
Episode 0.1 Prelude: Gill, the Ogre Farwalker 

[Opening theme music begins] 

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. 

[Theme music ends] 

VJ: Before we really get into the prelude and…really discuss what’s going to happen, before you meet 

the others, do you want to talk about… 

Kat: OK. 

VJ: Uh, sort of Gill as an Ogre, and Gill as a Farwalker, and what that means to you, and…what your, sort 

of, visual, mental/visual interpretation of Gill being? 

Kat: Like, what does he look like, or…? 

VJ: Mm-hmm. 

Kat: OK.  Farwalker: he’s like a Sasquatch creature?  Less monkey and more jaguar, because I hate 

monkeys.  Like…I really fucking hate monkeys. 

VJ: They throw poop.  It’s, it’s…they’re gross. 

Kat: And so…uh, I just, I didn…I figure, being an Ogre, he’s fairly socially withdrawn, and probably some 

level of paranoid.  Very, like, capable of existing on his own in not great situations; be it, like, a city 

where he doesn’t speak the language, or in the middle of the woods, or…I mean, I figure he’ll eat just 

about anything. 

VJ: It’s, it’s very useful for that last Stone Contract that we have. 

Kat: Um, it, it is.  It is.  I don’t, I don’t know… 

VJ: I mean, you don’t have to get deep into it.  ‘Cause like, we’re…we’re…mostly, so like, anybody who’s 

like “I want a, like, a mental image of what you think he looks like”. 

Kat: Yeah, no, I keep…I keep meaning, which is not helpful in an audio format, to, like, draw you a 

picture of what I think he looks like, as a Changeling.  Kind of? Like the, the non-Mask form?   

VJ: Mm-hmm. 

Kat: Because I feel like, for some reason, I really suck at describing people. 

VJ: That’s all right, that’s all right. 



Kat: Well, it’s just useful, because the last person who tried to draw one of my characters, um, missed 

that it was male, and drew, like, a twelve-year-old girl instead.  Which was really hilarious…but not 

helpful. 

VJ: Yeah, no, Gill is a, uh…how old, how old is Gill?  Or how old was he when he was Lost to the Hedge, is 

a better question. 

Kat: I had him at early 30s.  33?  35? 

VJ:  Earlys 30s.  Male.  Hispanic. 

Kat: Yeah. 

VJ: Cool.  Cool, cool, cool. 

Kat:  Yup.  Black hair… 

VJ: Gill, as the Farwalker, since he’s been…his Durance, as of so far, has been being a Hunter and 

Hunted.  This sort of cryptid…crypt…crypt…I, I speak…words as a first language.  Just, like…like… 

Kat: Hahaha. 

VJ: I have full language capabilities.  For all listeners in the future, I was in LARP all weekend, and then 

went straight to work, and, like…I’m really tired.  But I definitely want all of this to go according to plan.  

So, yeah.  Gill has been in, in the, in Arcadia for some time, and has lost the ability…or…maybe he hasn’t 

so much lost the ability to tell how much time he’s spent in Arcadia as so much as Arcadia has…  Arcadia 

is really hard to perceive the passage of time.  There are nights that seem that, like, they go on and on 

and never end. And sometimes there are dusks that just seem to the settle in like a warm blanket.   

Sometimes, it just seems to cycle so fast, that you’ve lost…you’ve lost that ability. 

Kat: Mm-hmm. 

VJ: Whether it’s your actual ability to perceive or reality manipulating itself.  You are a Changeling that 

never got, that never was really shaped by a particular Keeper.  But you’ve definitely been hunted.  The 

Wild Hunt.  And you’ve managed to escape.  You’ve met, uh, some other Changelings, but don’t really 

have, like, the firmest grasp on others, ‘cause…you’re kind of intimidating, if I remember correctly?  

‘Cause, you know, Sasquatch.  Like.  You might actually, also, have Intimidation on your sheet, if I 

remember correctly. 

Kat: I do, I do.  Well, and, and before he got Taken, he was a, like, a bouncer type character.  So, his…job 

was to look, you know, like, not something that you would run up and hug, anyway? 

VJ: Right.  Which means, which just means that there’s gonna be, definitely, a part of the fandom that 

wants to, like, to give Ki- Ugh, dammit ST! 

