
Episode 3 – How to Make a Motley, Part 3 
 

[Opening Theme music] 
 
VJ: Previously on Hedged In: A Changeling Story: 
 
VJ: And you see what they’re fighting.  And it’s a dragon. 
 

[Dragon roaring] 
 

Patrol Changeling: You assholes are gonna get it when the lieutenant gets you! 
 

Kit: Hey, hey, hey!  Hey!  Hey, hey!  Excuse me. 
 

Dan: And I’m just gonna slowly pull out my claws, right in front of his face. 
 

Kit: We’re gonna give this nice kid another try at that, and you are gonna be quiet.  
Otherwise I’m gonna do it, and I’m not puttin’ these away.  All right? 

 
VJ: You have a small hatchling that is trying to hide inside your jacket, Kit.  And its scales 
are flashing, very, very quickly, through colors.  What color does the dragon hatchling 
become? 
 
Dan: Green. 
 
Vida: What’s the map of? 
 
VJ: It’s a map of Crossing. 
 
Vida: I…wanna try and steal it. 
 

[Introduction music takes over] 
 
Dan: Hi, I’m Dan and I play Kit, and we both use he/him. 
 
Vida: Hello, my name is Vida, he/him pronouns, and I will be playing Crunch, they/them, 
the Elemental Manikin. 
 
Kat: Hey, I’m Kathryn.  My pronouns are she and her.  I play an Ogre Farwalker named 
Gill, who uses he and him. 
 
VJ: And I’m VJ, she/her, your Storyteller for Hedged In. 
 

[music stops] 



 
VJ: When last we left our Changelings, they were disguised in army uniforms that they 
had stolen, and were in the middle of The Radiance’s camp.  Kit, you have a small, now 
green, dragon tucked into your jacket.  The comfort of its warm might be…slightly off set 
by its kinda scared trembling.  Crunch, you have a map of Crossing stuffed into Mr. 
Sprat, with a list of names on it.  The stench of the decaying dragon carcass has 
normalized some to your sense of smell, and you also hear the growling snarl of a 
chained up Briar Wolf and a crowd jeering in the distance.  What would you like to do? 
 
Dan: Alright, remind me, again: I know why we’re here, but where were we headed 
from here? 
 
Vida: To, like, the other side of…the clearing.  Battlefield.  Thing. 
 
VJ: You’re trying to find a way to Crossing.  So, let me clarify a little bit on that map.  
That map is a diagram of Crossing. 
 
Vida: Mm-hmm. 
 
VJ: It has…references to other places, but you’re still missing a slightly key point of 
getting from here (The Radiance’s army camp) to Crossing.  So, you’re…but that might 
be here, if you do a little bit of investigation. 
 
Vida: I was more thinking: get out of The Radiance’s army camp as quickly as possible. 
 
VJ: Mm-hmm. 
 
Vida: I mean, part of the reason I wanted to grab the map was so they didn’t have it. 
 
VJ: That’s…that’s fair. 
 
Vida: And so that I had it.  But, like, both. 
 
VJ: Yeah.  Well, it gives you a little bit of confirmation of “no, I’m not just”…but, do some 
of this in character.  I’m…I’m gonna a step back.  I wanna see what you guys do in 
character. 
 
Vida: So, I’ve stuffed the map into my bag, duck back out of the tent, and like: 
 

Crunch: Let’s keep going. 
 
Vida: I gesture to keep going. 
 

Kit: Oh, that’s fine by me.  These guys give me the creeps anyway. 



 
[music starts – energetic/playful piano/drums/string] 

 
VJ: Kit, how are you feeling about having this small, green dragonling in…in your jacket? 
 
Dan: Oh, excellent.  I’m already planning the many tricks I’m gonna help teach this thing. 
 
Vida: [laughter] 
 
Dan: Like, the whole, you know, “hey, wanna see what I have?”, then I open the 
hood/jacket/shirt or whatever, and then it comes out, like, attack-spitting people.  And 
then, I find it funny, but they’re rolling on the ground in pain, and it’s gonna be a great 
time. 
 
Vida: Oh, no. 
 
Dan: So, I’m…I’m mostly trying to figure out both that and a name for it. 
 
VJ: Fair enough.  It seems to be scared?  But also, like, doesn’t want to seem to leave the 
confines of the jacket. 
 
Dan: Right, I’m…I’m, I’m helping protect it that way.  So. 
 
VJ: That’s adorable.  Uh, all right.  Everyone make Perception Checks. 
 

[sounds of dice rolling] 
 

[music stops] 
 
Vida: I Botched it. 
 
Kat: 1 Success. 
 
Dan: I also Botched it, actually.  Which is super funny, ‘cause that was five dice, so. 
 
VJ: Well, you have, you should be rolling seven dice for that. 
 
Dan: Oh, ‘cause of the +2.  That’s right.  I just didn’t want to do the eleven dice thing. 
 
VJ: Right. 
 

[sounds of dice rolling] 
 
Dan: No, it’s still a Botch.  Somehow.  I got a 7 that time, but that doesn’t count. 



 
VJ: [laughter] Alright.  Gill, you’re the, you’re…both of your not-yet-Motley-Mates are, 
are maybe a little distracted by their maps and baby dragons, and you actually see what 
looks like to be very important officials coming down one of the thoroughfares here in 
the, here in these barracks.  What do you do? 
 

[music starts (softly) – energetic, aggressive techno] 
 
Kat: I would like, while still making progress across the camp in the correct direction, if 
possible, to steer our little trio toward – “toward” in quotation marks – like, a group of 
soldiers, so it looks like we’re going to join an activity and not just wandering loose. 
 
VJ: Cool. 
 
Kat: And, if needed, I can just, kind of, grab the backs of their jackets and be like “and 
this way”. 
 
Dan: [laughter] 
 
VJ: I feel that’s something that, like – 
 
Dan: I like that 
 
VJ: Gill grabs that back of, uh, their…their Motley Mates’ jackets and “this way”. 
 
Vida: I’m led. 
 
VJ: All right.  Make…me…Kathryn, a…let’s go with Strength/Subterfuge – 
 
Kat: K… 
 
VJ: - to grab their teammates, but do it kind of subtly, so no one notices that you’re 
doing it. 
 

[sounds of dice rolling] 
 
Kat: Holy cow.  OK. 
 

[sounds of dice rolling] 
 
Kat: I got 5 Successes on two dice. 
 
VJ: Holy… 
 



Dan: Holy cow. 
 
Vida: Woah. 
 
VJ: So. 
 
Dan: So, so, so, hold on.  So, not only did that Succeed, but I just instantly fell in love 
with Gill while they did it. 
 

[laughter] 
 
VJ: Please explain to me, Kathryn, in Fiction, how this looks. 
 
