
Episode 0.2 Prelude: Crunch, The Elemental Manikin  

[Opening theme music begins] 

Vida: Hello, my name is Vida, he/him pronouns, and I will be playing Crunch, they/them, the 
Elemental Manikin. 

VJ: And I’m VJ, she/her, your Storyteller for Hedged In. 

[Theme music ends] 

Vida: Cool. 

VJ: So… 

Vida: Cool.  Let’s go. 

VJ: Yeah, let’s go. 

Vida: Let’s go.  I’m ready to go. 

VJ: Alright, so.  Let’s go ahead and talk about what you visualize Crunch looking like. 

Vida: So, they look, well, they would look kind of young, except their face lacks a bit of what 
one would typically use for, you know, marking age and stuff, because most of their face is 
made out of metal.  Various sort of mechanical parts that slide together and there are pistons, 
presumably right underneath their metallic skin.  Just sort of a grey metal with a slight shine to 
it.   

Vida: Noticeably, their left eye is a human’s eye, and the patch of skin around it.  Sort of a, like, 
hazel eye, thin eyelashes, and then they also have just a sort of patch of hair on their head, 
which is brown and wispy and, and much of their body is like this: just sort of a patchwork of 
metallic moving parts.  One of their elbows, you can see a gear, like right in…a couple gears in 
their elbow joints.  Um.  A patchwork of skin and metal. 

VJ: And that has a lot to do with the fact that Crunch is a Manikin Kith, and the Manikin are sort 
of an oddball in, sorry, in the Elemental Seeming in that unlike most Elementals that have a very 
specific, like they are fire or they are stone.  Manikin exists in this weird space between, where 
they can be made of metal, but they’re also…like, that’s not their core.  And I love the Manikin 
Kith.  The Manikin Kith has some cool stuff attached. 

Vida: It’s pretty neat. 

VJ: Crunch exists in their Keeper’s workshop.  And Crunch is not the only one who has existed in 
this workshop. You’re not precisely sure where the workshop is in Arcadia, mostly because 
Arcadia likes to shift, but mostly also ‘cause a lot of your memories are not as they once 
were.  And that’s something that you made mention in your backstory. 



Vida: Yeah.  Crunch is…they’re not sure about a lot of things.  However, their only real 
memories are of Arcadia and basically their time in their workshop and their time, the times 
they’ve been taken out of the workshop to see their Keeper, in their Keeper’s massive, 
clockwork, ever-moving, ever-changing, sort of labyrinth of a palace, that they’ve worked on. 

VJ: Right. 

Vida: That’s what they’re doing. 

VJ: The work has gotten harder.  It’s started slow.  It started tediously.  But it’s just.  Getting.  
Harder and harder and harder.  And, there are whispers of things going on, but nothing that 
really quite reaches Crunch’s ears.  Like, there’s something…there’s something up.  This really 
comes to a head where Crunch is working in your own personal cell, and the door opens, and 
someone is tossed in, and then it shuts.  And you hear, ringing out: 

Crunch’s Keeper:  
(booming, metallic voice) It’s broken, now fix it. 

Vida: Ooooo 

VJ: Um. 

Vida: Oh, dear. 

VJ: So, for the listening audience, uh, this is gonna be interesting for Crunch, because- 

Vida: Yeah, this is…literally their least favorite thing. 

VJ: Right.  

Vida: How… 

VJ: But you’re not the one broken. 

Vida: Yes.  H-how are they broken.  Like, this person.  What…what part is broken. 

VJ: So, Crunch sorta comes up inquisitively to this heap of a figure. 

Vida: I’d say really cautiously. 

VJ: OK, cautiously.  That’s good.  I like it, I like it. 

Vida: Yeah. 

VJ: No, caution is good. 

Vida: I’d say like, less that I’m worried about something bad happening to me.  More that I just 
really would rather this was not happening, and am going towards this sort of inevitability of an 
unpleasant experience as slowly as possible.  But it’s not a very large cell. 