Kat: Yeah… 



VJ: Give Gill snuggles, and I’m like, ahh…  Gill can, Gill can choose to take snuggles if he so chooses.  For 

some, some time now, your experience in the Hedge has been more and more harrowing.  It’s been…or, 

your sort of skirted on the deepest part of the Hedge to Arcadia.  Where, like, you’re really not sure, and 

I’m not sure you even have the vocabulary to understand, like, what is Hedge versus what is Arcadia.  

Because, it kind of gradients anyway. 

Kat: Mm-hmm. 

VJ: Like, Arcadia sort of, where does that, that true Arcadia start and where does the Hedge end is, is 

very confusing.  ‘Cause it’s not an even gradient.  Like, there’s…there’s, there’s like [confusing sounds 

that denote a lack of Arcadia’s respect for physics and the natural laws]…like, that’s great audio.  For Gill, 

it’s becoming more and more harrowing.  Like, the Hunts that Gill has been either a part of or avoided, 

uh, well, mostly avoided.  The Wild Hunts that he’s, he’s hidden from…have seemed to take a turn 

towards less of a blood sport?  The Fae and their, their parties of Loyalists and other Changelings they’ve 

come across, seem to be less like joyriding.  Be more like a…a search and capture going on. 

Kat: Like somebody’s…like somebody’s collecting…Changelings? 

VJ: Yeah.  I mean, I mean it’s not uncommon.  Like, there’s definitely Changelings that get collected 

during The Hunt.  But there’s also, like, “hey, we’re just gonna m-“  The, the Gentry are like “it’s a blood 

sport”. 

Kat: Mm-hmm. 

VJ: “We’re just gonna hunt them down and kill them.”  Or “we’re going to capture them”.  But it’s 

definitely taking…taken a turn toward focused…sort of, a step towards purpose and drive behind these 

Hunts, and…it’s much, much…darker than it used to be.  But the- we’re not going to start Gill on a Wild 

Hunt; that, that seems mean.  Gill is…not one to stay in one place for long, if I understand?  Or, or, is 

he…? 

Kat: Correct.  Well, no, because, I mean – familiar territory is easier to, to maneuver though.  But if you 

stay in one place for too long, then they know where to find you, so…he, you know. 

VJ: So, you’re passing through…a, a really dense portion of the Hedge. 

Kat: Mm-hmm. 

VJ: It’s dark.  There are the…do you have…?  Let me pull up your sheet. 

Kat: Are we thinking…is it dark in the sense of, like, night?  Or dark in the sense of, like, you just can’t 

see the sky?  Not that it is probably relevant. 

VJ: I…I’m going to say that…it is, it is certainly.  No, that’s, but that’s, that a really good question.  I would 

say that the foliage is dense. 

Kat: OK. 



VJ: But it’s also, if you managed to see passed…if you managed to see passed the foliage, you would 

have just…the hints of twilight. 

Kat: OK. 

VJ: Like, this…there’s just that dusk flavor, where it’s, it’s not true night, but it’s the time where 

predators like to hunt.  Surprisingly, that’s not where we’re going, heh heh heh, because Gill is going to 

be heading, actually, back towards slightly more familiar territory.  He’s been away, from a space, and 

he’s going back to visit.  When...he, do you have a particularly decent sense of smell, do you think?  Do 

you tend to be, like, more of a hearing thing? 

Kat: I would assume, given…given that he has the Complication attached to it, probably more sound is, 

like, his primary one. 

VJ: Mm-hmm. 

Kat: ‘Cause I, I feel like visual would be farther down the list, just because in the Hedge and Arcadia, you 

can’t trust anything anyway, let alone your eyes.  So, he’s gotten better at, like, “what do you hear, what 

do you smell”.  You know. 

VJ: OK.  OK.  Uh, I want you to go ahead and make a Perception check, and for the listeners at home, 

that is a Wits/Composure roll.  Gill has two – 

Kat: Aw, Hell. 

VJ: Eheh heh heh, uh, that is, uh – 

Kat: OK. 

VJ: Two dots in Wits, two dots in Composure. 

Kat: Yeah, so.  Ah!  No.  Wait, let me figure out how to do this. 