Kat: Um.  So…Gill will put an arm around Kit’s shoulder so that the dragon size, kind of, 
bulge is hidden…kind of, between the two bodies, and then…grab Crunch’s collar like 
they’re a subordinate and we’re two senior soldiers, like, trying to get this newbie to 
understand that they need to stay focused.  And then probably babble something that 
sounds solderish.  “It’s unacceptable to be late to your duty station, and we have rights 
to report you to the higher ups, like those, right over there, that you really don’t want to 
talk to, because you’re supposed to be going this direction.” 
 
Vida: I fortunately play into this by looking incredibly confused. 
 
VJ: That’s amazing, Kathryn, I love it.  OK! 
 

[footsteps] 
 
VJ: The three, sort of, people that walk by you, specifically the woman in front is…just 
seems to be made of lightening itself.  She gives Gill a curt but approving nod of his 
actions, and continues to speak to the Sergeant next to her. 
 

Leftenant: I’m fully aware of what Nox is doing over at The Gambler’s Den, but we still 
need to figure out which precise Path we’re going to take this settlement. 

 
VJ: And they continue walking on.  My assumption is that you guys are still, sort of, are 
meandering about? 
 
Dan: Yeah, I mean, with…with Kit right now, it’s…  You know that super, way-too-
popular meme of the guy and the girl and the other girl? 
 
VJ: Yes. 
 
Kat: Yes. 
 



Dan: That’s Kit right now, looking over the shoulder at this apparently made-of-lightning 
creature, who is just, uh, I don’t know.  You can actually see the heart shapes in Kit’s 
eyes right now, as he turns around. 
 
Vida: Oh. 
 
VJ: [laughter] Ah, Kit. 
 
Dan: But! But, you know, not being too conspicuous because of the success of, uh, Gill’s 
façade is so strong here.  Obviously. 
 
VJ: Mmm.  Crunch, you know you have a map. 
 
Vida: Mm-hmm. 
 
VJ: You know you kinda need to get across.  But, do you know how to get to 
Crossing…from here? 
 
Vida: Probably not, but I’d really, really like to get out of this camp before figuring 
out…the next step. 
 
VJ: OK.  Then, everybody make me…hm, whatever your highest Attribute is, and 
Subterfuge rolls.  We’ll see how you can bluff… 
 
Vida: So, Dex/Subterfuge? 
 
VJ: Yeah, so like, if you’re highest Attribute is Dex or, you know, Presence.  You’re 
basically going “we’re gonna subterfuge our way out, but we’re going to look our best 
while doing it”. 
 

[sounds of dice rolling] 
 
Kat: Only 1 Success that time. 
 
Dan: Also 1. 
 
Vida: 4. 
 
VJ: Awesome.  Awesome, awesome, awesome.  Uh, so Crunch seems to look the most in 
line with everybody else, and now, uh…now, folks get to make…Perceptions Checks of 
their own. 
 

[sounds of dice rolling] 
 



VJ: Oooo……that is not good for you guys. 
 
Vida: Oh no. 
 
Dan: I am not a fan of that noise. 
 
VJ: I’ve just rolled two 10s and an 8. 
 

[sounds of dice rolling] 
 
Kat: Fun. 
 
VJ: OK.  Crunch is the only one not given any side-eye, uh…but…  Uh…you might have 
attracted, maybe one or two lookey-loos from…Gill – very, very manly Gill and 
the…maybe a little too sly for his own good Kit.  This is, this is Random NPC Land. 
 

[sighs] 
 
VJ: Alright, I know what I’m gonna do.  One of the, one of the Staff Sergeants sort of 
looks at the two of you oddly and…looks at his clipboard, and then looks back.  Starts 
walking toward you.  It’s like: 
 
Gordon: Pardon me, pardon me.  I would love to get – I do have a few questions for you, 

if you have a moment. 
 
Dan: I’m gonna…quickly shoot Gill a…look, my eyes saying “I have an idea and I know it’s 
bad, and so unless you have something else”.  Basically, an excited look. 
 
VJ: So you basically do a raised eyebrows thing through your mirrored sunglasses? 
 
Dan: Yeah, bas-…that’s…exactly. 
 
VJ: [laughter]  
 
Dan: Basically to give Gill the opportunity to come in with a better idea, just in case. 
 
Kat: Gill does not have one, so he’s gonna smirk, in like…acquiescence?  Like, go ahead. 
 
Dan: [laughter] Alright, so, a slight smile’s gonna creep over my face.  Uh…you could call 
it smug.  That’s fair.  And Kit’s gonna go: 
 

Kit: Oh, OK.  What can we do for ya, boss? 
 



Gordon: I…judging by the…you are supposed to be part of the patrol teams, aren’t you 
not?  What are you doing back in camp?  We’re supposed to be preparing for Zenith, to 

return at least part of these, part of our units back to Zenith.  But we can’t do that if 
there’s Briar Wolf attacks.  What are you doing here in camp? 

 
Dan: Oh my God, I could go two ways with this.  Shit.  Um. 
 
Vida: Follow your heat. 
 
VJ: What’s going to sound better on radio? 
 
Dan: Crunch, you’re not going to want me to follow my heart with this one. 
 
Vida: Uh. 
 
Kat: Gill can jump in.  Gill has an idea. 
 
Vida: No, this…this, this wasn’t Crunch.  This was Vida. 
 
Dan: I know.  I’m just saying: Vida, Crunch is not going to want me to follow my heart.  
So, I’m going to start speaking a word, and if Gill wants to overtake me and throw out an 
idea: probably a good time for it. 
 
Kat: OK, so, uh…yeah. 
 
Dan: So, I’ll…I’ll start muttering something here, and then, uh, if Gill wants to cut me off 
at some point, go ahead. 
 
Kit: Oh, yeah!  So, there’s a funny story about – 
 

Gill: We encountered…we encountered a Briar Wolf in that direction. 
 
Kat: And Gill will point kind of abstractly where we came from. 
 

Gill: And one of our patrol mates was injured, so we were bringing him back.  And the 
Barracks Master said that the best replacement was, uh, in this direction.  The team 

over here had an extra man we could come get? 
 
Gordon: Well, I really wish Tom had said something to me.  But, I…I under…hm.  Make it 

quick. 
 
Kit: Really?  You wish they had said something, with all the crap that’s been going on the 

in last few hours around here?  It’s been chaos. 
 



Gordon: I…I, I – 
 
Vida: I - So, has this person noticed me at all? 
 
VJ: Well –  
 
Vida: Like, I’ve just been assuming this person hasn’t…noticed me, ‘cause I’ve just sort of 
disappeared into the background. 
 
VJ: Yeah.  Think of it less of, like, going invisible so much as this…this Staff Sergeant.  Or, 
probably not Staff Sergeant, it’s probably some logistics guy, fully realizes “oh, you’re 
supposed to be here; you’re fine”.  He just made a better Perception Check than Kit and 
Gill. 
 
Vida: So, like, I can’t assume that he hasn’t…he thinks I’m supposed to be there? 
 
VJ: Yes. 
 
