
Trial of the Unworthy (S1, E12) 
 

Rev: Hey everybody! This is Rev. Welcome to The Critshow. Before we get into the 

episode this week, we have a number of things to tell you about. It's just--. 

 

Tass: So many things. 

 

Rev: So many things. The first of being, if you listen to the show and you're on Facebook, 

I highly suggest you follow us on Facebook because the episodes only come out every 

week and there is information that we're getting, there's things that we're posting and 

that is the first place we post it, because we know that people will see that. So, if you're 

on Facebook and you want to be aware of some of the announcements that we're 

getting ready to make, maybe a little faster, follow us on Facebook. Again that is 

Facebook.com/theChritshow. So, we're going to Gen Con. The Chritshow is going to be 

doing a live show which is on Friday the 3rd at 6 p.m. It goes from 6:00 to 8:00. We will 

be doing a live show, recording it, having a little chat, maybe giving away some door 

prizes. 

 

Tass: And it's cheap. 

 

Rev: It is cheap. 

 

Tass: It's only two dollars. 

 

Rev: It is two American dollars. So if you are coming to Gen Con, join us, come, see a live 

show, be with us while we record, yell at us, heckle us, or give us love. The guys really 

could use love. I've seen the way they roll. 

 

Tass: Yeah, our dice already abuse us enough. 

 

Rev: It's true. 

 

Tass: I'm over it. 

 

Rev: Come see in person how bad they roll. And you can see that it's not staged. 

 

Tass: Every failure I have in that live show, I'm just giving those dice to somebody in the 

audience. 

 



Rev: Oh, Excellent. Come win some cursed dice at The Chritshow's live show. So again, 

that will be Friday the 3rd from 6:00 to 8:00. Now, we will have another Gen Con 

announcement fairly soon, but we don't have a time or a date for it yet. And as soon as 

we do, we'll post that on Facebook and hopefully it'll be in the beginning of next week's 

episode. But let's just say, there'll be an opportunity maybe to play some games with us. 

 

Tass: Yeah, live. 

 

Rev:  It'll be a good time. Along those same lines, I know we've got listeners all over the 

place. I am just constantly amazed when I look at the statistics for the show and see 

where we have people listening to the show. With the sheer number of people listening 

to the show, I imagine we have some people going to Dragon Con. Well you know what? 

Tass and I are going to Dragon Con. And we want to play a game with you. So, if you're 

going to be at Dragon Con and you'd like to play a game of 'Monster of the Week', send 

me an email. Email thecast@thecritshowpodcast.com. Send me an email. Start up a little 

bit of communication and we will work it out each day, that we will set up a game for 

listeners of the show. I will game master a game. Tass will help out, or he'll run his own 

game if we have enough people in the same day that want to play. 

 

Tass: Yeah. 

 

Rev: We've already got one game set up and full. To create a character and run a session 

will be maybe three or four hours. We'll find a time that works for everybody involved. So 

again, if you'd like to play a game with us at Dragon Con send us an email and we will 

arrange that because I think it'd be cool to meet some of you, that I just know the names 

of, or--or that I've only talked to through various messengers or emails. That'd be fun to 

hang out and, you know, have a meal, have a laugh, have some dice, kill some monsters. 

 

Tass: Get killed by monster. 

 

Rev: Get maybe killed by monsters. Also with that email address, we're getting ready to 

start another story arc and I've got names dropped in. If you would like to be a character 

in the show, if you want your name used, just let us know. Send me a Facebook 

message, or @ me on Twitter. Is that how you say that? 

 

Tass: Yeah sure. 

 

Rev: @ me on Twitter. 

 

Tass: That's how you do the tweets. The tweeters. 



 

Rev: I'm barely holding on with Twitter. I think I have eleven followers--. 

 

Tass: Yeah! 

 

Rev: But, I'm--I'm trying to understand it. But, you can @ me. I am Rev, R-E-V, Deschain, D-

E-S-C-H-A-I-N on Twitter. And then we as a whole are. 

 

Tass: The Critshow. 

 

Rev: The Critshow on Twitter. So, if you'd like your name used give us an @. And then the 

other thing I'd like to request with email or social media, we have in the last couple 

weeks had this huge bump in people listening from other countries and I've been 

contacted by a few of them. If you were listening in another country, send me a message. 

I just want to say hi and I want to find out how you stumbled across the podcast because 

I think that's really cool. I think we are up to now 16 or 17 different countries.  

 

Tass: Yeah. 

 

Rev: So, that's really, not really an important announcement, but that's just me thinking 

that's really fascinating and wanting to say hi to you. So, you know, if you listen to us and 

you're in another country, @ me. That sounds so weird. Or send us an e-mail. So we've 

got a huge rundown of all these things. This is just the longest intro we've ever done, but 

it's a lot of information. 

 

Tass: Yeah. 

 

Rev: Follow us on Facebook because that's where we give all this information out right 

away. If you going to Gen Con, get a ticket to the live show and keep on the lookout for 

another announcement about maybe playing some 'Monster of the Week' with us. If you 

coming to Dragon Con, send us a message and we'll play together. We'll have a good 

time. We'll meet some people, that may live in other parts of the country. And if you want 

your name used, or if you're from another country and you listen to the show @ us, or 

send us a message, just because I think it would be cool to know. That was a lot. 

 

Tass: That was a lot, but it's all good stuff. 

 

Rev: Yeah, yeah. Right? It's fun stuff. And we actually have a couple of other things in the 

pipeline already that we will be announcing over the next week or so. Some little tidbits 



and some extra things that are going to be happening. It is chaos here at The Critshow, 

but it's that good kind of chaos. 

 

Tass: Oh yeah. It's that good stuff. 

 

Rev: Yeah, Yeah. Speaking of good kind of chaos, I think it's time to let the recap roll. 

 

RECAP:                                    THE RECAP  

 

Rev: You grab hold of the hammer and there is a flash of light and you vanish and the 

two of you, the light clears and the hammer is still there. And the words shimmer and 

"worthy" changes to "unworthy".  

 

TITLE:                              TRIAL OF THE UNWORTHY 

 

Rev: OLD MAN: *in a deep musty voice* Jacob Pierle, you were chosen for a great deed, 

to protect someone we thought was of great importance. Things have not been going 

particularly well for you and your group. Not only have you faced hardships, but you've 

lost the symbol I gave you and I saw into your heart. You're considering giving up the 

armor I granted you. Thus, wiping away all presence of me from you. You have been 

brought here to prove that you are still worthy. The Trials of the Divine begin, now. 

 

Rev: And this man suddenly shrinks and transforms into a somewhat shapeless ball of 

light. 