VJ: No, it’s not a very large cell, there’s not many tools.  And this Changeling sort of sits up…  His 
skin is sort of mirror-y and dark and reflective, and he doesn’t seem to have any really 
distinctive features.  But he’s looking a little worse for wear, and he, uh, he coughs and goes: 

Christof:  
 Ghhah.  Hm.  Damn.  Um.  That.  Uh, that-that was not… Oh, hey.  Hey, kid.  Um. 

Crunch:  
Hi…. 

Christof: 
 So… 

Vida: I’ve taken two steps back. 

VJ: He definitely looks worse for wear.  He’s like: 

Christof:  
I don’t, I can’t- 

VJ: This Changeling in front of you has been basically st-  He, he has clothes on, but that’s about 
it.  He’s been stripped of everything, all of his other materials, and he, he looks like he’s been 
beat to Hell and back. 

Vida: Mm-hmm. 

VJ: But he doesn’t look like any of the Changelings here in the Clockwork Palace. 

Vida: Is he not made out of clockwork, then?  Like, hasn’t had his parts replaced with 
clockwork? 

VJ: Yeah.  Like, he-he does not look like he came from the Clockwork Palace.  There’s no 
clockwork to him.  He is mirror-y and dark and…  You could make me…  You don’t have Occult 
right now, so… 

Vida: I most certainly do not. 

VJ: That’s alright, that’s alright.  Don’t worry.  Don’t worry about that particular detail.  He is not 
from here.  Not at all.  This is a Changeling that must have come from somewhere else.  And he 
sorta just pushes himself and leans up against the wall, and he’s like coughing and he’s like: 

Christof: 
Ghhah.  Hhh.  Kid, look.  Huh. 

Crunch: 
Yes? 

Christof: 
You remind me of, uh. 



VJ: And he smiles. 

Christof: 
Heh.  You remind me of someone I know.  Hhh.  Look.  Um.  I don’t want to have whatever 

you’re gonna put in me, in me.  I’m- 

Crunch: 
That’s…that’s good, ‘cause I don’t know how to work with glass, and it looks like you’re made 

out of glass.  Uh.  So. 

Christof: 
Heh-heh.  Heh-heh-heh. 

VJ: He coughs up some of the, it’s like- 

Christof: 
I think that’s the first time ever, someone’s ever called a Mirrorskin “made out of glass”.  Ghh-

hhh-keh. 

Crunch: 
I don’t get out much. 

Christof: 
No, I can-I can tell.  I can tell.  How ‘bout…I don’t got much, kid.  Uh.  God, you remind me of 

Ant.  Ugh, Ant – what did I get myself into?  How ‘bout I make you a deal?  I trade you 
something.  You don’t put that clockwork in me, and I’ll trade you a memory of something 

useful. 

Crunch: 
A, a memory of something useful? 

Christof: 
A memory of something useful.  Or, well… a memory you might find useful.  I know I’m not 

going to find it much useful for much longer. 

VJ: He, like, he’s looking at you and he looks rough. 

Vida: Mm-hmm. 

VJ: And uh…it’s up to you.  What does, what does Crunch want to do here? 

Vida: I mean, I’ll take him up on his offer.  I can’t say I totally understand it, but yeah, I’ll take a 
useful memory to not do what, oh gosh, not do what I’m told.  You know what?  Sure.  Let’s do 
it. 

VJ: Awesome.  So, he gestures to where he’s like: 



Christof: 
OK, c’mere.  Ant showed me how to do this once, and uh…I think I’m doin’ it right. 

VJ: He sort of just, like, kisses his pointer and middle finger, very gently, and you can almost see 
the memory just sort of leave this Changeling.  He sort of gestures you to, sort of just, come 
here, and he just sort of push, like, puts it against your forehead. 

Vida: I close my eyes briefly, which looks like one eye closing and then the orange light in my 
mechanical eye just goes out. 

VJ: Nice.  That’s awesome. 

[Hopeful, acoustic music begins] 

VJ: You’re flooded with these warm, like, this…this is way more memories than you probably 
bargained for, honestly.  You see a pair of woman.  One with hair made of dust and ice.  
Another, a strong warrior with flashing rainbows…with hair and nails.  A town, that’s not really 
a town that should exist, but is a crossing in and of itself, but is a place that is in danger, but is 
still safer than many other places.  And then you see…the only person who you can really think 
this is is Ant.  And Ant is a shorter person.  They are…they first appear to you as a, as a cloaked 
figure with a, sort of, one of those medieval doctors masks, where it has the long beak. 