Vida: But has noticed that I am there? 
 
VJ: Eh…yeah, at this point, he’s like...  But he’s really mostly talking to…to Gill and Kit. 
 
Vida: OK.  Well, I had an idea but if I…if he’s aware I’ve been standing here this entire 
time, it wouldn’t work.  So, never mind. 
 
VJ: Well, OK, we’ll go for it, and if it’s bad, we’ll just retcon it back to this point. 
 
Vida: OK.  Um.  I sort of step out, from like, just…out of eyesight.  I’m like: 
 
Crunch: Hey, I heard I’m supposed to replace you?  Or, not replace you, replace the one 

who…was hurt?  Sorry, uh…the, the Runner just told me.  I hope I didn’t keep you 
waiting.  Shall we get going?  We wouldn’t want to keep…wouldn’t want to leave 

anything undefended. 
 
Gordon: No, I…I guess not.  OK.  OK, the three of you go.  I…just…just, be careful!  Like, 
we are going to be taking some…some risks going down the Trod.  So, I don’t…I don’t 

need anymore personnel being, being injured.  Carry on. 
 

Kit: Oh, you know me.  I’m nothing but careful. 
 
Dan: [laughter] And then, as we start moving away from them, I want to, so I’m going, 
and feel free to tell me not after the fact, but I’m going to turn around and say: 
 

Kit: Tell the wife I said hi! 



 
Vida: Oh my God. 
 
VJ: The Staff Sergeant gives you the highest eyebrow, and’s like: 
 

Gordon: Yes, I will tell Tom you said hi.  Congratulations. 
 
VJ: And continues to walk away. 
 
Dan: [laughter] That was lucky. 
 

[musical interlude] 
 

[music stops] 
 
VJ: Well, with that, as you are…you’ll be able to get through the rest of the camp, pretty 
much scot-free.  You basically hear that a majority of the army is being split off to head 
back to Zenith.  But a portion of…a couple of platoons, led by the leftenant, is going to 
be headed toward a settlement called Crossing.  Um, they don’t know much about it.  
They just know that they’re probably gonna end up taking a Woven Trod there, because 
it’s gonna be the safest direction.  That some of the scouts have maybe found other 
ways, but the leftenant is basically shutting them down.  And…you can get through the 
barracks with…with little difficulty at this point.  So, what would you like to do? 
 
Vida: So, are we out of the camp and out of the clearing and, generally, out of sight? 
 
VJ: Yes. 
 
Dan: OK, at this point, uh, Kit’s gonna look to Gill and say: 
 

Kit: That was some smart thinking back there.  My ideas were gonna be to try and pull 
rank on the guy, or turn Crunch in here. 

 
Gill: Mm. 

 
Kit: Not like…not like, give Crunch over, obviously, but say that we caught this little 
vandal trying to sneak in among the chaos and we were going to have to…take ‘em 

away. 
 

Gill: Hm…next time. 
 

Kit: Next time? 
 

Crunch: Next time?! 



 
Kit: [laughter] Alright. 

 
Crunch: Next time! 

 
Kit: No, no, it’s been…yeah.  Alright, cool.  We’ve…we have agreed. 

 
Crunch: No? 

 
Kit: Have a nice plan moving forward.  You just look so lost and innocent; it would play 

so well into our hands. 
 

Crunch: …OK? 
 

Gill: You can always turn us in, Crunch. 
 

Kit: [laughter] 
 

Crunch: Or we could…not?...turn anyone in? 
 
Kit: There’s a difference between “turning in” and “turning over”.  We’re not gonna let 

you go, we’re just gonna…blow your cover, is all.  No big deal. 
 
VJ: So, at this point, since you’re out of the…the camp, and sort of in the woods, passed 
the patrol line, you can still sort of hear the…the army, but you’re still far enough away 
that you feel safe.  The hatchling sort of pops its head out of your jacket. 
 

[music starts - energetic/playful piano/drums/string] 
 

Crunch: [gasps] Wait, what is that?  Is that a dragon? 
 

Kit: Her name is Nugget and she’s excellent.  If you can’t tell, she’s green. 
 
Vida: OK, does she look green to the rest of us? 
 
VJ: She does look green to the rest of you!  She does that cat thing where, like, she 
totally claws her way up your shirt and scurries around your shoulders.  Sort of like, 
sitting on your shoulders, and then does that butt wiggle and jumps onto Gill. 
 

Crunch: [gasps] Oh my gosh. 
 
VJ: When she lands on Gill, she’s still green, but sort of, like, the textures of her 
scales…change a little bit, as almost if she’s, like, trying to camouflage against…Gill’s fur.  
And she sort of just, like, walks very carefully on Gill’s shoulder and, like, nips at his ear, 



and then, like, crawls down.  What’s interesting about the hatchling is that she doesn’t 
really fly very well.  Her wings looks, sort of, underdeveloped, but she’s…she’s very good 
at climbing and jumping. 
 

Kit: Oh my goodness, you’ve been chosen!  Look at that! 
 
VJ: So, and then Nugget will climb up Crunch, and the same thing will happen: she still 
stays green, but the texture on her scales…sort of shifts. 
 
Vida: Begins looking more hard and glossy, kinda? 
 
VJ: Mm-hmm.  It’s maybe…more like metal, like, versus something that more… 
 
Vida: Mm-hmmm. 
 
VJ: I don’t know…moss, mossy?  Like, each time…each time she hopes on, sort of playing 
with the three of you, like, her sc- the texture of her scales seems to change.  But not 
the color.  The color always stays the same.  Like, it’s an attempt of camouflage, but like, 
not a full camouflage. 
 
Vida: Yeah.  Crunch is just…completely frozen, and looks delighted, and also a little 
overwhelmed. 
 
VJ: So, one of the other interesting pieces about Nugget, and I love that name by the 
way.  That’s adorable. 
 
Vida: Yeah, that’s – 
 
Dan: Thank you. 
 
VJ: Thank you, Dan. 
 
Vida: Yeah, that’s –  
 
VJ: How long have you been sitting on that one? 
 
Dan: Uh, about twelve seconds. 
 

[laughter] 
 
VJ: Of course you….  Uh, her eyes seem to change color, when she’s climbing up… like, 
people, she seems to sort of have, like, this dusky orange eye color.  When she’s 
content, sort of sitting on the back of Mr. Sprat, it’s sort of more like a sky blue.  She 



sorta looks at all of you and chirps.  It’s kind of…I’m, I’m gonna try it, and you all are free 
to laugh…[Nugget noises – very high pitched, cat-like] 
 
Vida: Oh my gosh. [gasps] That is the best noise I have ever heard. 
 
Dan: You might wanna save that recording, so you can just put it in future episodes, 
‘cause that was rock solid. 
 
VJ: [laughter] I’ll just…I’ll just, at some point, just make an entire, like, track of me 
making Nugget noises. [gasps] Nugget noises – that’s adorable. 
 