 

Rev: BALL OF LIGHT: Oh, sorry. That's, uh, that's a little much. I, uh. Oh, hi Jake. I'm 

gonna be your guide through this. I'm the Console. I'm the one who speaks for the gods. 

They speak through me when they want to speak, because if you actually saw them 

they'd probably kill you. But, every now and then they'll come through me and so. You 

can call me Saul. It's the easiest way to remember my name. You know, some people 

have a hard time connecting titles with names and we don't really have names, but yeah, 

how's it going? 

 

Rev: Tass, T.J., you guys are under water. You see Jake's hammer make the change. The 

phrase that used to be there, isn't there anymore and all it says on the hammer is 

"unworthy". 

 

Tass: I think I'm going to swim straight down and if I can, grab and--grab the hammer and 

try to swim up with it. 

 



Rev: You get about three inches from it and you hit a forcefield. 

 

Tass: Oh. I mean, ugugugug *because they're underwater* That was out loud. 

 

Teej: And then I'm gonna try--. 

 

Rev: He doesn't know how a re-breather works. 

 

Teej: I noticed that as well. And so I I try to go for a reach on it too. 

 

Rev: Yeah. Does the same thing. 

 

Teej: Oh no. Um, let's try. I like am motioning for him to like scoop it from underneath, like 

see if we can't pick it up. 

 

Tass: I'm gonna nod vigorously and then watch him try to do that. 

 

Rev: So, as you guys start to swim closer to the hammer, again, T.J. beginning to try to 

scoop it like it's cat litter. There is a cold sensation that passes through the water and 

then a figure appears beside you. It's Ori. And he looks really surprised and he takes in a 

big breath of water, panics and starts swimming up towards the surface. 

 

Tass: I'm gonna follow him. 

 

Teej: I will follow him as well. 

 

Rev: So, you guys get to the surface and Ori is above water like, 

 

Rev: ORI: Oh, god. That was--oh that was rough. I wasn't expecting that. 

 

Tass: Take the thing out of my mouth. What? What are you even doing here? 

 

Rev: ORI: Oh, man. I had to--I had to find you and I haven't ever tried to do that and I 

thought, you know, this might be a good time as any to try some of these powers and 

holy shit you guys were under water. That almost killed me. 

 

Tass: Yeah, we sure were. What--what's happening? 

 



Rev: ORI: There's a girl at, uh, at the resort. I think she's from the village. She wants 

to...She needed to talk to you guys. Okay...I'm just going to swim back. That's--I don't 

think I can risk that again. 

 

Tass: That's fine. You can ride with us in T.J.'s lap. 

 

Rev: ORI: Why can't he ride in my lap? 

 

Tass: You guys can work that out. OK. 

 

Teej: Ori, was it--was the girl's name Nia. 

 

Rev: ORI: Yeah. 

 

Teej: Oh okay. We better get going then. 

 

Rev: ORI: She's covered in blood too. 

 

Teej: *gasp* 

 

Teej: Wha? Uh-Oh. 

 

Rev: ORI: Yeah. 

 

Teej: We got to get outa here. 

 

Rev: ORI: I guess I'm not going to wait for you guys. I'll see you in a minute. 

 

Rev: And he kind of vanishes and you feel a cold gust again. 

 

Tass: I mean, I hate to go look into this without Jake, but, I mean, did you see that. What 

is--what does that even mean on the hammer? 

 

Teej: I don't even know. 

 

Tass: I mean you did kind of almost die. This might be some serious divine shit that he's 

dealing with. 

 

Teej: Oh, no! 

 



Tass: I don't know man, but we got to go. If--if somebody's in trouble, we gotta--we gotta 

address that first and hope--. 

 

Teej: Right. 

 

Tass: --that he gets back. I mean, in theory, if he's cool, he'll be able to get to us, or he's 

dead. *long pause*  Probably not. He's probably not dead. 

 

Teej: No, no, no. I'm hoping he's not dead. 

 

Tass: Oh, God. Now I feel ba--Oh, God, what if he's dead? 

 

Rev: What if you just killed him with that joke. 

 

Tass: Oh my God. Does the game work? 

 

Rev: Sometimes you put that nasty shit out in the world and it just comes true. 

 

Jake: It's a Secret. 

 

Tass: It is. 

 

Rev: So how do you guys want to get back? 

 

Teej: Well, we're going to just swim back to the jeep and then head on back. 

 

Rev: Yeah. You guys, no problem, can swim around from the water to the front side of 

the island and get back into the jeep and start heading back towards the resort. Jake, 

you're standing in this very open space. You feel that there's a floor. It's very bright here. 

And it's just you and this little figure, who, a moment ago, was a very large man covered 

in frost and scale mail and bearded. And now it's just this little kind of globulous light 

that's talking to you about you being on a trial. 

 

Jake: I think it takes me a second to gather words. Um, I'm probably slack jawed and 

confused and I blink a couple of times and I'm like, "Fine???" 

 

Rev: SAUL: Well, good. Well, we'll probably get moving pretty quick and get these 

underway. I know that you've got things to do. 

 

Jake: What's happening? Where am I? 



 

Rev: SAUL: Oh. You're just kind of in the ether, where the gods reside. 

 

Jake: Who was that? Who was--who did I just talk to? 

 

Rev: SAUL: That was the defender. 

 

Jake: Who's that? 

 

Rev: It's the defender. I mean it's--you mortals, you have all kinds of strange sensibilities 

about gods. They're not really names or personalities. They're more archetypes. And 

they change depending on people's beliefs. So, that was the defender. That's your God. 

The one who gave you that hammer. 

 

Jake: What am I doing here? Why why am I on trial? 

 

Rev: SAUL: Because, well honestly because you seem to have lost the faith or at least 

lost belief in your God. 

 

Jake: I did not. 

 

Rev: SAUL: You lost your hammer. You were thinking about giving up your armor. Those 

are all things that indicate who you are and what you do. 

 

Jake: Well, I mean giving up the armor was like, so that I could be more covert. Like I was 

trying to do my job better. You know, I was trying to not get shut down at every turn by 

people who think a guy in armor's weird. 

 

Rev: SAUL: Well, yeah, but symbols are important. 

 

Jake: Well, OK. I guess that's valid.  

 

Tass: Idiot. 

 

Jake: That's OK. Yeah you got-- 

 

Rev: Got me there, thats fair. 

 

Jake: You got a point. So. OK. So what's this? What is this? He called it the trials of the 

divine. What is that? What are the trials? 



 

Rev: SAUL: There are four trials that you'll go through and the Defender, the Anarchist, 

the Executioner, the Challenger and the Torturer, they'll all be watching. And based off 

your performance, they'll decide whether or not you get to, well, keep doing your 

assigned task or not. 

 

Jake: Ok. Well, um, let's get to it, I guess. Is--does time--is time passing normally here? 

