Farm to Garssen

The PCs head out at first light towards Garssen.

They learn at the gate that a man fitting Wolfgang’s description left about an hour before.
(GMs note – I decided to delay Wolfgang’s departure by a few hours to allow the players to be within 6 to 12 hours of Wolfgang)

Around midday the PCs game across the White Wolf Templar who was sent after Torsten – he had Torsten’s body draped of the horse Torsten was using.

The PCs passed through Garseen learning the Wolfgang did pass and they also learned that Wolfgang did not stop at The Green Piper.

The PCs got their mounts from Herr Kirchner.  The PCs headed back to the Green Piper where they spent a quiet evening.

Sigmarzeit 8th Garssen to The Hanged Goblin

The PCs spend a quiet day on the road following Wolfgang.

The PCs confirm from northbound travelers and some Roadwardens that a man matching Wolfgang’s description was heading south.

Upon arrival at the Hanged Goblin, Stromgrim Fine-Ale confirms that Wolfgang road past.

The PCs figure Wolfgang to be a quarter to half day ahead of them.

The evening was quiet.

Sigmarzeit 9th Hanged Goblin to roadside camp

The PCs spend another quiet day on the road following Wolfgang, but have decided to ride past the next inn to keep pace with Wolfgang.

Again the PCs are able to successfully confirm from northbound travelers, farmer and at the Strutting Pheasant (where they stopped to water their horses) that a man matching Wolfgang’s description had passed through earlier.

The PCs found a good campsite, made a rope corral and spent another quiet evening.  The PCs were getting nervous at the lack of trouble.

(GMs note – go figure – they are unhappy when there are many encounters and now are worried that there are no encounters!)

Sigmarzeit 10th roadside camp to roadside camp

Early in the morning the PCs camp is attacked by a group of outlaws.

Good perception and quick thinking by the sentry got half the group alerted before the attack commenced.

The PCs killed 4 bandits with the remainder fleeing!

(GMs note – what they PCs did not find out is that Wolfgang hired the outlaws to attack the PCs if they past this way.  Wolfgang was also attacked by the outlaws but paid them off instead.  Now Wolfgang did not know he was being followed by the group but I decided that he was going to play it safe and assume he might be being followed)

The PCs continue to talk with any northbound travelers to confirm that Wolfgang is still on the Old Forest Road and heading south

Sigmarzeit 11th roadside camp to forest camp

The PCs continue to follow Wolfgang’s trail arriving at Flaschfurt by mid-morning.

They are able to learn the Wolfgang stayed here last night and left before first light.

The PCs questioned a stable hand who saw Wolfgang heading into the woods northeast of town.

The PCs headed northeast into the woods following Wolfgang’s trail.

After about an hour the PCs find the remnants of the war band’s camp.  The PCs successfully find the trail of the twenty or so riders who headed around the east Flaschfurt and onto the Flashfurt – Lufthorst track – however they missed the single horse track (made by Baron von Kutenholz heading towards Langwiese.

The PCs continue trailing the warband from a safe (about 5 mile) distance.

(GMs note – good play by the PCs to hang back and just follow the road apples left by 20 or so riders – using Follow Trail every so often they were able to determine about how far ahead the war band was)

The PCs stop for the evening when having felt that they are about an hour or so behind the war band.
Sigmarzeit 12th – forest camp to forest camp

The PCs continue to follow the war band from a distance.

Other than the heat the day is uneventful.

Again the PCs stop for the evening when they feel that they are about an hour or so behind the war band.
Sigmarzeit 13th – forest camp to forest camp

The PCs continue to follow the war band from a distance.

The day is uneventful and again hot.

The PCs are unsure about where they are headed.  Harley states that they must run into the River Talabec in a few days.

The PCs start wondering if the war band is just headed back into Talabecland.

Skye starts wondering aloud if they haven’t followed the wrong people (she had floated the idea of trying to follow or intercept the letter Wolfgang had written to The Heir but her want was voted down).