Vida: [laughter] 
 
VJ: So, you have a dragon.  Its name is Nugget.  It has mood ring eyes, and…attempts at 
camouflage.  And it likes you. 
 
Dan: So, I guess…I guess I’m gonna look straight at Gill and go: 
 

Kit: Can we keep it? 
 

Gill: It likes you; you can keep it. 
 

Kit: Nice. 
 

VJ: Nugget jumps on…jumps back on, uh, Kit’s jacket and just sort of, like…totally bites 
at it.  But also, like, the tail sorta curls around its neck and sort of just, like, “I’m gonna 
take a nap here now”. 
 
Dan: Aw. 
 
VJ: But it likes all of you.  It…it…have we decided on a pronoun for Nugget?  Is it a “she”, 
or…? 
 
Dan: I was thinking…I was thinking “she”.  ‘Cause I mean, what are all our pronouns?  
It’s what? 
 
VJ: He.  He.  Them. 
 
Dan: He, he, and them?  I think getting a she in here would –  
 
VJ: Mm-hmm. 
 
Dan: - would add…benefit 
 



Vida: Yeah. 
 
VJ: Awesome. 
 

[music stops] 
 

Crunch: Oh! We should take off these jackets? 
 

[sounds of clothing being moved about] 
 
Vida: I take off my jacket and stuff it into Mr. Sprat. 
 

Kit: I don’t know, mine looks kinda badass. 
 

Crunch: But…OK, so…oh, uh.  Sprat: the map, please? 
 
VJ: And…the map appears in your hand, from Mr. Sprat. 
 

Crunch: So, it really looks like The Radiance’s army is going to attack Crossing.  And, if 
we’re going to Crossing, we shouldn’t be dressed up as one of their enemies? 

 
Kit: Oh my God, that’s such a good idea.  Holy cow.  Good call.  I’m gonna take the jacket 

off as well.  Hold on. 
 
Dan: If Nugget’s sleeping on it, I’m not moving it.  So: 
 

Kit: It’s stuck.  Sorry. 
 
Vida: Oh.  Oh, no. 
 

Kit: Once Nugget moves to one of you guys, I’ll take it off, OK? 
 

Crunch: OK. 
 

Kit: But I mean, look at her.  Look at her.  Come on. 
 

Crunch: Uh, no. 
 

Kit: Do you want to disturb that? 
 
VJ: She sorta, she sorta just does a…a [hissing exhale] 
 
Vida: [laughter] Uh, yeah, I shake my head no.  I would never disturb Nugget. 
 



Dan: Episode 3: The One Where We All Fawn Over A Dragon Cat. 
 
VJ: I mean, I…I… 
 
Vida: You realize that this means that none of us will ever be the favorite character of 
anyone. 
 
Dan: Mm-hmm. 
 
Vida: It’s going…only Nugget. 
 
VJ: Only Nugget. 
 
Dan: We’re going to be training Nugget, too.  I hope you understand this.  Nugget’s 
gonna be, like, our most useful team member now. 
 

[laughter] 
 
VJ: No PCs.  Only Nugget. 
 
Vida: Nugget will be the fan favorite and the most competent member of the team. 
 

[laughter] 
 
Vida: And I’m OK with this. 
 
Dan: See, uh, it’s…it’s an assumption that, at any given time when we’re travelling, and 
when Nugget’s not asleep, Kit’s working on training Nugget to do…  We’ll start with 
parlor tricks, but we’ll work our way up. 
 
VJ: You all are looking at the map while removing your army outfits and stuffing them 
into Sprat.  You know, when…when you don’t have baby dragons sleeping on your 
shoulders. 
 
Kat: While we’re looking at the map, can Gill check if there are any initials on the map? 
 

[music starts – gentle strings] 
 
VJ: There are no initials…well, OK.  So, there are a list of about twenty names on the 
map.  Specifically, the ones that were important the last time, were - and Crunch is 
about to get a little bit more information right now - the last three were H. O’Connor, B. 
Bright, and Dr. A. Rossi. 
 
Vida: Is there any, let’s see, it was JW?  That was…yeah, JW.  JW or Phina? 



 
VJ: There is no JW or Phina on this map. 
 
Vida: OK. 
 
VJ: This map seems to be created by someone who works for The Radiance’s army, 
though.  It doesn’t appear to be similar to some of the other things you’ve gotten. 
 
Vida: Wait, would there be a Christof on this map? 
 
VJ: There is…a C. Rossi on there, as well.  Up a little bit higher on the list. 
 
Vida: OK.  No reason, in character, to assume that’s Christof, so… 
 
VJ: But now that, now that Crunch is getting a little bit more time to actually, like, really 
look at this list, again you’re…you’re starting to feel that hopeful, but also, like, anxiety 
pit, like in your stomach? 
 
Vida: Mm-hmm. 
 

[music stops] 
 
VJ: And some of Christof’s memories are gonna sort of float to the surface, if you let 
them. 
 

[music starts – calming drums and electric instrumentals] 
 
Vida: Mm-hmm. 
 
VJ: But you also get the feeling that you could…you could be like “no, no, stop”. 
 
Vida: No, yeah, I’ll let them float to the surface. 
 
VJ: So, you kind of get, like, a whole bunch of flashes of things.  So, the memories sort of 
float up and…you see Ant, again, in their, you know, medieval sort of looking doctor’s 
outfit.  You start to see some of the…like, the two other people.  Like, the woman with 
dust and ice for hair.   The woman with rainbow for hair.  And you get this feeling of 
something…more than friends but less than family, and you get, like, this sense of…the 
word that Christof’s voice seems to say is “Motley”, but then it kind of fades back out. 
 
Vida: Can I attempt to hold on to it and see if there’s any memory of how to get there?  
Like, attempt to…search it? 
 



VJ: Make me a Willpower Check.  So, that’s…so that’s a Resolve/Composure, and if 
you’ve used any Willpower, you’ll take that out. 
 
Vida: Uh…no Successes, not a Botch. 
 
VJ: OK.  So, you’re like “I’m trying to, to really grasp onto these memories and pull them 
up”, and they’re kind of floating through your fingers and you’re like…it’s getting you 
kind of frustrated, but you’ll get like, a little bit more of like: 
 
Christof: We took this Pledge together, so we would…we would be stronger for it.  Did 
I…did I…did I mess this up…because I got caught?  I don’t…I don’t know, but I can’t let 

anyone know where they are.  So, I don’t know where they are. 
 
VJ: And that’ll be sort of the last bit of information…that you get from this. 
 

[music stops] 
 
Vida: What this looks like to Kit and Gill is: I just stare at the piece of paper for several 
minutes. 
 
Dan: I can relate, ‘cause Kit can’t read, so I assume you’ve having similar trouble. 
 
Vida: [laughter] I do actually start looking a little frustrated at one point, so, like…yeah. 
 
VJ: So, do you flip it over?  Do you like…do you like…you just have looked at – 
 
Vida: Oh wait, is there stuff on the other side of the map? 
 

