Design Notes

These notes are designed as a kind of running commentary to some of the elements I've tried to incorporate into the game, intended for the people who will “run” the game. They're purely here as notes, and can be safely ignored.

Manifest

“Design Notes” document 
– 
This document. Comprises of notes which I've written to 





the people who will run/organise the game.

“Dramatis Personae” document
–
A list of all the characters in the game and their function.

“Story So Far” document
–
A document detailing the background to the game.

“Character List” spreadsheet
–
A spreadsheet detailing all the documents in the 







scenario and their size in words.

“Characters” folder 

– 
Contains all of the characters in the game. I've tried to 





keep these to one page each... experience suggests that 




players get confused with more information than this.

Handouts

Each player should receive a copy of the “Story So Far” document, the character description for the character they are playing, and a copy of the “Dramatis Personae” document.

Setting the game up

If I was running this scenario myself, I'd distribute the handouts to the players as early as at all possible. When the game is scheduled to begin I'd introduce myself as the Referee of the game. I'd briefly outline the circumstances of the scenario (“this is why we're all here – The Prince has been murdered.”) I'd also outline the circumstances of the skeleton game world we've created (“this is the kingdom of Tuhurst, the King is Sighard, you are an island with occasional dealings with the mainland.”) I'd ask for any questions. Many players seem to like one defining moment for the transition between “out-of-character” and “in-character”, so I'd explain that the game is about to begin, then give the floor to the King (and possibly the master at arms Tondhere) to say a few words about the death of the Prince, and how they'd like the evening to progress.

Names

To add a kind of “flavor” to the story, I’ve given traditional Saxon names to all of the characters. These can be removed if you think that they’re going to be difficult for your player group. Likewise, place names that are mentioned within the game are of Saxon origin. I’ve avoided using any “real” place names so that we can imagine that the game takes place in its own universe and no history buff is going to trip anybody up! For the neuter characters I’ve constructed names from two Saxon words each - they’re designed not to sound particularly male or female, but neither do they actually mean anything sensible.

Gender

It is unlikely that the gender mix of the players in your group will match exactly the gender mix of the characters in the game. To aid in overcoming this, there are a certain number of “neuter” characters in the scenario, which can be played by either a male or female player. The gender of each character can be found in the Character List spreadsheet. This necessarily requires that Tuhurst has a not-historically-accurate equality between the sexes, and that same-sex relationships are acceptable in society.

Age

The age of each character has been kept deliberately vague in the scenario, so that each player can better be comfortable with playing their character their own way. That said, there are younger and older characters – Hunnwald, Sabert and Acha are considered to be “not yet of age”, whereas Hugdar is considered the eldest character in the game. Whether these characters are given to players of similar age categories is left to the organisers.

Who done it?

If your type of player is anything like the sort of player I see in the events I organise, you're going to see a lot of “hearsay” springing up in the player group over what actually happened, and who the murderer is. I've made the effort to incorporate story elements that throw the light of suspicion onto every major character in the game (although some of these are indirect – for example the King is given a cast iron alibi if you trust the Queen, but Baron Hengist is given the imperative to frame the King for the murder.) Combined with our original design decision that the perpetrator not be told that he/she is the murderer it's going to give rise to a lot of possible solutions. I think the fun for the players is in seeing how these pan out and comparing them to the “correct” solution at the end of the play session.

Major and minor characters

There are twelve major characters in this scenario. These represent the “court” of Tuhurst, the King and his family, as well as one visiting family (that of Baron Hengist.)  There are an additional eight minor characters available – these are considered “supporting cast” who receive just a few words to describe their characters – ladies in waiting, servants and guards. These minor characters are assigned a “sponsor” - a major character who they report to. They should be given to players who aren't fully interested in playing the game but who might like to come along and spend the evening with those that are.