Vida: Mm-hmm 

VJ: And, but then they sort of take it off and they smile warmly at you.  But it’s not you.  They’re 
smiling at this Changeling, whose name is Christof. 

Vida: Mm-hmm. 

VJ: That you now understand, like, this is Christof’s memory.  And they smile, and they give you 
this sarcastic look of “what, what did you do now, doofus?” 

[Music ends] 

VJ: And it’s just – it’s warm, and it’s home, and then the memory is done.  But you still have it. 

Vida: Mm-hmm 

VJ: You can still revisit it any time you wish.  And Christof is like: 

Christof: 
Huh, OK. 

Vida: Yeah.  I’m certain they’re sorta struck by the significance of that memory.  Like, that’s a 
special thing. 

Christof: 
Well, uh.  That’ll bring you some use.  Kid, um, I’m gonna close my eyes for a little bit.  Um.  If 

you see Ant, tell ‘em.  Tell ‘em “I’m sorry”? 



VJ: And he closes his eyes.  And he…he falls asleep.  But even just the, the quickest of 
investigations is that this is a dead man.  He has injuries, internal injuries that, there was no way 
you were going to be able to fix him, even if you knew even where to start.  But there’s a place.  
There’s a place called Crossing.  There’s a person named Ant.  And you know how to break open 
a lock. 

Vida: I do.  And I’ve also disobeyed an order.  And, I know for a fact, more than just anything 
vague I know, that there’s something that’s safe out there.  Or not safe, but definitely warm 
and better and…yeah. 

VJ: All right.  Well, let’s pull out some dice.  What you’re going to need to do is, you are going to 
make a Dex/Larceny check.  You’re specifically making a Dex/Larceny/Lockpicking, so looking at 
the rough ki- 

Vida: Yeah, I’ve got, I’ve got the lockpicking trained, um. 

VJ: Yeah, so you get an extra dice. 

Vida: But first I want to sort of look around my little cell.  I’ve got a blanket and I’ve got, like, 
things that are mine in this cell.  Most tools and stuff sort of just disappears when I don’t need 
it, or do need it.  Like, I have a blanket and I have, like, a nice, thick sort of pair of protective 
gloves.  I actually didn’t ask you if I could have these. 

VJ: No, no, that’s fine.  Hey.  Hey.  Chewing on the scenery is a well-established role player 
thing.  Chew on the scenery, and take everything that’s not nailed down to the floor.  Go for it, 
baby. 

Vida: Well, I sort of debate whether I should take this blanket with me, or lay it over 
Christof.  ‘Cause honestly, I don’t know shit about death.  It seems like the right thing to do.  
And so, I think I’ll do that.  And then I’ll shove the gloves into…I’ve got a sort of apron with a big 
pocket, and I’ll shove the gloves into those pocket.  And I kind of don’t trust the tools to not just 
vanish when I need ‘em most.  But I grab a hammer anyway. 

VJ: Yeah, yeah, a hammer works.  A hammer works.  Ah, I would also, can give you some wires, 
as a one-time lockpick. 

Vida: Mm-hmm.  Yeah.  Cool.  So.  Let’s see.  I got the four in Dex, and then the three- 

VJ: In Larceny. 

Vida: In Larceny.  And then, do I get something else because it’s Larceny: Lockpicking? 

VJ: Yes.  So, you get an extra die for Lockpicking, and then you’ll get an extra die for your 
lockpick.  So, four plus three plus two, that is nine dice. 

Vida: Yup. 

[Sound of dice rolling] 



Vida: Oh, phew.  Ok.  Um, so I got one 9 and a 10, so I reroll the 10. 

[A die rolling] 

VJ: Yup. 

Vida: Um…OK, I got two Successes. 

VJ: Alright.  You know the lock. 