[ambient nature sounds start] 
 
VJ: Yeah, there’s…there’s kinda other stuff on the other side of the map. 
 
Vida: [laughter] OK, I’m about to just pick it up and put it back in the bag, and then I 
notice that there is, “oh wait, there’s more!” and flip it over. 
 
VJ: There’s a whole ‘nother pocket! 
 
Vida: [laughter] 
 
VJ: So, this page…this page, now that you’re looking at the back of it, you can kinda tell 
that it seems to be part of a larger report on Crossing, and that there’s…sort of 
three…there’s, like, a scout has written that there’s, like, three paths that they could 
really take to Crossing. 
 



VJ: The first path is through the Mycoregnum.  It’s…kind of considered not the 
greatest…like, two paths are not good for the army, one is good for the army.  So, his 
first, rejected path is through the Mycoregnum.  It’s rejected as like…like, in bullet 
points: 

- tight, narrow terrain 
- drain on supplies 
- if Crossing couldn’t be salvaged, we would run out of supplies before returning 

to Zenith 
- concerns of Harvester Men and Mushroom Men 
- Lord Opiliones is not current ally/or enemy to RA 

 
VJ: The second route seems to be through a place called The Floating Gemstone Desert.  
This is the shortest route. 

- Rejected: the Self Reflection isn’t reliable transport device. 
 
Vida: [laughter] It’s really not. 
 
VJ: Woven Trod most successful. 

- Con: longest time and distance needed. 
- Other dangers: flood out when rain. 
- But most efficient on supplies and personnel. 

 
Vida: I’ll just share this information with Kit and Gill, read all of it out loud. 
 
VJ: Kit, I want you…you’re gonna know this because I gave you the Gentry Factions 
Specialty.  You have had, like, two incidents with folks from the Mycoregnum.  They’re 
like…mushroom and spiders and Daddy Long Legs and…they are not pleasant to clean 
up after. It takes a lot of Bleach to get the mold that they leave behind.  They’re also just 
very, very bad at games. 
 
Vida: [laughter] 
 
VJ: They’re…they’re just not even worth the time as opponents. 
 
Kit: No, but they’re worth the time as, you know, patrons at a casino, which is why, I’m 

sure, they were put up with for so long. 
 
VJ: Yeah. 
 
Dan: Could you pronounce Micro…I just wrote “microASPF” over and over again, ‘cause I 
wasn’t sure what that word was. 
 



VJ: Uh, so it’s Myco, m y c o, regnum, r e g n u m, and I know someone’s gonna, 
when…when people listen to this, go “wait a minute…that’s horrible”.  ‘Cause it’s 
“myco” from “mycoprotein”.  It’s fungus. 
 
Vida: Oh, I assumed it was mitochon – not mitochondria. 
 
VJ: It’s – 
 
Vida: Mycelium!  There we go. 
 
VJ: Yeah, it’s…it’s literally “fungus kingdom”. 
 
Dan: I will promise you I will…pronounce that “my-cor-gum” at least once, in the future. 
 
VJ: Yeah. 
 
Dan: ‘Cause there’s no way I’ll remember actual pronunciation for that. 
 
VJ: Yeah, uh… 
 

[sounds stop} 
 
Dan: So, just correct me when it happens.  OK, well, I will, uh…I guess, Kit will say: 
 
Kit: Oh, those, yeah, they’re disgusting.  I mean, do you like being just…smelly and sticky 
and moldy all the time?  ‘Cause you could be friends with them.  And I like to be friends 

with people.  I can’t…I can’t be friends with them.  I just…it’s too much, ya know. 
 
Vida: I…I nod solemnly. 
 
Dan: Yeah.  You get it.  Crunch gets it. 
 
Vida: No, I mean, I nod solemnly, even though I actually have no idea what you’re saying 
for most of it. 
 
Dan: No, I…I know.  But I’m literally looking at Gill, going: 
 

Kit: Crunch gets it.  Crunch understands. 
 
Vida: One thing I’m confused about: I feel like I’m missing some context, ‘cause…Self 
Reflection is not – what was it?  Self Reflection is not a valid way of traveling?  Was that 
the – 
 
VJ: The Self Reflection is not a reliable transport device. 



 
Crunch: “The Self Reflection is not a reliable transport device.”  I think I know what all 
those words mean, but when they put ‘em in that order, it doesn’t make any sense. 

 
Kit: What is self-reflection? 

 
Crunch: It’s…I mean, I think what it is, is when you think about yourself. 

 
Kit: OK, so…either that’s a codename or someone is potentially trying to physically or 

spiritually transport using…concentration? 
 
Vida: Oh!  I’m gonna look it up in the book. 
 

[music starts – string and woodwind instruments] 
 
Entry: Arcadian Geography 
 
Entry: The Floating Gemstone Desert 
 
Entry: The Self Reflection 
 
The Self Reflection is a large piece of labradorite, a kind of feldspar, that sits in the 
center of The Floating Gemstone Desert.  It can be used as a power similar to the 
Contracts of Reflection, specifically Mirror Walk, without having touched the other 
mirrored surface.  This does have a price: the Mirror will test you, and no two tests are 
alike or the same each time.  And sometimes you will go where you’re meant to go, and 
sometimes you will go elsewhere in the Hedge, and sometimes, if unsuccessful, the 
Mirror will spit you back and leave you out in the Desert.  It’s hard to tell.  It’s been 
rumored that being part of a Motley will greatly improve your success through The Self 
Reflection.  Certainly, of the two times I have been through, the second (with my 
Motley) was much safer. 
 
VJ: And that’s the end of the Entry. 
 

[music stops] 
 
Crunch: Hm.  I guess self-reflection isn’t a valid, I mean a reliable, transportation…thing.  

Yeah. 
 
Dan: Did…did you, like, just say that?  Or did you parrot the whole…? 
 
Vida: I…I…first I say that, and then I paraphrase everything else. 
 
Dan: OK. 



 
Vida: So…. 
 

Gill: Do either of the three seem…either safer, or more efficient, than the others? 
 
Crunch: I mean, the Woven Trod seems the safest, but it’s not the fastest, and we want 

to get there before The Radiance’s army.  I mean, I want to get there before The 
Radiance’s army. 

 
VJ: How does Crunch feel when they say that?  Does Crunch say that last bit out loud? 
 
Vida: Yeah, that was out loud. 
 
VJ: OK.  Uh, Nugget sort of jumps off Kit and, sort of, like, curls around Crunch. 
 
Vida: [gasps] 
 
VJ: And, like, there’s sort of this worried, dark purple – ‘cause you sounded sad, and 
Nugget was concerned. 
 
Vida: Aw… 
 
VJ: Is that in character?  Did you just “aw” in character? 
 
Vida: Yes.  Also, Crunch is immediately distracted.  Like…just, I…I’m just paying attention 
to Nugget now. 
 