Like, same here, as it is in my world? 

 

Rev: SAUL: Oh. I don't know. I've never been to your world. How does time work there? 

 

Jake: Well there's 24 hours in a day. 60 Minutes in an hour. 60 seconds in a minute. 

 

Rev: SAUL: Oh that's convenient. 

 

Jake: Yeah. Does--do--are there seconds and minutes and hours here? Days? 

 

Rev: SAUL: Oh, no. there's just eternity. 

 

Jake: Let's get this show on the road, just in case, huh? 

 

Rev: SAUL: All right. Is there anything that you want to know before we start? 

 

Jake: Got any game facts for me? Got any helpful tips and tricks? 

 

Rev: SAUL: Um, do what you do best. Uh, oh, ah. 

 

Rev: And he starts to fluctuate a little bit, and a crone appears out of him. 

 

Rev: CRONE: The beginning of this trial starts now. We will test your mettle in a number 

of different ways. Not every problem can be solved with strength, but some must. 

 

Rev: And you vanish along with this crone. You appear in a bog. There is a wooden table 

with a couple of weapons on it. 

 

Rev: CRONE: Choose your weapon. 

 

Jake: What are my options? What is there? 

 



Rev: On the table you see: a sniper rifle, a shotgun, a bow and arrow and an ax. The 

sniper rifle gives you one target for an attack and has 3 range. The bow is 2 range and 

also does one target. The shotgun is close range, 2 damage, 2 targets and the axe is 3 

damage, 1 target, close. 

 

Rev: CRONE: As you make your decision, know that you will be displaying the gifts within 

you, given to you by your God. Some things that you have picked from other places may 

not work. We want to see how you operate as you are, not how you have soiled yourself 

from other places. 

 

Rev: And she vanishes. What weapon do you choose? 

 

Jake: I think, I mean, the axe is the closest thing to like the hammer that I've been using, 

but I feel pretty comfortable behind a bow. So, I think I grab the bow and arrow. 

 

Rev: So, again the bow is medium range, 2 damage and 1 target. And you can feel as you 

stand prepping for this, that you are of course wearing your armor and you know that you 

have taken this other thing to make you tougher and it doesn't feel like it's working. But, 

you think if you ditch your armor, that whatever's going on with your skin would activate. 

Basically, the power that you took that gives you 2 armor. You either have 1 armor from 

your armor, or you can ditch your holy armor and have 2 armor from just your skin, but 

not wearing the armor. 

 

Jake: But, they just gave me a whole bunch of shit about... 

 

Rev: That's true. I'm just making you aware of what you know. 

 

Jake: I'll save that. 

 

Rev: As you pick up the bow, you hear rustling from behind you and the table dissipates 

with the other weapons. You hear footsteps and hissing. You turn around and you see a 

very large three-headed dragon and it hisses at you and starts to move forward. 

 

Jake: Ok, I want to try to plug it with an arrow. 

 

Rev: Roll 'Kick Some Ass'. 

 

Jake: 9. 

 



Rev: You let loose the arrow and it hits the center head of the Hydra and it explodes. 

When it does, you hear a ping sound and in the sky a slash mark appears and the 

creature roars and closes on you. 

 

Jake: Like a tally mark. 

 

Rev: Yeah. 

 

Rev: What would you like to do? It is advancing on you, getting ready to--it looks like it's 

breathing in and it's gonna breathe out something. 

 

Jake: I want to diving-roll out of the way of this breath weapon. 

 

Rev: All right. Roll 'Act Under Pressure'. 

 

Jake: 11. 

 

Rev: Yeah. No problem. Do you want to go away from it? You want to go towards it? Do 

you want to go...? 

 

Jake: I want to maintain my distance. I'm just trying to move laterally to get out of the way 

of the attack, but not like any farther away or closer to it. 

 

Rev: Okay. So you dive to the side, seeing it taken this deep breath. The left head spits 

out this green fog that travels about 10 feet in front of it. And you see the grass and the 

flowers inside of that area just shrivel and die. 

 

Jake: Can I come to a knee and take another shot at it? 

 

Rev: Yeah. Roll it. 

 

Jake: 8. 

 

Rev: You hit it and because you are so close to it, it lashes out at you with its right head 

for 2 points of damage. You come up to a knee, you fire the bow again. Hitting the left 

head, it explodes. You hear another ding sound and another tally mark appears in the 

sky. The right head, tasting your blood, roars and two new heads sprout from the middle 

neck. 

 

Jake: Alrighty. Well, should have seen that coming. 



 

Rev: So it is back to three heads, but it has four necks right now. What would you like to 

do? 

 

Jake: Did a tally mark show up when it hit me? 

 

Rev: No. 

 

Jake: For it or anything? 

 

Rev: No. 

 

Jake: Okay. I mean, I think that I interpret those tally marks as like, I'm racking up a high 

score. Shooting it in the head. And so I'm just going to keep--I'm going to try and pick off, 

probably, one of the fresh ones. One of the fresh two that just popped up. 

 

Rev: Alright. 

 

Jake: I don't know why, that just sounds good. 

 

Rev: That's fair, roll it. 

 

Jake: 8, again. 

 

Rev: So, you are. You're able to roll backwards. You nock another arrow, you fire it at one 

of the middle heads. It hits. Another tally mark appears in the sky along with a ding. But 

again, you're still real close to this thing. The other two heads bite at you each dealing 2 

points of damage, before armor. 

 

Jake: Alright. I need to get farther away from this thing. 

 

Rev: It, again, having tasted your blood, two new heads sprout out of the left neck. So, it's 

again at four heads, but now, five necks?? 

 

Jake: Okay. I want to book it. I need to get somewhere that it can't reach me, that I can 

keep taking shots at it. 

 

Rev: Roll 'Read a Bad Situation'. 

 

Jake: 7. 



 

Rev: You get a hold 1. 

 

Jake: I feel like it would be, what's my best way in or what's my best way out, sort of. Like 

either-- 

 

Tass: Keep, keep shooting it until there are so many necks that the body can't--. 

 

Jake: Can't function.  

 

Rev: Cant support 

 

Jake: Um, maybe, what's my best way out, in terms of like getting out of its reach, but 

maintaining mine. 

 

Rev: You can see that with a really good jump, there is a cliff, a little bit away, that you 

think it would take it a little bit to be able to climb up, or get around and make it to you. 

 

Jake: OK. I will try and make that jump. 

 

Rev: All right roll 'No Limits'. 

 

Jake: 8. I'll take -1 forward. 

 

Rev: You bend and squat and jump and you land. And it starts to move in that direction. 

 

Jake: OK I'm just taking shots. 

 

Rev: Alright roll 'Kick Some Ass'. 