VJ: While you are fishing out your dice, I will…I will go ahead and let people know how this works.  We 

are playing Changeling the Lost, which is a White Wolf, Chronicles of Darkness versus The God Machine, 

New World of Darkness, and what you end up doing is…you have multiple ten-sided dice, called d10.  

For, in this case, a Perception check is two Attributes, which you have listed 1-5.  Gill has two dots in 

Wits and two dots in Composure, so Kathryn is going to roll four dice total.  Successes in this are 8, 9, 

and 10.  If Kathryn rolls a 10, she is then allowed to roll the 10, again.  And, if she Succeeds, then that 

adds to the Success.  Uh, if you keep rolling 10s, you keep exploding, and, you know, you just roll until 

you don’t Succeed.  That is…a nutshell of how this system works.  If she rolls, uh, no Successes, no 8, 9, 

or 10, then it’s a Failure, and if she rolls no Successes and a 1, that is an Exceptional Failure.  So that’s, 

that’s bad.  Like, bad things happen. 

[Dice rolling] 

VJ: But, Kathryn: what did you roll? 



Kat: I got one Success. 

VJ: Cool.  Cool, that’s more than enough, ‘cause this is, this is Prelude, and uh, this is…this is Plot.  You 

are quietly…actually, roll, go ahead and roll me a Stealth check as well.  Just to see how… 

Kat: Stealth is Stealth + Dex? 

VJ: Yeah, Dex/Stealth.  So, you have two dots in Dex, uh, two dots in Stealth, plus a Specialty in 

wilderness, so go ahead and roll that.  Uh, unless, are…if you are going to use any of your Smoke 

Contracts. 

Kat: Ah!  Hm.  No, I’m not going to use that here.  It’s just one Success. 

VJ: Gill is walking through semi-familiar territory when he hears the sounds of trumpets blaring.  Doesn’t 

sound like the trumpets of a Wild Hunt.  When you, perhaps you get closer to investigate, it sounds…the 

sounds of trumpets also seems to be attached to the sounds of battle.  The closer you seem to, to 

stealth in, the more that you hear screams and yells.  Not gunfire, but definitely…definitely loud 

explosions, probably from various Changeling powers.  Then you just hear a massive, thunderous roar, 

coming across this ridge that you’re approaching.  You see that there’s a break in the tree line.  If you’re 

walking up this low hill, where there’s trees, and then you see the flickers of…violence, fire and 

action…across the hill. 

Kat: OK. 

VJ: There is definitely something big, loud, and violent happening on the other side of that.  And…and 

according to the yells and the commands, something remarkably organized, for this violence.  It’s not 

just, like…random. 

Kat: Mm-hmm, mm-hmm.  OK.  Gill would, investigate, but, like, not, like, charge in head first.  Like, kind 

of, track around the edge?  Does that make sense? 

VJ: Mm-hmm, mm-hmm. 

Kat: ‘Cause, he would like to see them, preferably, before they could see him.  But he would like to 

know what’s up. 

VJ: You get down low and you sort of crouch behind the trees, and you use the shadows to your 

advantage.  And, what you see is, over the crest of this hill, is a large clearing and a massive expanse of 

battle.  There seems to be at least…a hundred Changelings, which is a huge number for you.  A hundred 

Changelings, and different Kiths, different Seemings.  And they all seem to be wearing the same uniform.  

And you see what they’re fighting.  And it’s a dragon. 

[Dragon’s roar] 

VJ: You had heard rumors that the Hedge and Arcadia was starting to create these beasts of legend, but 

you had never seen one yourself till now.  And it’s huge.  It’s easily five stories tall, with these large 



wings.  And it is just getting the shit kicked out of it.  These Changelings are remarkably organized.  

Absolute violence…happening to this, this critter.  Make me another Perception check. 

Kat: Four Successes. 

VJ: Cool.  You see more than a couple of the, their uniforms are so…remarkably cliché.  You can be like 

“that’s a captain and that’s a lieutenant”. 

Kat: Mm-hmm. 