VJ: [laughter] OK, Kit.  OK, Gill.  Uh…it’s your turn, to carry some of the –  
 
Vida: So, you two might need to talk about plans. 
 
VJ: Yup. 
 
Vida: ‘Cause there’s a dragon. 
 
Dan: Well, the mushroom kingdom sounds…disgusting.  So…so, I don’t necessarily have 
a preference for which way we go.  However, I have a preference for which way we 
chose not to go. 
 
Kat: So, um, and this might be an ST question: Woven Trods are made by specific things, 
or they’re just made by somebody?  Like, does a…does it have to be a Keeper that made 
that?  Or could it just be, like, a Changeling who was like “I make this Path”? 
 



VJ: So, since Gill has been the one who has been in the Hedge the longest, and has been 
sort of outside of…a Keeper or a Gentry, for the most part.  The Woven Trods are…trods 
that are…it’s strange.  Hold on, actually.  Let me pull up the precise notes. 
 
Vida: I know, I’m pretty sure they’re made out of broken dreams, uh, and sorrowed 
guilt, and something else.  That’s a reference to the poem…in the Book. 
 
VJ: The Brambles are sort of criss-crossed, and used as…as warp and weft, to make a 
very wide and easy road.  And is about as wide as an interstate highway.  It’s remarkably 
beautiful.  However, one of the bigger problems they have here is they tend to flood out 
whenever they rain, and also, they’re a big flat area about the size of an interstate.  
Walking up and down them sometimes isn’t the safest because other…nasty critters 
will…will sort of roam along the edges.  ‘Cause…it’s a big, wide, flat area.  So, it’s easy to 
spot people walking on them.  A large group, like The Radiance’s army, probably won’t 
have that much of a problem on the, on the Woven Trod, uh, it’s jus going to take them 
a very long time to go where they’re going because kinda of all just go in one direction 
for…ages. 
 
Kat: OK. 
 
Vida: Out of character, I’m totally down for any options.  In character, there’s a dragon. 
 
Dan: [laughter] I’ve already forgotten what the third option is. 
 
Vida: There’s the…mushroom kingdom, and then there’s crystal desert, with the 
teleporting big gem. 
 
Kat: And the, the gem came out of the Journal. 
 
Dan: That’s…OK. 
 
VJ: Yes, the information about The Self Reflection came out of the Journal. 
 
Vida: Yeah. 
 
Dan: K, the gem is The Self Reflection.  OK. 
 
Kat: And the information about the mushroom kingdom came off the back of the map? 
 
VJ: A little bit on the back of the map and a little bit of Kit, ‘cause Kit has the background 
with… 
 
Kat: OK. 
 



VJ: …with stuff. 
 
Vida: And the problem with…The Self Reflection is that: it could teleport us there, but it 
could also teleport us, literally, anywhere else.  And also, there’s a test associated with 
it.  That could be dangerous, but…you know. 
 
Dan: Well, Kit’s a gambler. 
 
Vida: Right. 
 
Dan: So, that’s…that’s Kit’s preference, because that sounds like a wild good time. 
 
Kit: You mean there’s, there’s a chance I could end up somewhere that I want to go, and 
there’s a better chance that I could wind up, literally, anywhere else?  It sounds 
incredible, honestly. 
 
VJ: And inherently, you can improve you odds with being part of a Motley. 
 
Dan: Yeah, I’ve also have no idea what that word means, both in and out of character 
right now. 
 
Vida: I vaguely remember what it means, and in character I certainly don’t. 
 
Kat: No, I wanna, I want to use a certain reference to explain it, in character, but I don’t 
know if I can.  Oh, hey, I can!  So, did Kit ask about Motley…in character? 
 
Dan: Yes, I did, but I also said that that sounds…it sounds like they’re using two data 
points to extrapolate an idea.  ‘Cause they mentioned that “the one time we did a 
Motley, it seemed to go better”, and so these…whoever wrote this is not up on their 
statistics.  Anyway. 
 

Kit: What is a Motley? 
 

Gill: A Motley is…your group.  Like in The Goonies – the children who decided to go on 
the adventure were a Motely. 

 
Dan: [gasps] Do I remember The Goonies, like, from my real life? 
 
VJ: Yeah…yeah.  Everyone can remember The Goonies, except for Crunch. 
 
Vida: Which is fortunate, because Vida hasn’t seen The Goonies, so. 
 
Dan: I actually wrote down in my notes “I fucking love The Goonies”, so anyway.  Oh my 
good – OK. 



 
Vida: [laughter] 
 

Kit: We’re basically the Goonies, right here, right?  I mean, there’s…there’s just less of 
us.  Like, if the Goonies’ adventure, a bunch of them got killed.  That’s what we are right 

now. 
 

Crunch: What? 
 

Kit: What? 
 

Crunch: No, wait, what? 
 
Kit: What?  It…we’re like if we were a bunch of people, and then we were less people.  I 

feel like that’s a pretty logical assessment. 
 

Crunch: This is more people than I’m used to. 
 

Kit: One day, I will figure out a way to show you a movie called The Goonies, and it is 
going to change your life. 

 
Crunch: OK. 

 
Kit: All right.  Anyway, so, it sounds like three options, and they’re all disgusting.  The 
Woven Trod seems both dangerous and, just, not ideal.  The mushroom kingdom is 
gonna be gross and disgusting.  And the crystal desert is, there’s really no downside 

there; it’s gonna be fun all around.  Uh, so, I’m gonna vote for that.  But…we’re a group.  
I’m open to opinions. 

 
Vida: I look to Gill. 
 
Dan: I also look to Gill. 
 

Gill: I…do not do…Woven Trods.  I can work with the other two, but I will not…it’s too 
open…and too easy to be caught. 

 
Kit: That’s fair.  So, the Woven Trod, let’s just call that…not viable.  So, Crunch. 

 
Crunch: Hmm? 

 
Kit: Do you like icky, icky, gross mushroom…creature/monster things, or do you like 

really fun, you know, “where in the world are we going to end up” games? 
 

Crunch: Uh…uh…the games? 



 
Kit: It’s a game!  It’s like “hey, play the game” – 

 
Crunch: No, no, I…I wasn’t…yeah, the…the games. 

 
Kit: The games, right? Games seem fun.  Gill, games seem fun, right? 

 
Crunch: That’s…but, that’s the right answer? 

 
Kit: Yes. 

 
Dan: I pat Crunch on the head. 
 

Kit: That is 100% correct.  Well done. 
 

Crunch: OK. 
 
VJ: From Crunch’s shoulder, like...Nugget [Nugget noises], like, bats your hand, is like 
“pet me, too”. 
 

[laughter] 
 
Dan: Of course. 
 
Vida: I immediately pet Nugget. 
 
Dan: I, also, pet Nugget. 
 