Vida: Mm-hmm.  I’ve opened this lock before, and then just sort of looked out at the corridor, 
and then closed the door.  Like, this lock is familiar. 

VJ: So, uh, I will say that…you didn’t break your lockpick.  So, you made the Successes, and you 
know the lock, so you didn’t break the lockpick.  So, you’ll be able to reuse that at least one 
more time. 

[Eerie wind, faint screams begin] 

VJ: And you creep out into the hallway, and, and no seems to be here right now, but there does 
seem to be commotion.  There are…there’s definitely screams.  There -you’re not the only 
person who got shoved a broken object to fix.  But you do seem to be the only one who chose 
not to. 

Vida: Yeah.  I will, so, is it just a corridor?  Like, is there a direction that has less screaming? 

VJ:  Yes.  Yes, there is a direction that has less screaming.  Turn left. 

Vida: OK, yeah, I will go that way. 

VJ: And, you…make, so make me a Perception check.  That is a Wits/Composure. 

[sounds end] 

[Sound of dice rolling] 

VJ: Um…you also have Trained Observer… 

Vida: That just means- 

VJ: You get to ignore the penalties. 

Vida: -I don’t take, yeah, I ignore penalties up to -3. 

VJ: Right 

Vida: That is Wits and Composure, so that is four dice for me. 

VJ: Yup. 

[Sound of dice rolling] 



Vida: Oh.  That, and I got an 8 and a 10. 

VJ: OK, reroll the 10. 

[A die rolling] 

Vida:  Yeah, OK, that’s two Successes. 

VJ: Cool.  Uh…and then go ahead and roll me a Dex/Stealth check. 

Vida: That will be some more dice than four. 

VJ: Yup.  Uh, so that’s seven for you.  Dex four, Stealth three. 

Vida: ‘Kay, yup. 

[Sound of dice rolling] 

Vida: OK, got…two Successes, again! 

VJ: Perfect! 

[Music begins – creepy chimes] 

VJ: You skulk, quickly and quietly, through the Clockwork Palace.  It is a cacophony of noises, of 
screams, of tongs, of hammers.  You hear, when you cross paths across this one doorway, but 
no one notices you: “I’m not with Nox.  I’m not with Nox.  I did not betray you to Lady Nox”.  
But the danger is still remarkably present, and you should probably keep going. 

Vida: Mm-hmm.  Yeah.  Given that I have zero context for what any of this means, yeah, I’m 
just gonna keep going. 

VJ: Very good. 

[Music ends] 

VJ: Make me one more lockpicking check. 

[Sound of dice rolling] 

Vida: Ooo.  Got two 10s. 

VJ: Nice, nice.  Reroll those ‘sploders. 

Vida: Mm-hmm 

[Sound of dice rolling] 

Vida: Ha, I got another 10. 

VJ: Nice!  Reroll the ‘sploder. 



Vida: Oh, OK, I’m at four so far.  No, I’m at five so far. 

[A die rolling] 

VJ: Nice! 

Vida: OK, five.  Five Successes. 

VJ: OK, that’s good enough that I’ll let you keep the lockpick.  And actually, you’re like “this is a 
fucking handy piece of metal”, uh, add that to your Inventory.  You have a +1 lockpick.  You’re 
like “this is mine now, this is mine.” 

Vida: Yeah. 

VJ: “I have exerted, I have exerted my Larceny upon this!  This is mine now.”  You are, you skirt 
through the palace, quickly, quietly.  With all of the commotion, you’re not even noticed. 

Vida: Mm-hmm. 

VJ: And you pop the lock, which is so familiar.  It’s like the, almost the same lock on your door. 

Vida: I mean there’s a reasonable chance I made this lock. 

VJ: Oh, I like that! 

Vida: That’s why I know how to pick locks, is because I’ve made locks. 

VJ: Nice.  I think I, you know what?  I did read that.  I did read that in your backstory. 

Vida: Mm-hmm. 