VJ: But you definitely see a, a, like levels of organization.  At least one of the captains, like, pointing and 

shouting.  Then you sense the presence of the Gentry.  Deep in your chest, you feel their aura, their 

overwhelming gravitas, before you see them descend to the battle field.  They are clad in light: a pure 

radiance and violence.  Apollian in nature, they walk with grace, and in their right hand the hold a lance 

dripping with red.  You are far enough away that you can’t tell if it’s blood or something else.  The entry 

of the Gentry is met with cheers from their army; a celebration that might make you feel queasy.  The 

army flanks the dragon, parting to make space for the Fae.  The dragon stands tall above them, several 

stories tall, but the Fae is unintimidated, for they too tower taller than the army.  With footsteps that 

seem too light for their size, they throw their spear at the beast in a perfect arc.  That arc of this weapon 

is beautiful, strong, and terrifying.  With Olympic accuracy, the Fae strikes the dragon down in a single 

swoop. 

[Music begins – fantasy melody, but if played on a synthesizer] 

VJ: They walk towards the felled dragon with purpose and poise, and with deftness, plunges their bare 

hand deep into the dragon’s chest, ripping the heart from the creature.  They take a huge bite from the 

heart, and from across the noisy battle field, you can hear the mastication.  Blood drips from their 

mouth, pooling across their collarbone.  The intention is clear: obedience.  However, you have not 

sworn to this Fae, this Keeper, so the feeling is something you can fight against.  But in the back of your 

mind, maybe you don’t want to?  Spraying the army with heart blood of this felled dragon, the Keeper 

says: 

The Radiance: 

We shall feast on this power, and with this power we shall take down Lady Nox.  We will take down her 

castles and show her our radiance.  Find the other dragon hatchlings and bring them to me. 

VJ: Another cheer echoes across the field, and quickly, the army begins to scour for the other dragon 

hatchlings and look after their wounded and dead.  The Fae stands regally above it all, watching and 

chewing. 

[Sounds of enthusiastic chewing] 

VJ: Then it notices you.  Out of the corner of its eye, then tilting its head in your direction, it smiles, 

blood dripping down from its face.  It triggers a flight/flight/freeze response: what does Gill do? 



Kat: No, um, pretty regardless, he’s gonna, like, high-tail it out of there.  Because he wanted to know, 

like, what was going on, but he did not terribly wish to be involved.  Um, and now that he’s been 

spotted, he’s gonna, like…book it. 

[Music ends] 

VJ: Cool. Uh, I want you to go ahead and make me… Let’s see.  I’m gonna tell you to make a 

Stamina/Athletics/Running check. 

Kat: Yeah! 

VJ: Yeah!  [singing] ‘Cause, if you don’t buy…a skill spec in running, you’re doing it wrong. 

Kat: Well, you’ve just never played with us before. 

VJ: Haha. 

Kat: I got 3 Successes. 

VJ: You are able to book.  I would also like you to make me…Wits/Survival. 

Kat: K.  Ah!  1 Success.  That’s the theme for tonight. 

VJ: OK, that’s…that’s fine.  You…high-tail it the ____ out of there.  Like, all behind you.  You…the, the 

battle, the Fae, the dragon.  It’s…it’s gone.  You’re like “Nope!  Peace!  I’m out”. 

Kat: OK. 

VJ: It’s about…again, time flows weird in the Hedge, if you don’t know what time is. 

Kat: Mm-hmm. 

VJ: Time is weird in the Hedge. I want you to make me another Perception check. 

Kat: OK.  Hode up.  Hode up. 

VJ: Hode up. 

Kat: Oh, OK.  2.  No, I had to make sure I wasn’t accidently rolling too many dice.  But I wasn’t!  I’m good. 

VJ: That’s fair. 

Kat: So.  Uh…two, 2 Successes. 

VJ: That’s fair.  You’re looking for somewhere to, to hunker down.  What you do is, you look up. 

Kat: Yup. 

VJ: In a branch of the trees, you see a pair of shoes, hanging there. 



Kat: Like, a pair of sneakers, just chillin’ in the tree? 

VJ: Yeah. 

Kat: OK. 

VJ: Like – 

Kat: Mm-hmm? 

VJ: A la thrown over the power line.  Like, in the tree. 

Kat: OK, sneakers in the tree. 

VJ: Sneakers in the tree. 

Kat: Oh, OK, and they’re not - they don’t appear to be, like, attached to…feet. 

VJ: No, no.  [Laughing] There doesn’t seem to be any feet currently inhabiting these sneak - these 

sneakers. 

