Hello, Alfred!

Finally I have the time to write.

It was literally a sleepy session. Six guys after hard day's work trying to roleplay. It wasn't an ideal situation for this part of the scenario, because there wasn't battle-action, which would have woken us up, only cautious investigation. I don't blame the players or the scenario. The players were being very careful, because they didn't want to fail by acting too early. This part of the scenario is very much character driven, so if they don't act much, then there happens very little. If the session had been an episode of a TV-series, that series would have been cancelled after that night. :) (Bye, bye Star Trek: Enterprise!)

So next time, we've got to get some action. I think there are two possibilities:

1.) I'll take the reins and start to whip the horse. My players don't mind little railroading, if it speeds up the play and gets things going. That would mean that I'll narrate the story after I ask the players, what is their characters' routine of the day. So it would be like:

"The next day goes by. The Dwarfs are surveilling the Martial Platz, but nothing unusual happens there. Franz, Aldras and Lotov in/near Wolf's Head see Wolfgang meeting with two different men, one of them is a Hochlander soldier, whom Wolfgang calls Torsten."

That way the play won’t slow down. I would focus on special events (Wolfgang meets Euchen/Küster) or if the players insist of doing something special.

OR…

2.) I change and rearrange the timeline of the events in Bergsburg (Wolfgang meets Euchen right a way and so on), so that there won’t be too much loose time. In the session I decided that this option requires some careful thinking, so I’d have to do this between sessions.

Although every GM may twist ready-to-run scenarios to their liking, this option may not be ideal for you and us, because in my mind we are supposed to playtest the scenario very much as it is written. That’s why I think the first option would be better in this situation.

And of course I’m open to other suggestions. &#61514;

We talked about the slow pace and some actions the PCs may take in the next session. Seems to me that they will take some more direct actions next time, like break into Wolfgang’s house or even attack Günter and ask him about Wolfgang and Sons of Ulric.

Oh, what happened to the PCs? They continued their surveillance job. They discussed about going and talking to Wolfgang, but it didn’t happen yet. Franz the Would-be-Templar talked to Father Mueller of Sigmar about those Ulrican thugs who beat him up last week. The players believed Helmsberg Hill ruins were a Sons of Ulric base, because it is said to be haunted, so people would avoid the ideal place for the headquarters. They spent one day/night there waiting, but there was no “dungeon” there (possible meta-game thinking influenced this belief?). Gambling and watching pit-fighting in Rat and Shovel, gather info and observing in Martial Platz, sleeping and eating in the Golden Nugget, drinking Black Oak Bitter in Wolf’s Head and trying to hear what Wolfgang is saying. They gathered that tomorrow Wolfgang will meet Euchen (who also resides in The Golden Nugget).

I don’t know why or how, but the players and the characters believe, that Wolfgang is a templar PLUS a powerful cleric. I didn’t correct this wild rumour, I just tried to hide my smile behind the GM screen. Tough reputation of a tough NPC just got tougher!

Children here in Finland have a play called “broken phone”, where the first child in line whispers some message to the boy/girl next to her and so on. Then the last in line tells what she thought she heard. Finally the first child tells what the message she started really was, and then all end up laughing. “Beware! Wolfgang is a powerful cleric” sounds like “broken phone” thing, but only I’m doing the laughing!

Then some things not about our latest session.

Some things in EaW about Bergsburg are not clear. For example, “Wolfgang despises each of them [Ulrican clerics in Bergsburg] for being weaklings”. I know what this means, because I’ve read the Bergsburg Project pages, but there might be some GMs, who haven’t. Would it be useful to mention in the text about this great web project for more info about the city?

“Effects of PCs’ actions in Bergsburg” –table is great. Really helpful.
All scenario designers should include things like this in their scenarios.
This is what I call GM friendly things.

Thinking about the campaign’s future, what do you think about the Emperor’s mutant-edict and the Prime Estates? I understood that the Prime Estates have (in practise) a veto over the Emperor’s edicts. So how could that edict see the light of the day. Why didn’t the Prime Estates just overrule such a dangerous edict? Why would it be in use in the Ulrican provinces? At least I need some further light on this case.

And Sudenland. I think in WFRP2 it will “disappear”, meld into some other province. Why is that?

Kai
Alfred:

The scenario will have a lot of episodes which is not battle-oriented, but investigative, I'm afraid.  Wait until I send you the latest version later...

I would suggest going with option 1 above.  If nothing else, when you switch from narrative to play mode, it might alert the (sleepy) players that they'll need to pay attention.  I think this is the best way to speed up play. In addition, option 1 is the better option as it requires less work for you as GM.

I also agree that flexibility would be a good thing when the PCs show initiative.  Breaking into Wolfgang's house is a good idea since the PCs can find information hidden away there.  Beating up on Günter might be a satisfying means to work off frustrations, though it would alert Wolfgang to their presence.

BTW, I like the way you gave the time in Bergsburg some depth.  In response to the issue you’ve raised,  I added that as a GM Note as well as a brief bit on the Ulrican priests assigned to Bergsburg.

I’ll eventually add an "Effects of PCs' actions in Bergsburg" table for Altdorf.  I’m pleased that you consider it GM friendly.


With respect to the Prime Estates, I don't think the Prime Estates saw the Mutant Edict before it was released.  It's a part of the story that hasn't satisfactorily been explained in earlier TEW scenarios.

As I recall, the Ulrican provinces do not agree with the Edict and have declined to enforce it.  The Sigmarite provinces have viewed such acts as provocations against the Emperor, though they themselves are uncomfortable with the Edict.

Why did GW do away with Sudenland?  Or, what "WFRP" reason is there for Sudenland's disappearance?  I don't know about the former, though I suspect it's another example of GW being careless with their past literature and disrespectful to the concept of continuity.  As to the second question, I wrote a brief bit on the change of Electors.  It's at my website at www.MadAlfred.com under Articles.  I may also touch on this when I get around to writing my next set of scenarios which take place post-TEW.