VJ: You pop the lock because you know it like it’s your own.  In fact, it probably is. And then you 
step outside of the Clockwork Tower, and you can finally see what this piece of Arcadia looks 
like from the outside.  And it is this massive obelisk of clockwork workings.  And you hear, as 
you’re exiting out of the building, this bell toll, and you feel the vibrations, like, resonate with 
the metal pieces in your body.  And you know that tone does not mean anything good for you.  
It’s still beautiful, but it’s still remarkably dangerous, and you should probably be running now.  
But I’m not, I can’t make decisions for your character. 

Vida: Yeah.  You know, I was going to take a little moment, to like, feel a bit of pride at what I’d 
made. 

VJ: Oh you definitely feel it, it’s beautiful. 

Vida: But yeah, I’m…I’m gonna…I’m gonna book it. 

VJ: OK. 



Vida: I’m like not gonna take that little moment.  I was gonna to, you know, stand back, put my 
hands on my hips, just sorta nod, and like…no.  I’m running now.  What does the ground look 
like in front of me? 

[Ambient forest noises begin] 

VJ: The ground ahead of you looks like Thorns, and the ground ahead of you looks like danger, 
but danger is behind you much more.  And you run.  And you run some more.  And you run 
through the Thorns, and you run through the Hedge, and you run, and you run, and…  Time in 
the Hedge is fickle.  Like, you feel like you’ve been running for days; you could have been 
maybe a second or two.  It likes to move.  It likes to shift, and wobble, and meander.  Make me 
a Dex/Athletics check.  So, that’s, uh, five dice for you. 

Vida: Yes, it is. 

[Sound of dice rolling] 

Vida: Oh, thank goodness.  That’s a- 

VJ: Haha, oh? How, what was-? 

Vida: That’s one Success! 

VJ: What are the other dice in your-? 

Vida: That could have been a Dramatic Failure. 

VJ: Oh, there’s 1s in that? 

Vida: Yeah.  There are two 1s, a 4, a 3, and a 9. 

VJ: I think my Fate- 

Vida: Um, and it takes me a little moment to figure out if things are 9s or 6s. 

VJ: Yeah.  Some of the dice that I have, I have some of the actual White Wolf dice, and the 8s, 
9s, and 10s are a different color, so that helps. 

Vida: Ah.  That’s nice. 

VJ: But then I also have my not-White Wolf dice, and it’s just a line on the bottom versus the 
line on the top. 

Vida: Yeah. 

VJ: Um. 

Vida: Yeah, I’ve got some that have lines and some that have dots. 



VJ: You are running through the Hedge, and you, you’re running away from the bell toll, which 
is good. 

Vida: Mm-hmm. 

VJ: And you manage to stop yourself before you run right off a cliff.  Like, that’s a drop.  That’s a 
serious drop. 

Vida: Mm-hmm. 

VJ: But in that moment, in that, that one moment where you’re like, like “huah!”, you step 
back, you look, and you see something at the bottom of this ravine.  It’s not a super deep one, 
but if you had fallen?  That…that might have been kind of painful. You might, might not wanna 
have fallen down there.  

 Vida: No… 

VJ: But there’s something down there. 

Vida: OK. 

VJ: And…you’re looking.  You can’t hear the bell. 

Vida: Yeah. 

VJ: You can’t see the Clock Tower. 

Vida: Mm-hmm. 

VJ: You don’t know where you are, but you know there’s something down there in that ravine. 

Vida: So.  Yeah.  Oh man, I don’t know where I am.  What a change of pace. 

[Laughter] 

VJ: This.  This.  This is super unexpected! 

Vida: Yeah.  I’m gonna look for a way to get down to the ravine.  Safely.  Like, you know, ideally, 
a path, or like maybe a tree that has a rope tied to it, but that’s probably reaching too hard.  But 
like maybe, you know, the safest way down, you know, something that would- 

VJ: Here, call me High or Low. 

Vida: Uh…High. 

VJ: OK.  So, what I’m doing is I’m rolling a d10, and if it comes up High, like you called it, 
something good will happen. 

Vida: Mm-hmm. 



VJ: If it comes up Low, eh, then you might not get what you find. 

Vida: Eh, that’s fine. 

VJ: High.  There seems to be a vine, that if you’re careful, you might be able to use to sort of 
shimmy down the worst of the incline, and then just sort of slide, taking maybe a Bashing, 
down the rest of the ravine. 

