1 Sommerzeit – Broken Axel to Mittelweg
In the early hours of the morning Skye was sitting comfortably near the open window of her room looking out over the inn’s courtyard.  The horses started acting agitated.  Skye woke Brigitte and Heidi and the three went to investigate.  The inn’s guards told the three PCs that beastmen were just outside the wall going through the refuse pile.  The guards and the three PCs waited and watched.  Soon the beastmen moved on heading south.
(GMs notes – little did the PCs realize that this group of beastmen were going to come back to haunt them)
The morning travel was quiet.  It was another hot day.  
In the afternoon beastmen attacked the group.  
The group was able to dismount and destroy the beastmen.  Some PCs were wounded. 
Some time was lost as the PCs had to track down their horses. 
The PCs arrive in Mittleweg with out further incident and stay at the Colorful Horseman Inn
The evening is quiet.
2 Sommerzeit –Mittelweg to Hart and Hound
The PCs continue their ride south to Altdorf.  Again another quiet day is spent on the road. 
A quiet evening was spent in the inn.
3 Sommerzeit – Hart and Hound to Brockel 
The PCs day of travel started out quite fine as they traveled the road in the morning with normal background encounters.  
By mid afternoon the road had grown very quiet.   Soon the PCs realized they were being watched and followed.  The spy four horsemen trailing them and see that another six or so have formed a roadblock ahead.   A group from the Sons of Ulric question the PCs for several minutes.  They are belligerent and suspicious.  The PCs notice one of the Sons whispers something to the leader  (The PCs had been recognized by one of the Sons as a group matching a description of meddling undercover Knights Panther).   The Sons allow the PCs to pass.   As the PCs are about half way through the roadblock the Sons attack the PCs.  Brigitte is immediately dropped and is out of the fight (and loses a fate point).  The remaining five PCs are just able to defeat the sons in a very tough fight.  They search the bodies for valuables and any clues.   The PCs revive Brigitte and healed up best they could.   The PCs round up their horses and continue on. 
(GMs note – The PCs missed the signs that they were about to be ambushed and it cost them heavily in fate points – Brigitte and Harley each lost 1 fate point.  Harley has no fate points.  Falcon lost 2 fate points – 1 early in the fight when he got nailed by an Ulric’s Fury shot that killed him out right when he had 9 wounds left and then after the fight – when his was suffering from a mangled left arm critical  - after fighting for 4 rounds with a 20% chance of bleeding to death – he dies as the healer is applying faxtoryll to his wound – now Falcon has no fate points.  I am concerned about Harley and Falcon’s long-term survival at this point.)
The PCs arrive in Brockel and report to the gate guards about the Sons ambush.   The guards don’t seem all that interested.  The PCs check into the inn and head off to see a physician.   The physician is able to patch up Brigitte, but Falcon is still heavily wounded.  At dinner it still is decided to move on with 5 completely healthy PCs and the heavily wounded Falcon.
The PCs run across a detachment of the Baroness Gwendolyn’s cavalry.  They learn about the mutant attack on the village of Guthügel and of a skirmish between them and a detachment of Grand Duke Leopold’s troops.
(GMs note – I changed this encounter from road wardens to the Baroness Gwendolyn’s cavalry to play up the tensions between her and her father – the basic encounter of the PCs learning of the mutant attack stayed intact). 
4 Sommerzeit – Brockel to The Green Dragon Inn
Thankfully the PCs run into a traveling druid that they had been friendly with for years.   The druid heals Falcon.  The PCs and the druid talk for a while.  Skye informs him of the temple near Heedenhof (this is part of my personal overall campaign).  The druid and the PCs say farewell after a while and part ways.  The rest of the travel is uneventful and quiet with the PCs arriving at the inn late in the afternoon.  During the evening a group of road wardens arrive at the inn.   
The PCs do not interact with the road wardens and they spend a quiet evening. 
5 Sommerzeit – The Green Dragon Inn to Kutenholtz
The PCs head out in the morning and after a couple of hours on the road they are passed by the road wardens from the previous night.  Pleasantries are exchanged and the road wardens continue on south. 
In the afternoon the PCs come upon the scene of the five road wardens locked in battle with bandits.  Two of the road wardens are down and out as are a number of bandits.  The PCs rush into help breaking the bandit ambush.   Unfortunately two of the road wardens die of their wounds with the healers in the party unable to save them (actually failing their healing rolls).    The road warden sergeant asks the PCs their names – which the PCs give.  The road wardens ask the PCs to accompany them to Kutenholz, where they will take them to their lord Baron von Kutenholtz! The PCs comply with the road wardens as they knew (and nervously were hoping) that the Baron should be in Middenheim.   The PCs and road wardens arrive in Kutenholtz and visit the Baron’s manor.  The road wardens give the PCs names to the Baron’s bailiff.   The dead road wardens are taken to the chapel of Morr. 
The rest of the afternoon and evening is spent quietly in the inn.
(GMs Note – ok so this has the players extremely worried as they assume – correctly – that the town of Kutenholtz is run by the Baron von Kutenholtz.  The players felt they had no choice but to go with the road wardens less they come under the suspicions of the road wardens.  What amazed me is that they did not attempt to steal the list of their names that the road warden sergeant handed the bailiff.   This may come back to haunt the PCs latter in the festivities as they very well may become known to The Heir).