 

Jake: Trying to pick off heads. 5 but with my -1 forward it's a 4. But, hey at least it didn't 

take me from like a step to a worse step. 

 

Tass: Yeah, yeah. 

 

Rev: That's true. That's true. So, things go to hell. You see it waddling towards you and 

the arrow flies by and it swats at it with its arm and as it swats it away with its arm it 

realizes it has a wing underneath its arm and it goes, "MMMMMMMM!" and starts to fly 

towards you. 

 



Jake: Well! 

 

Rev: You think you can get off another shot before it gets here, or you can try to escape, 

try to get someplace else. 

 

Jake: I mean, yeah. From what I can tell, every time it takes a bite out of me it 

regenerates and that's, priority one is not getting bites taken out of me. So, yeah, I'm 

going to get away. Try get somewhere else now. 

 

Rev: Okay. Where do you want to try to go? What do you want to try to do? 

 

Jake: What am I on? 

 

Rev: Just kind of a little plateau. 

 

Jake: If I go down the other side, will lose sight of me? 

 

Rev: Yeah for a second. 

 

Jake: OK. I want to try and get out of its line of sight and then, basically, hard cut around 

so that hopefully I can circle around it. 

 

Rev: All right. Roll 'Act Under Pressure'. 

 

Jake: I got a five! 

 

Rev: All right. 

 

Tass: Ughhhh! 

 

Rev: So, you run down and you go to cut and you cut too sharp and you just run straight 

back up to it. 

 

Jake: Hello! 

 

Rev: And it attacks you. 

 

Jake: I'm just--I'm just I'm just going to dive into its--I'm just gonna baste myself in 

barbecue sauce and dive into its mouth. 

 



Rev: The four heads of the Hydra lash out, each one of them sinking into your flesh. You 

take 8 points of damage, but that is 2 points four times, so subtract your armor, so it's 

actually 4 points of damage. 

 

Jake: Um, that is substantial. That kills me. I am dead. I am--I am past dying. I am dead. 

I'm at dead. 

 

Rev: All right. So, as these heads tear at you and you feel this immense pain ripped 

through your body, and then the Hydra starts to shift and fluctuate and turns into a ball of 

light. 

 

Rev: SAUL: Ugh, I gotta admit. You do not taste great. 

 

Rev: And all the sudden, all the pain is gone and you're floating and you see all of your 

wounds healing. 

 

Rev: SAUL:Alright, well, uh, I guess, let's go to the next trial. 

 

Jake: You you pie--you just bit me to death. 

 

Rev: SAUL: Well, like I said, I serve many functions. 

 

Jake: I don't like them. 

 

Rev: SAUL: I'm not crazy about all of them, either. 

 

Tass: I was fundamentally upset just now. 

 

Jake: At the thought that, just Jake died-- 

 

Tass: Yeah! 

 

Rev: --in another plane. And you guys will never know.  

 

Teej: Yep. 

 

Tass: Come here, we're gonna test ya. LOL! You're in pieces. 

 

Jake: Wow, you did really bad at this test. We've never seen anybody do that poorly. You 

just died here. 



 

Rev: Usually, like, they make it out and then they just go home and, you know, get a job 

as a temp in an office, but wooh, you sure died here. 

 

Jake: Usually, they just leave with PTSD, but you just--wow you died. You died died. 

 

Rev: Tass and T.J. 

 

Tass: Hi. 

 

Rev: You pull up in the Sea-Gobbler, at the Wait and Sea, and you can see that Ori is 

standing by where you have parked it the previous time, waiting with Nia. And she is kind 

of stunned just looking at the ground and you can see that he was right, she is covered 

in a little Gore. 

 

Tass: Oh, hell! What happened, what happened? 

 

Rev: NIA: These creatures, they started attacking, um, in the middle of the night. It kind of 

looks like the things that you were alluding to. Just some kind of a--I don't know, some 

kind of a creature with--with--with claws and hissing. 

 

Tass: Oh God. I'm so sorry. Did they--did they kill anyone? 

 

Rev: NIA: No. We were able to fend them off and hide inside, but I knew I should 

probably come tell you guys. 

 

Tass: I'm so sorry I--I thought we took out most of them. How many were there? 

 

Rev: NIA: About a dozen. 

 

Tass: Oh, no. 

 

Teej: Did any of them touch you, or any of the people in the village? 

 

Rev: NIA: Yes. I mean, we fought them off and then we were able to get inside. They 

came right as night fell and we were putting away the boats and the nets and all of the 

fishing gear. No one died, yet, but people were hurt seriously. 

 

Tass: Do you have any idea which direction they left. They left from the same direction 

they came I think from the graveyard. 



 

Tass: Oh God. All right. Um, if they're still there, we can take care of those right now. 

 

Rev: NIA: OK. 

 

Teej: We got this. 

 

Rev: NIA: I think we should do that. I--I didn't really care much for that old priest, but I 

hate to think of him being there alone not realizing those monsters are there. 

 

Tass: Oh yeah absolutely. We'll go now. Stay here clean up. Stay safe. We've got this. 

 

Rev: NIA: All right. Thank you. 

 

Tass: And we're gonna jump in the Gobbler and head that way. 

 

Rev: Jake, we come back to you and you are in this, again, neutral space with Saul 

floating next to you. A series of walls begin to materialize around you and a figure in a 

long hood, hunched over, appears where Saul was. 

 

Rev: CLOAKED FIGURE: *in a whispery, musty voice* You must face what we have put 

inside of here. You must protect the innocent and to help them escape. For if you do not 

save those who need saving, what good are you to anyone? 

 

Rev: And he vanishes and T.J. appears next to you. 

 

Jake: Oh my God. T.J. are you okay? 

 

Rev: He doesn't say anything. 

 

Jake: Is he, like responsive? 

 

Rev: He waves and smiles. 

 

Jake: Saul. Saul, what is this? 

 

Rev: And T.J. today's mouth moves. 

 

Rev: SAUL: Sorry I serve many functions here. 

 



Jake: So, this isn't really T.J.. 

 

Rev: SAUL: Well my voice is coming out of him, so. 

 

Jake: Alright, Saul, no need to be a dick about it. 

 

Rev: SAUL: Well, I was just saying. 

 

Jake: OK. What's, uh, what's this one? Protect T.J.? You? Protect you? 

 

Rev: He just smiles and nods and you hear in the distance. Thum, thum, thum. Very 

heavy footsteps. 

 

Jake: OK. Well, not-T.J., let's go. 

 

Rev: SAUL: Alright. 

 

Rev: Roll 'Read a Bad Situation'. 

 

Jake: 9. 

 

Rev: You get a hold 1. 

 

Jake: Since there is not actually, like a threat in front of me, right now, to protect the 

victim from I think I'm going to go with, what's my best way out? just trying to get out of 

this maze. 