Vida: Is the vine long enough, that I could un-, like get it off from where it is, and tie it 
somewhere else, that would be like an even less dangerous part of the slope?  Or no? 

VJ: Make me a Wits/Survival check.  I know you don’t have it, so this is where we’re going to get 
into the, I believe- 

Vida: Oh, Wits/what check? 

VJ: Wits/Survival.  And that’s a Physical, so that a -1 Unskilled.  So, this is…you could either do 
Wits or Int, for this, but you have them both at 3, so it’s two dice. 

[Sound of dice rolling] 

Vida: Oh, I got one Success! 

VJ: Perfect!  So yeah, yeah, you can definitely do that. 

Vida: Sweet, yeah, I’ll do that. 

VJ: Alright.  So, you tie it. 

Vida: Um, do you, do I need to do anything to get the knot secure, or? 

VJ: No…no I’ve made you suffer for this McGuffin enough, I feel like.   

Vida: Eh 

VJ: So you tie the rope to the tree.  Or, you tie the vine to the tree, and you go down the 
ravine.  There’s a little bit where you’re like “uh…ahaha, this is maybe not the best rope to be 
doing this, but it certainly gives me ideas for the future”.  And you repel successfully down this 
ravine. 

Vida: Mm-hmm. 

VJ: And you see what you saw from the top of the ravine.  It’s a reflection on a buckle on a 
backpack?  Let me pull up my notes. 

Vida: Ooo, a backpack. 

VJ: It is a backpack.  Specifically, when you pick it up and you look at the label, it says Jon Sprat. 



Vida: You know, if I hadn’t lost my memory of being a human, that name might mean 
something to me. 

VJ: So, you open- uh, what do you do with the backpack? 

Vida: I guess I pick it up and open it. 

VJ: Front pocket or back pocket? 

Vida: Uh…biggest pocket first. 

VJ: OK, the biggest pocket first.  All right.  You open up the, the pocket and you stick your hand 
in.  And then you grab something.  And then you pull out, and you keep pulling out…a tent bag? 

Vida: Is it, this tent bag is in fact bigger than the inside of this backpack. 

VJ: It is in fact bigger than the inside of this backpack. 

Vida: Nnnnneat. 

VJ: Do you, what would you like to do next? 

Vida: Um.  Well.  See if there’s anything else in that pocket. 

VJ: All right.  As you keep pulling things out, out of this back pocket, you find, and I’ll post this 
into your Skype here in a minute: one tent with all of the poles, but one of the stakes missing, 
four sleeping bags, spare clothes for about four different people, a cast iron pot, utility utensils 
for four, a half empty box of matches, a compass that doesn’t seem to point in any particular 
direction, a hot sandwich, four canteen of cold water, and a bag of grocery store cheese puffs. 

Vida: ………………………………this is awesome.  And this is from both pockets?  I just want to 
double check. 

VJ: This is all from the back pocket. 

Vida: There’s a whole ‘nother pocket?!! 

VJ: There is in fact a front pocket. 

Vida: Well, let’s just keep going, then. 

VJ: All right.  In the front pocket there’s only one object.  There, so, for the listening audience, 
because I can, I can gesture in front of Skype and Vida will see me do this. 

Vida: Mm-hmm. 

VJ: But for the listening audience, there’s a piece of a book.  Imagine, if you will, holding a book 
by the spine and ripping down.  It is…it is greenish-brown and leather bound, and when you flip 
through the pages, it’s all gobbly-gook or blank. 



Vida: Mm-hmm. 

VJ: But then inside the front cover, there’s an inscription, and it reads as thus: 

[Music begins- soft mystical feeling with drum and strummed strings] 

I am but a humble book, 

Filled with Arcane knowledges 

Taught and took, 

From the Wyld and the Wyrd. 

I am but part of Three 

And would make a humble request of thee; 

To be made whole once again 

To be used against foe instead of Friend. 

I offer this Pledge, weary Traveler: 

Join my Pages and bind them tight, 

And I’ll lend you my rare insight 

To the Mysteries of the Thorns. 