Kat: OK.  So, what, um… 

VJ: But that’s a fair question, ‘cause it is the Hedge. 

Kat: I mean, it’s weird?  But I’m sure Gill’s run across bits and bobs before…so I don’t know that, like, on 

pair of sneakers is enough to really make him stop and, like, investigate. 

VJ: They’re very clean sneakers, for the Hedge. 

Kat: Now, that…that would be kinda weird.  So, he can, he can…I guess scamper up the tree to 

investigate.  I mean, and usually, usually left over human bits would probably be bloody and torn and, 

like, ground level. 

VJ: No, these aren’t left over human bits. 

Kat: OK, so, climb the tree? 

VJ: Climb the tree. 

Kat: Yay. 

VJ: Alright, Dex/Athletics. 

Kat: Nope.  Nope.  1 – Success.  Not natural. 

VJ: Perfect.  Uh, and so, you climb up the tree.  You…so, you’re holding…you’re sitting on the branch, 

holding these sneakers.  They look like pretty sweet high-tops.  They are definitely sneakers, and the 



weird thing about them is that, there’s a little guy on the side of the sneakers, and he’s swinging a 

baseball bat. 

Kat: OK. 

VJ: Like, instead of maybe dunking a basketball? 

Kat: Yeah, yeah.  Nonono.  Huh.  OK, well, um, Mexico being a soccer country, they’re both weird. 

VJ: [Laughter] 

Kat: Um.  So, Gill’s been here long enough, he’s not gonna put the shoes on, but he’ll take them with 

him and climb, like, back down the tree. 

VJ: Also, you’re looking at these sneakers, and you also find, stuffed inside one of them, is…part of a 

book.  And, so, if…imagine, imagine, if you will, a book held sideways.  So, the spine is facing up.  It looks 

like someone, from the spine down, has ripped it. 

Kat: Just like this. 

VJ: Yeah. 

Kat: OK. 

VJ: For our reading audience, it’s like someone has cut or ripped a book in half so the spine still is 

connected to some of these pages. 

Kat: And it’s like the top half of the book, or the bottom half of the book, as opposed to the back or the 

front half.  OK. 

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

VJ: Right.  It is a greenish-brown, leather-bound book.  It seems of well quality made, uh, and the papers 

seem decently high quality.  Do you open it? 

Kat: Yes. 

VJ: Flipping through the pages, it’s…it’s a mixture of gibberish and blank pages.  But, on the inside cover, 

there is a poem, and this is what it says: 

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, to be True 

And I’ll try to 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” 

Kat: So, it sounded like the book was ripped maybe in three instead of in two?  And this is, like, part one. 

VJ: Yeah. 

Kat: And there was something in there about being reunited, so to be used by Friend instead of Foe?  

Because, it sounds like a good deal, but I’m like “everything in the Hedge sounds like a good deal, which 

usually means you should run the other way”. 

VJ: Right, but I’m not, I’m not ****** 

Kat: Well…yes. 

VJ: Quite literally the plot.  Hahahaha 

Kat: No, like if ****** offers you something, you should book it the other way.  Like, ha, no pun 

intended.  But, like…you should.  Nah, it sounds pretty useful.  Particularly considering how much time 

Gill spends, like, all on his own.  Just kind, like, lost, more or less.  It’s just gonna be bad puns, for the 

entire show. 



VJ: Oh, yeah.  No.  There’s gonna be so many puns.  It’s gonna be great.  I, um, I’m 110% here for puns. 

Kat: So, yeah.  I, I think he’s…he’s probably, like the Player, going to read it half a dozen times, and then 

flip it open to whatever the Index-page-lookin’ thing is, whisper: 

Gill: 

I agree 

[Ominous drums] 

VJ: Alright. 

[Music ends] 

Kat: Don’t hesitate!  I think I screwed up!  Hahaha.  Nevermind. 

VJ: I imagine, I imagine Gill, like, sniffs it.  Like, just shakes it a couple times; see if anything falls out. 

Kat: Yeah, no, he’s probably like “hello?” a couple of times. 

VJ: You know, because, like… 

Kat: Make sure it doesn’t, like, it doesn’t appear to be any more sentient than it already appears to be.  