 

Rev: Alright. So, you start to move around corners and you see what you think is the 

clear path out of this maze. You take a couple of wrong turns, you see some different 

areas where there are walls and shrubs and you don't--doesn't seem quite right, but you 

are feeling like you're on the right path, as you lead T.J. out. The thump sounds like it's 

getting closer. And after a bit, you hear like, *snarling* And from around the corner that 

you've just turned, is a Minotaur and you can see that it locks eyes on T.J. and starts to 

charge at him. 

 

Jake: Am I between it and T.J.? 

 

Rev: You are. 

 

Jake: I don't have a weapon anymore, right? 



 

Rev: Correct. 

 

Jake: OK, I want to try and shove T.J. out of the way and get ready to hurt this thing. 

 

Rev: Like around the corner? 

 

Jake: If there is a corner then yes. Yeah. 

 

Rev: So, you see this Minotaur starting to run and you push T.J. around a corner. And as 

soon as it breaks eye contact with T.J., it stops running and starts sniffing again and 

walking slowly down the hallway towards you. 

 

Jake: Oh OK. 

 

Rev: And it's just advancing, getting closer. 

 

Jake: Yeah. I'm going to go around the corner to where T.J. is and see if I can see 

anywhere that we can kind of duck out of sight so that when it passes... 

 

Rev: So, when you come around the corner, that you push T.J. around, you see that there 

is a very large pit. 

 

Jake: Is that the direction I think I need to be going? 

 

Rev: It is. 

 

Jake: How large of a pit? Can I jump it? 

 

Rev: With 'No Limits' you could, but by yourself. 

 

Jake: Could I hurl T.J. across it? 

 

Rev: You think you could. 

 

Jake: Again with No Limits? 

 

Jake: I want to step to fake T.J.'s left side and then 'Angel Wings' to T.J. and see if I--if it 

works on this not-actual-T.J. 

 



Rev: 'Angel Wings' doesn't work. 

 

Jake: Damn. Ok. 

 

Rev: But, as you try 'Angel Wings' you get this weird sensation that if you focused you 

could call your hammer to you and use it to just break through the walls of this place. 

That you could just skip through the maze and knock the walls down with the hammer. 

 

Jake: That's a weird sensation to get. 

 

Rev: It is. It's just like the sensation you got with the armor earlier. 

 

Jake: And so, when I was put in here, I was told that I need to face what's inside and 

protect the innocent. Right? 

 

Rev: Mmhmm. 

 

Jake: Hmmm. I mean, I feel like if I break down the walls and get out, I didn't exactly face 

what was in here, but I probably protected T.J.. I guess I'm going to try that. I'm going to 

try and summon my hammer then. 

 

Rev: It appears. As it appears in your hand, you can hear that the Minotaur is getting 

closer to the corner. So, you going to try to smash through the wall? 

 

Jake: Yeah, I think I'm going to try and smash through a wall. If I try and throw T.J. and I 

mess it up, I hurl him into a bottomless pit. I don't know a more reliable option. 

 

Rev: Do you want to get through a wall, or all the walls between you and where you think 

the exit is? 

 

Jake: I think I will start with one. 

 

Rev: Okay, roll 'Kick Some Ass'.  

 

Jake: 8. 

 

Rev: All right. You break down that wall. You hear the Minotaur getting closer to the 

corner. 

 



Jake: I mean, I want to get us through that hole in the wall and start--start moving again. I 

want to get distance between me and that Minotaur. 

 

Rev: So, roll 'Read a Bad Situation'. 

 

Jake: 6. God. 

 

Rev: You're not quite sure which direction to go. So, you can either go through the wall 

that's in front of you. You can go one of the two directions that you have, left or right. Or 

you can try a different tactic and go through multiple walls. 

 

Jake: By go through multiple walls, you just mean like basically the Rhino? Like 

Juggernaut? Like, just--. 

 

Rev: Yeah kind of. 

 

Jake: --just get a running start and try and crash through a bunch of them, as opposed to 

breaking down one after another, after another? 

 

Rev: In your way it's gonna be more like throwing the hammer instead of hitting it with 

the hammer. 

 

Jake: Alright. I'm going to try and break a bunch of walls in the direction that I think is out. 

 

Rev: OK. Roll 'No Limits'. 

 

Jake: 5. God! 

 

Tass: Woof. 

 

Rev: So, you rear back to throw the hammer, T.J. steps back to not be in the way and the 

Minotaur just sideswipes him and they both fall into the pit. There's a flash of white light 

and you're back in the center. And T.J. is standing there and in the distance you hear, 

Thum, Thume, Thume. It sounds like a large creature getting closer. 

 

Jake: Saul, have you ever seen Groundhog's Day. 

 

Rev: SAUL: No. 

 



Jake: I think you'd really like it. I'm going to go back the same direction. Do I still have my 

hammer? 

 

Rev: You do. 

 

Jake: Ah, hell then, no I'm not. I'm not going to bother. I'm just going to start smashing 

walls again. 

 

Rev: Alright. Roll 'No Limits'. 

 

Jake: 5, again. 

 

Rev: So, you pull back again. You go to throw the hammer and you hear almost like the 

sound of a bomb falling and the Minotaur lands in the room on T.J., crushing him and 

there is a flash of white light and you're back. 

 

Jake: This sucks because, like I know that I'm just rolling very poorly and that's probably 

what's causing bad things to happen, but in game I feel like, I would assume that, I'm 

making the wrong decisions and being punished for it or something. And so I don't think I 

would try and just smash my way out again because that just got me super screwed. So I 

guess I'm going to try and actually navigate the maze again. 

 

Rev: Alright. So, you are able to get back to the spot where the giant pit is with no 

problem. 

 

Jake: Is the Minotaur in the same relative position? 

 

Rev: He's not there yet, because you're moving so much faster this time. You know 

you've got a little bit of time before he might show up here. 

 

Jake: OK. I am going to try and huck T.J. across. 

 

Rev: All right roll 'No Limits'. 

 

Jake: 6. 

 

Rev: So, you grab T.J. by the scruff and by his coattails and you give him the old heave-

ho and he kind of Looney Tunes hits against the far edge and just slides down into the 

pit and there is a flash of light and you are back in the center of the maze. Thume, thume, 

thume. 



 

Jake: I think this is really bad for me like I know that it's not really T.J.. 

 

Rev: Mm hmm. 

 

Jake: But I'm still watching T.J. die. 

 

Rev: Yeah. 

 

Jake: And it's my fault. 

 

Rev: Mm hmm. 

 

Jake: And I don't know what to do, like... 

 

Rev: As you have this realization, the importance of protecting him and the connection to 

the hubris of cheating the maze, take +1 ongoing. 