My Pages, I promise, shall be True 

And I’ll be as useful to you. 

Trods are woven and Walls are built 

Out of madness, dreams, and guilt. 

To Take this Pledge, This Call to Action, 

To improve my knowledge to our mutual satisfaction, 

To get full use of my pedigree, 

Whisper into my pages “I Agree” 

VJ: What does Crunch do? 

[Music becomes quiet] 

Vida: Hm…. So, I have certainly, for the moment, forgotten about any pursuit.  And I’m like “OK, 
here’s something I need to think about.”  And I’m just going to take out the sandwich, um, 



that’s hot, ‘cause, and just sort of munch on that, ‘cause it’s probably been a little while.  I don’t 
know how long it’s been.  Like, it could have been days since I last ate, and that’s quite possibly 
a problem.  So, I’m just going to munch on that while reading. 

VJ: It is a delicious, hot sandwich, and if you drink out of the canteens of water, it’s cold. 

Vida: Mm-hmm. 

VJ: Like, actually cold. 

Vida: Are all the pages ripped out of this book?  Or, are there some other pages in this book…? 

VJ: It’s as if someone cut, hamburger style, this journal, into three pieces.  And you’re like “I 
think I have the middle piece of this journal.” 

Vida: Ah, OK. 

VJ: Now, the Pledge seems to be scribbled out on the inner cover, in sort of a way that is 
awkward…but still legible? 

Vida: Mm-hmm. 

VJ: But it’s definitely part of a larger book. 

Vida: OK. 

VJ: And then the rest of the pages…the rest of the pages are like gobbly-gook.  It’s like Lorem 
Ipsom or… then it’ll change, when you flip the pages.  It seems to be written by multiple 
different handwritings, or some pages are just blank.  Like, there’s nothing written there. 

Vida: OK.  Well, I’m going to finish the sandwich.  Put everything back into the backpack. 

VJ: Mm-hmm. 

Vida: And sort of, like, heft it, and see if it’s a reasonable weight, despite of all the things. 

VJ: Yeah, no, it weighs no more than three pounds on your back. 

Vida: Dude, that’s light as heck!  That’s awesome!  The book is the last thing out, and, I, I’ll put 
the backpack on my back, and look at the book, and sort of lean forward and whisper: 

Crunch: 
I Agree. 

[Ominous drums] 

VJ: Awesome. 

[Music ends] 



VJ: So, what you have is a journal.  You flip through the pages, and…like, it’s really bizarre 
information.  None of it seems to really quite.  Like, if you just try to read the- 

Vida: Is it no longer gibberish? 

VJ: It’s no longer gibberish. 

Vida: Oooo. 

VJ: So, one of the things-  What this Pledge says is that it will lend its information, on the Hedge, 
which effectively, for you, the Player, means that you have anywhere between a +1 to a +3 
Occult roll, and you don’t take any…you don’t take any Mental Unskilled when you’re using the 
book. 

Vida: Mm-hmm. 

VJ: So, depending on what I, the Storyteller, know the book knows, um, you’ll get a +1 to a +3 
Occult.  You’re Call to Action on this Pledge is to go find the other pieces of it.  So, it can 
become smarter. 

Vida: Mm-hmm. 

VJ: That is the general gist.  There’s also some things about, you know, “hey, I don’t want to be 
used against Friends, I’d prefer to be used against Foes”.  And there’s some other stuff in there. 

Vida: Mm-hmm. 

VJ: Go ahead and make me a Wits/Occult, at a +3, to figure out maybe what you’re backpack is. 

Dice rolling] 

Vida: OK, that’s two Successes. 

VJ: Perfect. You basically go “OK, what…what do I got on my back?”  And you just sort of flip 
through the pages, and then you feel like you should stop here, and you open it up.  And it 
reads this entry: 

Token: Bag 

Token: Backpack 

Token: the Jon Sprat 

The Jon Sprat is a bag that holds more than it should.  Precisely, ten cubic feet 
worth of space, and mostly unlimited in weight; it will always only feel like three pounds 
upon the user’s back.  Items in this bag will stay hot or cold once placed in.  Food will 
not rot inside the Jon Sprat.  Living things, however, will not fit into the bag’s depths, 
but will instead hit the bottom of what would be the bag’s true form.  If you ask the 



Sprat with politeness in your voice, you should be able to reach in for what you need, 
when you need it. Elsewise, the Sprat will remove the last thing that went in it. 