But, yeah, no, as long as no weirdness goes down. 

VJ: It does seem to talk about itself in the first person. 

Kat: Well, yes, but it’s, it’s one thing to have it, like, you know, “Tom Riddle’s diary” responding to you, 

and another thing to have, like, some gruff, French voice out of your back pocket be like “do not do zis!” 

and, you know, scare you halfway through a fight. 

VJ: Heeheehee. 

Kat: Um.  But no, if it’s not, like, responding actively – it’s just sort of like a book book – we’ll go, we’ll go 

with it.  Still probably regret is deeply, later on. 

VJ: All right.  On-on-only as much as anything else in Changeling. 

Kat: Yeah…no. 

VJ: So jaded!  So jaded! 

Kat: [Laughter] 

VJ: So, uh. 

Kat: OK, do I need to be writing something down on my sheet, then?  Because it sounds like that was a 

Pledge, and I have a thing labeled “Pledges” on page… 



VJ: Yes, you can go ahead and write “Journal Pledge, part one”. 

Kat: O…K. 

VJ: And, what this is going to give you is a +1 - +3 Occult roll. 

Kat: Mm-hmm. 

VJ: And I will tell you how much plusses, or how, how much you’ll get for… 

Kat: Yeah, yeah. 

VJ: ‘Cause, ‘cause the Journal isn’t perfect.  It doesn’t always know everything. 

Kat: Mm-hmm. 

VJ: But it is going to be as truthful as it can be when it does know things. 

Kat: Mm-hmm. 

VJ: It has Pledged that it will not lie to you. 

Kat: Yeah, no, no. 

VJ: But it does not know all things. 

Kat: It’s ripped in three pieces; it’s fair to assume it doesn’t know everything. 

VJ: To test it out, why don’t you…try to figure out what your shoes do. 

Kat: OK.  So… 

VJ: So, give it a +2 with the assistance of the Journal. 

Kat: So, uh, it’s Intelligence/Occult or Wits/Occult?  Not that it matters – I have the same thing. 

VJ: Either one.  In this case. 

Kat: OK.  Nope.  Haha!  So, no Successes and a 1.  I have no idea what these shoes do at all. 

VJ:  The…the book almost is sad.  Like, you’re like, “how is a book sad?”, and uh, now the, now the book 

is going to roll. 

Kat: No, I’m stuck on a dice roller tonight, and I feel like it’s screwin’ with my vibe. 

[Dice rolling] 

VJ: Ugh.  This, this…this does not work, ‘cause – I need to get a second dice tray, ‘cause my current dice 

tray is at ****** place. 



[Dice rolling] 

VJ: Um.  Hey!  Maybe we can get a sponsor!  That would be cool, to have like, a dice tray sponsor.  Aw, 

fuck yeah! 

Kat: Much better than Gill? 

VJ: Like, three 9s and a 1.  It’s like, like – 

Kat: “Listen, stupid.” 

VJ: The book almost…like, the pages are almost sad.  Flips over, and, in sort of a handwritten script, like 

as you’re flipping through it, some pages seem to be written by different people. 

Kat: Mm-hmm. 

VJ: Like, it’s different handwritings? 

Kat: Yeah, and in defense of Gill’s really terrible roll, he hasn’t seen a book in quite some time.  Let 

alone, looked anything up in one. 

VJ: This is…this is true.  And it goes: 

Entry: Token 

Entry: Shoe 

Entry: The Ground Jordan 

Kat: [Laughter] Heh-hem.  Sorry.  Continue. 

VJ:  The Ground Jordans are a knockoff pair of sneakers that have a figure on them that is swinging a 

baseball bat.  The sneakers have charmed laces that grant the user 50 yards of cord for each shoe; 100 

yards of lace total.  If you cut the lace from the shoe before the 50 yard mark, new aglets will form and 

keep the laces from fraying.  If you remove more than the 50 yards of laces from the shoes, the charm 

will stop working and no new lace will come forth. 

Kat: They are…like, they are normal shoes except for that each has fifty feet worth of lace instead of, 

like, two and a half feet of lace. 

VJ: The shoes don’t look like they have extra laces until you start actually trying to pull the laces out.  

And, like, Gill can do this, where it’s like “huh” and he takes one of the shoes, and starts to try pulling it 

out, and just like, there’s just yards of laces. 