 

Jake: I want to ask T.J. if he has--if he's got a better idea, what he thinks we should do. 

 

Rev: SAUL: I was really close to that pit. I almost made it. 

 

Jake: Just want me to throw you again? 

 

Rev: SAUL: Sure. I've had just every painful unimaginable death that you can imagine. 

There's been many people who have gone through this trial. It makes you feel better. I 

don't feel it. 

 

Jake: I mean, that's a little better, I guess. OK. I guess I'll go back there and try and huck 

him across again. 

 

Rev: Roll 'No Limits'. And don't forget your +1 ongoing. 

 

Jake: 9. 

 

Rev: So, you throw him across. You get one consequence. 

 

Jake: I guess I'll take 1 harm. 

 



Rev: All right. Now what you wanna do? T.J.'s on the other side of the pit. Here you are. 

You hear thum, thum, thum, behind you. *more snarling sounds* 

 

Jake: T.J., go farther down this hallway. Get farther away from here. 

 

Rev: SAUL: Uh, How far? 

 

Jake: I don't know, like 40 feet. 

 

Rev: SAUL: All right. And then I'm going to wait for the Minotaur to come around the 

corner. 

 

Rev: It comes round the corner and sees you there. It sniffs at you and continues to walk 

*snarling, sniffing sounds*  

 

Jake: Like, away, or like toward the pit. 

 

Rev: Towards the pit. 

 

Jake: I am waiting to see if it's going to like try and make its way across the pit. 

 

Rev: It continues to walk towards the edge of the pit. Where are you? 

 

Jake: I imagine, I'm just kind of against a wall, away from the edge of the pit. 

 

Rev: All right. 

 

Jake: Sort of, letting him--. 

 

Rev: Yeah 

 

Jake: --letting him walk passed me. 

 

Rev: Letting him patrol by? 

 

Jake: Yeah. 

 

Rev: That's exactly what he does, he gets to the end the pit, sniffs, turns and starts 

walking the other direction, almost like he's patrolling. 

 



Jake: All right. Now I need to get across. So, I'm going to try and jump it. 

 

Rev: All right. Rule 'No Limits'. 

 

Jake: Uh, 7. 

 

Rev: All right. You make it. What is your consequence? 

 

Jake: Probably another harm. 

 

Rev: All right. So you have 2 harm. 

 

Tass: You are just pulling all sorts of muscles doing this. 

 

Jake: I am. 

 

Rev: So, you get to the corner. T.J. is there, about 30 feet down. And you hear from 

around the corner that he's standing next to--*hissing sounds*. 

 

Jake: I want to peek that corner. 

 

Rev: Roll 'Act Under Pressure'. 

 

Jake: 10. 

 

Rev: You peek around the corner and as you do, you see a Gorgon, but she's facing 

away from you. And she starts to turn and you duck back around the corner. 

 

Jake: OK, I'm going to like, I don't know, I don't know enough mythology for these. Um, 

she'll still hurt me in other ways than just looking her in the eye, right? 

 

Rev: Yeah. That's primarily what she'll try to do, you think, is to try to turn you to stone, 

but... 

 

Jake: But, if she can't, she'll just hit me real hard. I want to fashion something into a 

blindfold, so that I can blindfold T.J.. At the very least, whatever happens to me, hopefully 

he doesn't get turned into stone. So, I don't know if I need to like rip off part of my shirt, 

or... 

 

Rev: Yes. 



 

Jake: I will do that. I will tear myself down to a sweet midriff shirt and I will hand that 

scrap of cloth to T.J. and be like, "Here, tie this around your eyes. Don't make eye 

contact.". 

 

Rev: SAUL: What's--what's happening. I'm just gonna blindfold myself? 

 

Jake: I'm going to try and guide you through this. Just stay with me and don't look that 

Medusa in the eyes. 

 

Rev: SAUL: Oh, all right. And he does. He ties the blindfold on and takes your hand. 

 

Jake: OK. I think I basically want to just keep myself between T.J. And the Medusa and 

just try and plough down this hallway. When she turns around and gets a swing at 

somebody, that it's at me, but that I can get T.J. clear and at least out of the way. 

 

Rev: Ok, so you're going to basically try to sprint down this corridor and usher him past. 

 

Jake: Human shielding him. 

 

Rev: Ok. Roll 'Protect Someone'. 

 

Jake: Snake eyes. 

 

Rev: Oh, that's very fitting because Gorgons have snakes for hair. You start to run down 

the hallway and you grab T.J. trying to usher him by and you hear the Gorgon start to 

move. You hear the snakes hissing. And as you go to block T.J. from the view, you cut a 

little too close to the corner you were getting ready to run around and he knocks into the 

back of you and stumbles backwards into the creature's arms. The snakes bite at the 

piece of cloth and pull it off and you see T.J. turned to stone and then crumble. There is 

flash of white. And you're standing with T.J. at the far side of the pit. 

 

Jake: The far side, like we've gotten across? 

 

Rev: Yes. 

 

Jake: OK. I want to get T.J. set to run, not blindfolded. And I want to throw my hammer 

and basically just hit her square in the face, in the hopes that she can't gaze attack him 

as he makes his way through. 

 



Rev: All right. And what are you telling T.J. to do, while you do that? 

 

Jake: Wait until the hammer hits her in the face and then we are going to run for it again. 

 

Rev: All right. Roll 'Kick Some Ass'. 

 

Jake: 12. 

 

Rev: You throw the hammer, as she turns, and it clocks her directly in the face and she 

falls backwards to the ground, writhing. You both sprint through this room and around 

the corner and a giant gate slams down behind you. 

 

Jake: Did I collect my hammer on the way, hopefully? 

 

Rev: You did not.  

 

Jake: Ohh. 

 

Rev: As you step into this room, the gate turns into a solid wall and three statues appear 

on the walls. Faces that you've seen, the Defender, the Anarchist and the Torturer. The 

bearded man, the crone and the hooded figure. And water starts to pour out of their 

mouths and fill the room. 

 

Jake: What are the dimensions of this room? How much space? 

 

Rev: Why? Like, what do you want to know? 

 

Jake: How quickly it's filling. 

 

Pretty quick. 

 

Jake: How many seconds I have before I drown. 

 

Rev: You've got maybe 10, 15 seconds before the room will fill up. 

 

Jake: And I'm hammerless right? 

 

Rev: Correct. 

 

Jake: I want to start trying to just smash one of the walls bare handed I guess. 



 

Rev: Ok. And you can see, as you start to do, that T.J. is already struggling to stay above 

the water. 

 

Jake: Am I making any headway-- 

 

Rev: No. 

 

Jake: Busting on the wall?  

 

Rev: You don't see that there's any damage being caused. I's about up to your chest, it's 

up to T.J.'s neck. 