VJ: So, from the back of your map, there are instructions on how to get to The Floating 
Gemstone Desert, and…basic instructions on how to get to The Self Reflection.  From 
your information…that you have, from the Journal, you…kind of know that, uh, you have 
an improvement on your successes to use The Self Reflection if you become a Motley.  
You being to journey away from The Radiance’s army, the dead dragon, a leftenant 
made of lightening, and start heading towards The Floating Gemstone Desert.  One of 
the first things you notice is that time…seems to move, again. 
 
Vida: Hm. 
 
VJ: Previously, in a lot of the places you’ve been in, the time seems to be very much 
stuck.  Obviously it’s passing, but there’s no change in, like, this is evening, this is 
afternoon.  The further you get away from The Radiance’s army, the more that it seems 
to flow in a rhythm, again.  Where there’s sunset and sunrise and…movement, uh, of 
the fourth dimension. 
 



[music starts – ominous music box melody] 
 
VJ: The second thing you notice is, well, the setting.  Where the trees…start, sort of, 
dying off, and…it starts to get hotter and drier.  Just very, very dry heat.  And…you come 
out of the foliage of, you know, the rest of the Brambles, into a place that none of you 
have been before.  I mean, this isn’t really big news to two out of the three of you, but 
Gill’s never been here, so that’s, that’s kind of a big deal.  In front of you lies a desert 
that seems to start on the ground and then float into the sky.  And all of the sand is 
made out of amethyst or jade – it’s all of this very, very pastel pink, uh, purples and 
greens, and just the slightest tinkling of just the sand particles, like, floating through the 
air.  You’re able to walk on it with very little difficulty, but it definitely feels weird.  It’s 
very much, like, until you get used to it, it’s very much like this bouncy castle kind of 
thing.  Nugget is…totally in love with this. 
 
Vida: Oh my gosh. 
 
VJ: Like, as soon as they see the…as soon as they see the sand, they like…jump, and 
they’re like, rolling around in the sand.  Like, they’re having a field day, uh, she’s having 
a field day.  She’s so cute.  So, yeah, that’s…that’s the beginning of, of the desert. I’d 
love to hear…hear some stuff from your characters reacting to it. 
 
Vida: I’m like, completely wow’d by it.  And I bend down to pick up some of the sand 
and, like, see it run, both in between my fingers and the through…my fingers.  And also 
getting stuck in the joints, and spend, like, several minutes waggling my hand through 
the air trying to knock the sand out of the little joints in my hand.  Immediately, 
regretting having poked the sand. 
 
Dan: [laughter] 
 

[music stops] 
 
Dan: I was busy looking up whether cats are colorblind or not. 
 
Vida: You have magic glasses that make you see a bunch of colors! 
 
Dan: Yeah, and it turns out cats aren’t colorblind.  Or, we don’t think they are.  So, I’m 
gonna roll with that.  How does it look through the sunglasses, actually?  ‘Cause I don’t 
know what, the tinting of it all.  Tell me it’s all sepia or something, like, it just doesn’t 
look anything remotely right. 
 

[laughter] 
 
VJ: For Kit, specifically, it doesn’t…it looks like the rest of the world normally looks with 
the sunglasses on.  Uh, there’s nothing in specific that is currently jumping out at you.  I 



mean, Nugget is still…their green, as they’re always their…her green.  But, nothing in 
specific is jumping at you right this second.  Uh… 
 
Dan: Alright.  But I don’t have a visceral reaction, one way or the other? 
 
VJ: I mean, it is hot, though.  It is a really…dry heat.  Like, it’s a desert heat. 
 
Dan: Yeah, but I’m also used to, like…packed casinos and other places that are very hot, 
so, I figure it’s just because I walked in the room and everything just heated up.  That’s 
just an in character thought.  That’s a…that’s a Kit’s Arrogance kind of thing.  It makes 
sense that it’s warm – I’m here. 
 
Vida: I mean, I’ve hung out around forges and stuff. 
 
VJ: So, you’re used to the heat 
 
Vida: Mm-hmm. 
 
VJ: How does Gill feel about the heat? 
 
Kat: Gill’s from Mexico; he doesn’t care.  In fact, it’s probably nice, ‘cause it’s, I assume, 
a dry heat, as opposed to, like, the humidity of a subtropical/tropical climate.  But he is 
not particularly happy with the place, ‘cause there’s not a lot of, like, cover.  It’s just like, 
it’s a desert, it’s open; people can see you. 
 
Dan: But we can also see the people. 
 
VJ: Yeah, so one of the weird things about the desert, as you guys are starting to walk up 
it: a lot of places, when they are claimed by a Gentry, definitely gain some of their 
characteristics.  This seems to be a No Man’s Land.  There’s just piles of floating minerals 
and gemstones.  There’s always like this strange…I wouldn’t say song, but like, definitely 
notes from when the crystals brush up against each other, because there’s the sand 
itself, but there’s also giant, floating quartz crystals.  I am maybe ripping off a little bit of 
Steven Universe here, and I’m not even caring. 
 
Vida: No, it’s…it’s so pretty.  I love it.  I love it. 
 
VJ: Nugget, after a while, will sort of flop…flop on the ground.  They’re like “I’m don’t 
want…”…they do that thing where they’re like “I’m not going anywhere unless someone 
picks me up”.  Like a toddler 
 
Dan: Oh, I’ll grab her. 
 
VJ: Aw. 



 
Vida: Aw. 
 
VJ: She’s warm, though.  Like, you’re putting a warm dragon on top of…I have to stress 
this to you – it’s hot, and you at some point you will have to take a break and make 
camp. 
 
Vida: At one point, I sort of, like…huff and swing Jon Sprat in front of me and say: 
 

Crunch: Water, please. 
 
Vida: And pull out my four canteens, and I put one back in.  And pass canteens, and 
they’re filled with cold water.  Actually cold.  I mean, it’s just, you know…not that much 
water, but it’s actually cold. 
 
VJ: Well, they’re…they’re full canteens.  I would say they’re each bout 32oz of…of really 
nice, cold water. 
 
Vida: Can you give that to me in Liters? 
 

[laughter] 
 
Vida: ‘Cause I have no idea how much an ounce… 
 
VJ: Oh my God.  Hold on.  This requires me to Google.  Give me a sec. 
 
Vida: I can do it myself. 
 
VJ: No, I’m…  No…no 
 
Vida: I cannot picture…I cannot…I have no idea how much 32oz is. 
 
VJ: And…and knowing where these come from, it would be in Liters.  You have four 
Liters of cold water – one Liter per bottle. 
 
Vida: OK, cool.  Thanks. 
 
VJ: You’re welcome.  So, time passes.  It takes about…well, the sun sets and rises 
about…three times.  But, you guys don’t get hungry, you guys don’t get tired.  You guys 
get a little hot and thirsty, but not, like, supernaturally so.  You follow the directions 
with the map – 
 



Vida: Although, if, like, three days pass, we probably get…I mean, even with the friggin’ 
magic, we probably…go through all the water.  I mean, I know we don’t need water.  
Three days of walking through the desert – we probably finish up the water. 
 