6 Sommerzeit – Kutenholtz to Frederheim 
Again Skye hears that the horses are disturbed when beastmen pass by the inn (which was next to the town wall). 
Again the PCs do nothing. 
(GMs note – this is a different group of beastmen heading to the shining rock – so the PCs will have a very tough fight a head of them.)
Shortly after leaving the PCs spot an Ulrican ambush.  The PCs gallop past the foot bound Ulricans.  
Early in the afternoon the PCs come upon the white rock that marks the trail to the Shrine of the Shining Rock.   They smell the foul odor of the beastman that was on lookout duty.  The beastman heads towards the shrine crashing through the wood.  The PCs ride to the shrine as they suspect there may be trouble.  When they arrive the see 10 mutants moving to attack the 4 priests at the living quarters and the see two groups of 8 beastmen moving to attack the templar knights defending the shrine.  They do not see Anders or his four beastman body guards.  Heidi quickly sums up the situation (making an academic knowledge – strategy and tactics roll) and charges with Krogar the mutants attacking the priests.   She directs Harley, Skye and Falcon to attack one group of beastmen and Brigitte to fireball the hell out of the same group of beastmen.  
The PCs charge into battle dismounting just behind the attacking beastmen (Heidi being on a destrier impaled a mutant with her demilance on a well executed charge – then dismounted).  A wild battle ensued with beastmen and mutants being killed by PC, priest and templar alike.  The forces of the Red Crown also fought savagely causing much damage.  Early in the battle Anders realized something was amiss and that is when he saw Brigitte – whom of course he believed to be Kassandra Lieberung. He and the four beastmen charged her.   She used fireballs to slow them and took off using flight when they got close.   Brigitte was able to do this for a many rounds while the rest of the PCs, priests and knights templar battled the other forces. 
When it was over there was much carnage.   8 of the 10 mutants had been killed (2 escaped into the woods) while 14 of the 20 beastmen present had been killed, knocked out or disabled (to then be killed) – 6 beastmen fled into the woods while Anders was mortally wounded.   One Ulrican priest had been killed with the three priests all being heavily wounded.  Three of the four knights templar were heavily wounded.  Krogar had been heavily wounded being reduced to 0 wounds (having had to use a fate point), Brigitte suffered a +2 critical, Falcon suffered a +2 critical, Harley suffered a +4 critical and survived four bleeding to death rolls (@20% each), Heidi was heavily wounded also being reduced to 0 wounds. 
 Amazingly Skye and a Templar of the Fiery Heart suffered no wounds. 
Andres gave Brigitte is final speech before erupting into mass of mutations.   Of course the three surviving priests see this.  As the PCs are attempting to patch themselves up the Sigmar priests openly question Brigitte and if she still isn’t an agent of Chaos (refer to the June 4, 2005 session notes for a bit of background on Brigitte).  Well the PCs just start going bonkers at this point as the priests hadn’t even said thank you (the knights templar had expressed much thanks).  The Sigmar priest were not swayed by the PCs yelling and carrying on and as a matter of fact sated that they were going to report this incident and their suspicions about Brigitte to Altdorf. Well at this point Harley has a complete meltdown, cursing the Sigmar priests, threatening to kill them if they did not shut up and they like.  First the storm clouds rolled, Harley did not stop, then the thunder started, Harley did not stop, then the lightning started, Harley did not stop – finally Harley was forced to the ground and was rolling around begging forgiveness from Taal.
 (GMs note – I finally decided that an initiate carrying on like this will earn a roll on the Wrath of Gods table along with some other penalties)
The PCs left the shrine in complete disgust and headed to Frederheim with serious debate of heading south into Bretonnia and then on to Estalia – Skye contemplated a return to the temple near Heedenhof. 
(GMs note – The players were beside themselves at the treatment they received from the Sigmar priests – I had to have a 30 minute break to sooth frayed nerves – including mine!)
7 Sommerzeit – Frederheim 
After spending a quiet night  (as if the previous day was not completely insane). 
 The PCs held a breakfast meeting and it was decided that they would go to Altdorf as they had agreed to.  
They decided that they were not going to take any more crap like they took the previous day.  
The PCs had an uneventful trip to the outskirts of Altdorf.  
Well that was session #7.  The PCs are within sight of Altdorf.  
Nerves are raw, but the PCs are a bit calmer then they started the day. 
Little do they know that it will most likely get much worse before getting any better.
The players had a good time overall but were bitterly frustrated by the events at the Shrine of the Shining Rock.   
They have just about had enough of all things Sigmar and Ulric.  There was much conversation from July 5th through 9th as to why these PCs would bother considering the poor treatment by both cults.   Careful reminding of their PCs personal beliefs, motivations and desires got them back although they are edgy and guarded.   I may have my work cut out for me in session #8 as to not have a player meltdown.  I am not too worried I have been here several time before.  I really believe they needed to blow off steam.
Erik