VJ: And that’s the end of the entry.  Any questions? 

Vida: Uh, and I sort of pat the strap on my shoulder, and just say: 

Crunch: 
Hey, thanks, Jon Sprat. 

VJ: ‘Cause it’s, it’s a Jane Sport, but it’s…wrong, because it’s an off… 

Vida: OK, yes. 

[Laughter] 

VJ: ‘Cause I’m a giant, giant nerd.  And when you pat the shoulder, you actually see, stitched 
into the strap, the letters J and W.  They seem to be, you know, home stitched.  It’s not part of 
the original stitching.  It’s probably something from the original owner. 

Vida: Hm. 

VJ: But there’s no owner here, now. 

Vida: Yeah.  And then, I wanna try and look through the book to see if there’s anything about 
the crossroads.  ‘Cause that’s kinda, now that I’ve taken a moment to stop running and think, 
that is all I have.  That, and a knowledge that there is another world. 

VJ: OK.  The book can give you…the book, so, are you looking for Crossing, or are you looking 
for the crossroads? 

Vida: Oh, Crossing. 

VJ: OK. 

Vida: Is the, the place that Christof…told me about. 

VJ: Right.  The book isn’t quite sure where Crossing is.  Not yet.  It gives you, like, maps and 
things like.  The book’s not really sentient, but it wants to give you that information, it just 
doesn’t have that information in it. 

Vida: Mm-hmm. 

VJ: But it does pop up with, sort of, direction of where to go to find it’s other pieces.  And there 
other… one of the other pieces might have that information. 

Vida: Oh... 

VJ: ‘Cause it has some maps, but it doesn’t have anything complete. 



Vida: OK, well, which way to the nearest other piece? 

VJ: And you follow the book, deeper into the Hedge.  You walk, and you walk, and you walk. 

[Ending theme fades up] 

VJ: And you seem to be moving a great deal of distance in a very short time, but you’re not…it 
doesn’t seem to you like you have been walking for very long, until you reach a foggy 
clearing.  And the, just, the fog just seems to rise. 

Vida:  

Crunch: 

You know, I think this isn’t how walking is supposed to work. 

VJ: No, generally, generally not.  And in the fog, you see two other figures.  But before their 
features become distinct, you hear the sound, you hear a sound, or, let’s put it, let’s put it 
frankly, you hear a howl. 

[Daft Punk-style wolf cry] 

VJ: And it chills you to your clockwork bones.  You don’t think you’ve ever heard this sound 
before, but every Changeling knows what it is.  It’s a Briar Wolf, and it’s on the hunt. 

[Ending theme at full volume, in all its techno-beat glory] 

VJ: Thank you for listening to Hedged In: A Changeling Story.  Dan is currently living in a 
tornado, but can be found on Twitter @unrealgiraffe.  Kat is a cryptid that exists somewhere on 
the internet.  Vida is an enigma; his Twitter is @greenbeanspirit.  VJ can be found most places 
under nwfairy, or on Twitter @hedgedinacs.  Looking for more?  For occasionally updated 
character sheets, setting information, and other fun times, check us out on our website at 
www.hedgedinacs.com.  Subscribe to our Patreon for sneak peeks, Storyteller notes, and 
more.  Hedged In also has a Discord.  We love having fandom spaces available, and do a live 
broadcast of the episode the night before it drops.  Thanks for this, and more, are in the show 
notes.  We would love if you could rate and review us on whichever platform you happen to 
catch this broadcast.  Each review gives us just a little more Glamour to use.  Shows like this 
survive on word of mouth, so if you could use the hashtag #hedgedcast on any social media 
platform, we’d really appreciate it.  Thanks, and remember: Stay Wyrd. 

http://www.hedgedinacs.com/