 

Jake: I want to try and stop the water from pouring out of the statue, see if I can plug the 

fountains or anything. 

 

Rev: They're about 20 feet above your head. 

 

Jake: So can I ride the water up to them? 

 

Rev: You can. But, as you can see that, T.J. is not... 

 

Jake: He's not swimming. 

 

Rev: Correct. 

 

Jake: T.J. can't swim. 

 

Rev: Correct. 

 

Jake: Umm. 

 

Rev: So, if you're going to wait long enough to swim up... 

 

Jake: He's gonna drown. 

 

Rev: Yes. 

 

Jake: OK. Well then, I need to keep him above water, like a lifeguard. Grab--grab him and 

get him over a shoulder and just try and tread water for the both of us. 



 

Rev: As you touch him, you feel very heavy like you suddenly can't swim. But you can 

move him. 

 

Jake: Water's up to my chest? 

 

Rev: It's now about up to your mouth. He is kind of clinging to you. 

 

Jake: So, I feel heavy in this--like I can't swim. 

 

Rev: You feel like while you're holding him, you can't seem to get both of you to move in 

the water. 

 

Jake: If I like support him can I--could he reach one of the statues. 

 

Rev: Yeah. If you support him, you could lift him above you. 

 

Jake: As high as one of the--. 

 

Rev: mm hmm. 

 

Jake: --statues? 

 

Rev: Yep. 

 

Jake: All right I'm going to tell him, see if he sees a way to disable that thing. I'm going to 

get a real big breath and just try and lift him up and stay as long as I can, supporting him 

so that he can check out the statues. 

 

Jake: So, you lift him up, and as you do, the water passes your nose, your eyes, you're 

fully engulfed in it and you feel your breath starting to leave you. But, as you look up, you 

can see that T.J. is still above the water. You take in one final breath, as you feel the 

water fill your lungs and then the water starts to lower down from the room and T.J. hops 

out of your hands. 

 

Rev: SAUL: Most people don't figure out that as long as they sacrifice themselves for me, 

that they'll win. 

 

Jake: *coughs violently* 

 



Rev: He pats you on the back, a fish flops out. 

 

Jake: *strained* All right. Well, glad I could be above average on one. 

 

Rev: And the room fades away. T.J. and Tass, you arrive at the church. 

 

Tass: I'm gonna get the light rifle out and just sprint for the door, knocking. 

 

Teej: And I'm going to get my handy-dandy nunchukus out. 

 

Rev: All right. You sprint towards the door and it is open. 

 

Tass: Okay. Sprinting in. 

 

Teej: Followin him. 

 

Rev: Ok, roll 'Read a Bad Situation'. 

 

Tass: 5. 

 

Teej: 10. 

 

Rev: T.J. you get a hold 3. 

 

Teej: Jeez... 

 

Tass: Point of interest. Pretty sure I just leveled up. 

 

Rev: Good. We'll let you level up in just a second. 

 

Tass: K. 

 

Rev: As soon as you misread the situation or give away tactical info. 

 

Tass: Yep. 

 

Teej: So, I'm going to spend one of my holds. Are there any dangers that we haven't 

noticed? 

 



Rev: As you come into the room, you hear creatures scratching on wood and you also 

hear the old man whimpering. You see that he is up on top of the confession box and 

there are a couple of ghouls roaming around below him trying to figure out how to get up 

there. But, they're not moving like the ghouls you're used to. They're not sniffing and they 

look like normal ghouls. 

 

Teej: I'll spend my second one on, what's the best way to protect the victim? 

 

Rev: Kill the ghouls. 

 

Teej: I should've... 

 

Rev: That sounds like such a simple explanation, but sometimes the simple answers are 

the correct ones. 

 

Teej: Very good. *whispering* We got to get him. 

 

Rev: Tass is facing the wrong direction and he spins around pulling out the adjustment 

for his light rifle and clocks you in the jaw and you let out a scream and the ghouls all 

turn and face the two of you. 

 

Tass: Oh hi boys. 

 

Rev: Tass, now you can take your point of experience. 

 

Tass: Okay. So, um, since I've leveled, I think what I'm going to actually do for that is pick 

a move from another playbook. 

 

Rev: Okay. 

 

Tass: The one that I think we desperately need is from the playbook of 'The flake' and it 

is called 'Connect the Dots'. 

 

Rev: All right. 

 

Tass: So, essentially what that is is at the beginning of each mystery, if I look for wider 

patterns that current events might be a part of, I roll 'sharp'. On a 10+ I hold three, 7-9 I 

hold one. And I can spend those hold during the mystery to ask you any of these 

following questions and they are like stuff specific to trying to find out the events of 

what's going on. 



 

Rev: Actually, that power sounds familiar to me. I think that Philomena has that. We 

haven't really talked about that, but, Eventually, the listeners may get to meet Philomena 

and Deece and Mitch, but we'll save that for another time. All right, so you level up and 

these ghouls turn to face you and they start to run at both of you like the hive. 

 

Tass: Oh shoot, so I'm going to lower that shotgun setting on my light rifle and open fire. 

 

Teej: *with much bravado* And I'm going to use the Power of Heart' to point out that that 

one is the one you should kill first. 

 

Tass: Does that--does that track? 

 

Rev: No. How are you helping him? You can't tell the technician which one to kill first. 

That's not helpful. 

 

Teej: I'll use my dive late to 'help out' and-- 

 

Rev: How so? 

 

Teej: --I will sweep it across their eyes and it'll hopefully disorient them??? 

 

Rev: All right. Role 'Help Out'. 

 

Teej: Oh, I don't have to. I have--. 

 

Rev: Oh, you do. 

 

Teej: --the power of heart which I can use during combat. 

 

Rev: You do, all right. 

 

Tass: Can I go ahead and just tell you that none of this matters, because with my sweet 

+2 that brings me up to a 6. 

 

Teej: Yes, but I also have a +2 that I'm giving to you, right? 

 

Tass: That's what I just said that--with your +2-- 

 

Teej: Oh, OK, 



 

Tass: --that brings--me to a 6 

 

Teej: I thought you were say your +2, like that's 8. 

 

Tass: Nope, that's not what I'm saying. 

 

Teej: 2 and 2 and 2 and 2... 

 

Rev: Have you ever considered taking something that makes your shotgun hit. 

 

Tass: I have actually, I have--I have bumped my 'tough' up to 0. 

 

Rev: Oh well, good lord. It's almost like we built these characters off of our real life 

statistics, instead of what would be best for the character. 

 

Tass: Yep. So I'm one closer to my next level up already. 

 

Rev: T.J. sweeps this light across their eyes. You hunker down to fire the shotgun and he 

takes it just one step too far and it gets in your eyes and you also get disoriented and 

you flash the light at the ceiling it doesn't do anything. 