Alfred:

Is the Player revolt reflective of the treatment of the characters' or frustration on the part of the players'?  Perhaps working for the cult of Morr might help the players since they won't be seen as "Ulrican lackeys."

Is the amount of combat situations causing them stressful moments?

Given the drastic reduction of fate points from the various combats, I'm wondering if that is a factor in the players' frustrations.  Part 3 doesn't have as much in the way of combat and, hopefully, this might help them get past this stressful patch.

Then again, their townhouse does get burned to the ground at some stage...

Erik:

It is the treatment of the PCs by the NPCs (which has been a long time staple in my campaign)that was really starting to grate on them.  Keep in mind this group(in various forms and compositions including 2 groups of 6 at one time)has completed all four parts of APW, TEW to this point, DotL, DDS, all 5 parts of Doomstones, Lichemaster, Kidknapped!, Witch Hunter Cometh, Mountains of Madness, plus others they I can't even name.  They are very experienced and reasonable well known in certain circles. For two years Brigitte was the most wanted person in the Empire. They are tired of saving everyone's behind and then getting dumped on.  Things final broke for them. They have had enough of the disrespect.


Alfred:
An understandable development then.


Erik:

In session #8 (notes to follow ASAP) they were treated respectfully by the Count and Priestess Inga so they are much better.

This near revolt was clearly on me pushing them so hard for so long that they snapped back.  All is well and everyone cannot wait for Saturday.


Alfred:
The PCs’ hard work should garner them some respect at this stage.  The fact that the PCs are expendable should not be readily apparent.  :)


Erik:

No my players like combat by in large because it is as close to black and white as one gets in WFRP.  They like the kill or be killed aspect.  My group is plagued by poor dice rolling at just the wrong time.


Alfred:
Bad rolls can be wearing.  :)


Erik:

What stressed them out about the combat in Get Back is they knew they were going to get ambushed - they were positive - but they road through the roadblock not ready to defend themselves.  They were frustrated at themselves.  They know better and they know me better than that!

Also keep in mind I have beefed up every combat to coincide with the PCs abilities and equipment.  I will admit that I don't quite have their v2 capabilites figured as I did their v1 capabilities.


Alfred:
Some combats were not intended to be deadly.  Bandits and the ilk should be fairly easy to rout for the PCs at this stage unless there is a considerable number of adversaries.


Erik:

Well the group as a whole headed into this section of EaW with a total of 20 fate points among 6 characters. I also allow a PC to spend fate points to save another PC if they are in a position to do so.  So I am not too
worried.


Alfred:
That's not too bad.


Erik:

Actually a Session #8 notes tease - they have finished 3 days of investigation and are nowhere near finding the conspirators (who are going to be arrested in a mere 4 hours)- so they are a bit frustrated as they feel as though they are missing something. They are unsure what to do.  The noon time meeting with Sister Inga will be helpful to them as I will toss them a bone.

Alfred:

That's what meetings with Inga are intended to do: give the GM a basis to help focus the PCs on what they've uncovered, overlooked, or review gaps in logic.


Erik:

Again it is not the EaW making my players nutty (well of course it is - in a good way) but the fact that I have ridden roughshod on them.  I plan on backing off the throttle a bit, while retaining urgency and tension. 


Alfred:
I also think that investigative scenarios can be mentally draining as PCs have to put the clues together in some fashion.  On the other hand, the challenge of resolving the situation can be fun as it levels the playing field a bit.