VJ: Yeah. 
 

[music starts – slow chimes and melodic techno] 
 
VJ: The three of you come up and over a sandy, mint colored dune, and see it.  This 
big…probably a story tall slab of labradorite.  And it sort of just glitters and, like…every 
which way you sort look at it, it just kind of looks a little different from each angle.  And 
when you really concentrate, you can kind of see different places in each reflection.  For 
Kit: your glasses have not done anything for the past, like, ever.  It did something with 
Nugget and then it hasn’t done anything.  You do sort of feel this pressure on your 
eyes…but nothing really happens. 
 

[music stops] 
 
Dan: I’m not sure how? 
 
VJ: Like, when you’ve been staring at a computer screen for too long, your eyes are a 
little dry.  Like, it’s irritating.  Like, the glasses are like “I can do something, but I, like, 
can’t do it on my own”. 
 
Dan: Alright, well, I’m gonna…first rub my eyes, where I go kinda underneath the glasses 
and rub my eyes directly, and then, you know, let it go, and the glasses drop back down.  
And…does that improve it at all? 
 
VJ: No, it kinda makes it worse, actually.  We’ll go with your eyes just are starting to get 
really, really dry.  They’re like…it’s just…super, super irritating. 
 
Dan: Well, I mean, Kit’s thought it “that makes sense, we’ve been in a very dry place for 
a while, and this is kinda just the price you pay for looking cool, you know?”, so… 
 
Vida: [laughter] 
 
Dan: At least…at least for now, Kit’s OK with it. 
 
VJ: OK, uh, how about…how about other teammates make Perception Checks to see 
Kit’s discomfort? 
 

[sounds of dice rolling] 
 
Vida: 3 



 
Kat: 2 
 

Crunch: Have you got…have you got something in your eye? 
 

Kit: Naw, they’re just drying out, we’ve been here so long, is all. 
 

Crunch: Hm. 
 

Kit: It’s…it happens. 
 

Crunch: Huh. 
 
VJ: Crunch and Gill, you do not have Bright Eyes.  But Crunch, like, when he sort of lifts 
them up, you could swear that the inside, there’s like a small “J”…scratched into one of 
the arms. 
 

[music starts - string and woodwind instruments] 
 

Crunch: Hey, what’s up with your glasses? 
 

Kit: I know, they’re super cool, right?  Dude, I just found them.  Like, right before we 
met up. 

 
Crunch: Did that have, like, a “J” on it. 

 
Kit: Well, I haven’t looked.  I just put ‘em on right away. 

 
Crunch: Can I see them? 

 
Kit: I mean…are you gonna give ‘em back? 

 
Crunch: Yeah. 

 
Kit: OK.  Uh, careful. 

 
Dan: And I…I gently hand them over. 
 
Vida: I look them over, being very careful with them. 
 
VJ: In the inside right arm, there’s a small, scratched out JW, and your experience in 
Token Craft tells you: this is a Token. 
 

Crunch: Hey, this has a JW in it.  And Gill, didn’t you say the Book has a JW in it, too? 



 
Gill: Mm-hmm. 

 
Vida: I will look up this Token in the book! 
 
VJ: Kit…the world seems really bright.  Aw, ow, yeah, the world seems really bright.  But 
Nugget’s the same color. 
 
Dan: Eh.  I’ve been wearing those glasses for along time.  I’m gonna…I’m gonna ask for 
‘em back, because my eyes aren’t adjusting as quickly as I’d hoped. 
 
Vida: Oh, yeah, sure, you can have ‘em back. 
 
Dan: And I throw ‘em right back on. 
 
Vida: I say, like, with my nose…the Book is in front of me, open, and I’m flipping through 
it.  I’m like: 
 

Crunch: Oh, oh yeah, sure. 
 
Vida: Do I need to roll something for this? 
 
VJ: You know, you know at this point when the Book is gonna give you information.  So, 
when the Book has information for you, I’m just going to tell it to you at this point. 
 
Vida: OK.  You know, maybe it’s that I’ve spent so spare moments just reading the Book, 
cover to cover. 
 
VJ: It’s weird – if you do that, it’s a little different each time.  Like, that pages don’t stay 
in the same place each time. 
 
Vida: Huh.  Well, I’ve been trying to read it from cover to cover, but I keep losing my 
place. 
 
Entry: The Okaely Sunglasses. 
 
The Okaely Sunglasses give a couple minor benefits to the user.  While they are 
prescription, and they are always your prescription, they also allow the user to see in 
most situations, unless the user is in complete darkness.  The glasses negate most 
Perception Penalties due to darkness.  They can’t do anything about atmospheric 
effects, such as fog or smoke, but the true power of the sunglasses requires a little 
finesse.  If the user focuses on a target, then they can see the ties of Fate and Story of 
that target, and how they might connect to the others around that target.  However, as 
soon as the user stops focusing, the ties will fade back into the background and out of 



sight.  Sometimes, however, the ties will be bright enough without focusing, often 
because there’s a very strong emotional connection attached, or the Wyrd is attracted 
to that target. 
 

[Ending Theme starts] 
 

Crunch: Kit, did you know that your glasses are really cool? 
 

Kit: I feel like I’ve said that sentence, like, thirty times by now, right? 
 

Crunch: Well, I mean, like…like yeah, you’ve said it, but like, did you know? 
 

Kit: Yeah, they look really cool. 
 
Crunch: No, I mean, like, they…they like, you can, like, look at people and see their ties 

of Fate? 
 

Kit: I mean, yeah, if people are wearing ties, but you can do that with regular glasses. 
 

Crunch: No.  No.  No.  No.  No.  Nonononono.  No. 
 
Vida: And I read the thing out loud. 
 
Dan: Kit’s response is literally gonna be exactly this: 
 

Kit: Ohhhhhh……..neat. 
 

[Ending Theme plays in earnest] 
 
VJ: Thank you for listening to HedgedIn: A Changeling Story.  Local tornado resident Dan 
can be found on Twitter @unreal giraffe; our cryptid Kat does not have social media, we 
apologize; the wonderful “neat!” Vida can be found on Twitter @greenbeanspirit; VJ can 
be found most places, including Twitter, as nwfairy.  You can find us on Twitter and 
Tumblr @hedgeinacs.  Check out our website www.hedgeinacs.com for character 
sheets, future releases, and more. 
 
A special “thank you” to Dragon Scale Patron: wolfganganderson, for your lovely 
contributions every month. 
 
You can find links to our website, social media, Patreon, and Discord in our show notes.  
We would love if you could rate and review wherever you are getting this podcast - 
every piece of Glamour helps.  Shows like ours survive on word of mouth, so please use 
the hashtag #hedgedcast on your social media platform of choice.  Thanks! 
 

http://www.hedgeinacs.com/


And remember: Stay Wyrd 
 

[music stops] 
 