Kat: Mm-hmm. 

VJ: The book does point out – it’s like, if you pull out more that the fifty yards…it’s not gonna work 

anymore. 



Kat: Does the…does the book say if it’s fifty yards total?  Or if it’s, like…does it re- does it, like, do the 

laces re-up to fifty after it’s you’ve used it?  Or each shoe has fifty yards, so, like, once you’re out, you’re 

out? 

VJ: Ah.  Sorry, let me rephrase. 

Kat: OK.  OK. 

VJ: It’s supposed to be 50 yards per day, per shoe.  So, 100 yards per day.  Total. 

Kat: But if you go over 50 yards in one go, then the shoe will cease working all together. 

VJ: Right.  Like, if you pull 60 yards of lace out of one of your shoes, then that shoe will no longer have 

laces in it. 

Kat: Oh, no… We may have to Part Two this thing, ‘cause the computer has frozen. 

VJ: And you’ll have 60 yards of cord. 

Kat: Cool.  Actually, the shoes also sound useful, when do you not need rope? 

VJ: I maybe, in fact, built some of these Tokens… 

Kat: But when do you not need rope?  That’s super fun. 

VJ: …with particular play styles in mind.  And the other neat thing about these shoes is 1) they don’t 

stink, which is nice, and 2) they will…always fit your feet. 

Kat: Huh!  Well, I mean, Gill could probably use some new shoes; he’s been wearing these for a while.  

Assuming he still has shoes.  Which, he may have been like “to Hell with this nonsense”. 

VJ: Yup. 

Kat: Um.  So, I guess, book in back pocket.  And, put the shoes on?  Do the laces just tie normal?  They 

don’t do anything stupid like continue to pull while I try to tie them? 

VJ: Nonononono. 

Kat: They work like shoes.  OK. 

VJ: When you’re trying to actually put on the shoes, they’re…they’re fine. 

Kat: Mm-hmm. 

VJ: There needs to be the intent of “hey, I need cords right now”.  And you notice, uh, one other thing 

you notice as you’re puttin’ on the shoes, there seems to be a pair of initials in the, in the tongue of the 

left shoe that is J.W. 



Kat: OK, so, if nothing horrible happened when I put on the shoes, then I will hop back, climb back down 

the tree, and trot onward. 

VJ: Now, you should look at the book one more time, ‘cause it’s gonna ask you, it’s gonna ask you to find 

things.  Uh, you’re like “OK, OK”, ‘cause it seems maybe warm in your back pocket? 

Kat: Yeah. 

VJ: And you flip it open, and it has…it’s not a map, because it doesn’t know where it is…but it knows 

where the other parts of it are.  Or, it knows the general direction of where it needs to go? 

Kat: So, it’s more like, like uh…can’t think of the game.  Like, the radar screen, where like, it won’t tell 

you how to get there, but it will tell you that you have a mark southwest and northeast that you need to 

head to.  Like, the little circle-y thing that goes in the bottom.  OK, OK.  Cool. 

VJ: Yeah.  It seems to, as much as a book can want something, it seems to want you to go “hey, let’s go 

find the other pieces…of this book”. 

Kat: Yeah, no no.  I got that.  So…does the map, uh “map”, quote unquote, indicate that one piece is 

closer than the other piece?  Or is it just, like, “here are your two directions, pick…pick one”. 

VJ: It doesn’t seem to have a distinction of the two other pieces of the book, yet. 

[Ending theme fades in] 

Kat: Alrighty.  Well then, whichever one, from Gill’s perspective, is to the left, we will…go after that one.  

I just…I feel like, like there’s this very, very old and faded memory of some small voice being like “in 

games, you always go left to beat the labyrinth”, so he’s like “left, I guess?” 

VJ: That works.  You travel for…about a day, again, as much as a day feels like in Arcadia.  And you come 

across a foggy clearing.  And in the fog, you see…two other figures.  And, right before you’re able to 

really see what they look like, you hear a howl that chills you to your bones. 

[Daft Punk-style wolf cry] 

VJ: Because you know what the fuck this is.  You know what that howl sounds like.  And that howl is 

Briar Wolves. 

[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, 

http://www.hedgedinacs.com/


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 


