Tips for a better Deadland

· Try to stay away from random encounter tables

· While they are helpful, an unrealistic and often dangerous result can come up that can disrupt the game.

· It’s better to spend some time planning than to have to step in and do something because of a weird result.

· Save abominations for later

· Stick with human opponents for the first while. There are far more humans than abominations.

· Also, if the posse is always fighting abominations, the pc’s become heroes. If the fight humans, they are survivors.

· Pick a spot for the game to take place

· The campaign is easier to plan and more realistic if the players stay in one area (like a state).

· The posse can leave, but will probably return to the spot.

· This also helps make friends and reoccurring enemies.

· Know when to give rewards

· Once the players have gotten the just of the game, start tightening your belt.

· Now, hindrances should only be rewarded if they endanger others. No getting a fate chip for staying up all night getting drunk.

· I can explain this in more detail.

· Fate chips should only be given out for the following:

· Doing something cool.

· Doing something funny (usually in-game).

· Doing something heroic (like offing a fear monger or saving a town).

· Doing something that makes the game more enjoyable (usually out of game, like taking session notes, drawing pictures, or writing something for the character/posse).

NOTE even if the picture/whatever isn’t very good, give a white chip for effort.

· A posse milestone (not often; like surviving their first combat).

· Slow advancement and encourage fate chip use

· While the players can turn chips into bounty points between sessions, they cannot spend them.

· Approve of any advancements before the player spends his points.

E.g. You can’t buy a power until you find a mentor; You can’t increase a skill until you use it a few times; etc.

· A stack of chips won’t help anyone when you are dead.

· Also encourage the players to spend chips on each other.

· Keep the posse poor

· Remember, 13 years have passed since the Last War. All of the good stuff has been taken.

· A poor posse will do almost anything, whereas a rich one won’t follow the adventure very often.

· Make adventure hooks vague but seeable

REF Apocalypse Now and Player Killer adventures for examples
· The posse is more likely to go for a vague adventure hook than one the always pits them against powerful opponents right off the bat.

· Keep the Fear Level low

· The posse isn’t likely to stick around long if they are in a dead land.

· Also, High Fear Level means Servitors and lots of abominations. Low Fear Levels mean road gangs and Black Hats

· Player histories are BAD!

· Player histories are very annoying, and they tend to bug people who aren’t used to doing them.

· Instead of forcing players to right a full biography on the character, have them outline major parts of their past.

E.g. In Star Wars, my character was a noble. After a fight with his father, he left to become a Fringer (Space Bum). Rather than writing a full past, I outlined the major points and didn’t bother with anything else.

· Remember, A character that has an extensive past will be far more advanced than anyone else (e.g. Veteran edge, or high level in appropriate game).

· Instead of making everyone write about their character, award fate chips to those who do.

· There are a number of very negative side effects for those who put more work into their character past than everyone else, and get either no reward for it, or get the same reward as the guy who f**ked the dog on his quality.