Again the PCs stop for the evening when they feel that they are about an hour or so behind the war band.
Sigmarzeit 14th forest camp to the Ambush at Tussenhof

The PCs arrive at Tussenhof around noon.  Harley and Skye immediately check at the bridge on the road that leads back north and learn that no large group of mounted riders have used the bridge.  They also confirmed with the toll keeper that there was no ford across the Talabec nearby.  Checking at the inn yields little info other than neither Wolfgang nor his war bad stayed in the inn.  The PCs book rooms and proceed to the dock to see if the riders loaded up on river boats.

Down at the dock area the local shipwright (well they guy who can make some repairs anyways) confirmed that a man bearing Wolfgang’s description and 2 men bought row boats and headed up river.

The PCs donned their battle gear and headed up river.  They found the trail of the war band.

The PCs stumbled upon the war band just as they started attacking the ship carrying the Lector of Ostland.

While the majority of the PCs dealt with the howling ones Brigitte attacked the Sons of Ulric as the rowed towards the Lector’s ship.

She attacked them with fireballs, but instead of hitting the Sons she targeted the rowboats – blowing the boats out from under the Sons just as they started to board the Lector’s boat.

Sensing defeat the surviving Howling Ones (including Chedwic) dispersed into the woods.

All of the Sons of Ulric had either drowned or had been killed on the boat by the templar knights – Wolfgang was knocked overboard and is presumed dead.

(GM notes – very quick thinking by the group saved the day for the Sigmarites – Wolfgang is assumed dead, but I am betting that he will return later with the intent to kill each and every PC).

The PCs return to Tussenhof and dine with the Lector.   The PCs decide to head for Middenheim in the morning.

Sigmarzeit 15th – Tussenhof to The Chuckling Prankster Inn

The PCs enjoy a quiet day of travel with normal background items happening about them.

However that night in the inn a dog ceaselessly keep barking and snarling at Solange.

(GMs note – the 10 week experiment with the Genevieve inspired good vampire is coming to a close - this is a set up event designed to make Solange realize that she must leave the group – that and the GM has read most of part 3 and realizes that Solange can in no way shape manner or form take part as the PCs will be working for the Temple of Morr in the near future)

Sigmarzeit 16th Chuckling Prankster to Fort Denkh

In the morning while on the road 2 banshees attack Solange – the PCs are able to destroy the banshees

(GMs note – again a Solange’s imminent departure encounter)

The PCs arrive at Fort Denkh and the adjacent Watchtower Inn.  The evening is quiet.

Sigmarzeit 17th Fort Denkh the Old Bard Roadhouse

The PCs enjoy a quiet day of travel with normal background items happening about them.

Some goblins did try ambushing the PCs but the PCs spotted them and galloped away without a fight.

A quiet evening was spent at the inn.

Sigmarzeit 18th Old Bard Roadhouse to Flaschfurt
The PCs give thanks and praise to their respective gods as they are blessed with another quiet day of travel.

The PCs spend a quiet evening at The Drunken Druid.

Sigmarzeit 19th Flaschfurt to Heedenhof
The PCs get their 3rd straight quiet day of travel with only background encounters happening.

Another quiet evening is spent at The Sleeping Giant.

Well that was session 5.  It ran shorter than expected as it was decided to do 3 smaller sessions on July 2, 3 and 4.

The spirits are as high as the PCs have 2 letters from The Heir, Baron von Kutenholz named in the 2nd letter, a foiled ambush on the Lector of Ostland, Bernd dead, Wolfgang believed dead, damage done to the Son’s of Ulric and the Howling One and a strong belief among the PCs that they are done once they turn over their evidence in Middenheim.

Little do they know what still awaits them – they obviously forgot they are playing WFRP!

*****
I think you are doing a great job with the scenario.  Your group is making a lot of good decisions and I like how you’re dealing with their unexpected moves.  I do like the tracking of the horsemen ahead by following the trail of road apples.  They were very clever in the manner they uncovered the ambush and destroyed it.
 

I’ll have to address the possibility of Wolfgang or any others partaking in the ambush escaping in Part 4 of the scenario.

 

BTW, I’m hoping the convoluted plot in Part 3 slows you down a bit since I don’t want your group to overtake my writing.  (  Of course, this assumes you play them through this portion of EaW.

 

 BTW, the most important aspect of the playtest to me is that you and the players have fun.