 

Jake: Tass shooting the ceiling is my favorite--my favorite meme of this show. 

 

Tass: This time it's just with light, though, so it's not like it's hurting the ceiling. 

 

Rev: And you realize that the creatures are very close and so you bring it down again to 

try to fire at them, even though you're a little blinded, and you shoot this very high caliber 

light rifle into T.J's eyes and he takes -1 ongoing. 

 

Tass: What would you guys like to do? 

 

Rev: How come I got punished. I rolled real good. 

 

Rev: You actually didn't roll at all. 

 

Teej: I know.  

 

Tass: You didn't roll anything. 

 



Teej: I know!. 

 

Rev: It just says things go to hell. It doesn't say things go to hell for him. 

 

Tass: I'm going to try to scramble backwards, back out the door, into the sunlight. 

 

Teej: And just leaving T.J. staggering blind. Never mind. Forget I asked that. Roll 'Act 

Under Pressure'. 

 

Tass: That's a 10. 

 

Rev: Yes, you are able to backwards roll out into the sunlight, alone. And you hear 

screams from inside. T.J., take 2 harm. You realize that T.J. is blinded and standing 

amongst four ghouls. 

 

Tass: Oh! Oh, hell! T.J.! Oh! 

 

Rev: You're so used to Jake being here, to just teleport him away. Now, it seems like he's 

your ward. 

 

Tass: Oh no! And, ugh, I'm going to barrel back in. 

 

Rev: T.J., what are you trying to do? 

 

Teej: I'm trying to keep from dying because I am unstable. *Like the word constable* 

Unstable I'm unstable. 

 

Rev: Mmm, Unstable the Constable. 

 

Teej: So, I'm probably gonna go ahead and use my 'Panic Button' to get out of here. 

 

Rev: All right roll it. 

 

Teej: 9. On a 7-9 you can go or stay, but if you go it's going to cost you. You leave 

something behind or something comes with you. 

 

Rev: You can see that one of the windows to the church is slightly open like he was 

airing out the room, so you can dive out that window and get away from these ghouls. 

But, you think you're nunchukus are gonna fall out of your hand when you put both 

hands to leap. 



 

Teej: It's what I'm gonna have to do if I'm going to survive this. So yeah. 

 

Rev: You leap out of the window. Nunchukus fall to the ground with a clatter and you 

land on the ground, not feeling so hot. Tass you burst back into the room and there's no 

T.J., but there are ghouls, chewing on a pair of nunchukus. 

 

Tass: Oh, shit. They ate him all ready For T.J.!! And I start shooting. 

 

Rev: You didn't realize how difficult Jake's job was. Five minutes on the job you got T.J. 

eaten. Roll to 'Kick Some Ass'. 

 

Tass: I kid you not, a 3. A 3. I rolled a 3, Rev, is the number. A 1 and a 2 added together 

with my sweet nothing to add to it. 

 

Rev: You see these ghouls chewing on the nunchukus and it just shakes you. You drop 

the rifle to try to fire and one of the ghouls catches the barrel of it, in its teeth and 

wrenches it away from you. T.J., what would you like to do. You're outside laying on the 

ground under the windowsill. You hear some kerfuffle inside. 

 

Teej: I look back into the window. 

 

Rev: And you see Tass, weaponless, a ghoul chewing on his light rifle another ghoul 

chewing on your nunchukus. 

 

Teej: Get out of there! I scream in a very pained manner. *"in a very pained manner"* Get 

out of there, ow! That's it. 

 

Rev: All right. And you're gonna stand in the window? 

 

Teej: I'm gonna go back around to the front door, as well. 

 

Rev: Tass, what would you like to do? You see T.J. pop up through the door. He's like 

"Get out of there!" and then you see him vanish again. It's almost like whack-a-mole. 

 

Tass: Okay. If it has just ripped my light rifle away, I want to try to backpedal a little and 

get my shotgun out. 

 

Rev: Okay, no problem. It's kind of distracted by chewing on this gun, so you can pull out 

your shotgun, no problem. 



 

Tass: Okay. I'm going to try to take a shot. 

 

Rev: All right. Roll 'Kick Some Ass'. 

 

Tass: And it's a 6. So, I failed again. Third time in a row trying to do anything to one shot 

kill chumps, I roll a 6. 

 

Teej: They were so much easier when they were lying prone on the ground asleep. 

 

Rev: Asleep, right. 

 

Tass: My god, ugh. 

 

Rev: So much easier when I could cherry pick them. 

 

Rev: Yeah, you pull out the shotgun and you shoot at this and you shoot the light rifle. 

Then it breaks in half. 

 

Teej: Aw shit. 

 

Rev: T.J., you are at the front of the building. You hear a shotgun blast and a crackling 

sound and some energy. What would you like to do? 

 

Teej: Are there any kind of reflective surfaces around? There's two collection plates and 

two communion plates. 

 

Teej: Oh, then I just need three of those items. I'm gonna take two of the collection plates 

and one of the communion plates and I'm going to create an Archimede's claw. 

 

Rev: Aghh! Like on Myth Busters, like reflective surfaces to harness the power of the sun. 

 

Teej: Right. Yeah. And it's basically gonna turn it into a laser except like a sun laser, i 

guess, yeah. 

 

Rev: All right. So, you can set this up outside, but all it's gonna do is blast into the door. 

You won't be able to aim it unless you adjust all three mirrors, but you can set them up so 

that there is essentially a laser firing into the door, of the sun. 

 

Teej: Okay. 



 

Rev: Because you know these are very weak to the sun. 

 

Teej: Gotcha. 

 

Rev: All right, roll 'Weird Science'. 

 

Teej: Oh come on, baby. I got a 6. 

 

Rev: You pick up the reflective surfaces and you turn to go outside and you trip and they 

clatter to the ground, as you spill them out the door. And you hear, *snarling* you hear 

one of the ghouls over you. You turn, it is getting ready to bite you. Jake, you are back in 

the white space and Saul starts to shift again and a large Viking woman appears. She's 

holding a drinking horn that's about the size of your body. And she sets it down on the 

ground and as she does the ground underneath it turns to grass and flowers and trees 

and there's a little bit of snow. And she looks at you and pats you on the back. 

 

Rev: VIKING WOMAN: It is held that this horn is well drained if it is drunk off in one drink, 

but some drink it off in two. But, no one is so poor a man at drinking it, that he does it in 

three. Enjoy. 

 

Rev: And she vanishes. 

 

Jake: So, I need to drink everything out of a very large drinking horn. 

 

Rev: Yep. This is gonna be roll straight 'tough'. 

 

Jake: 8. 

 

Rev: All right. It takes you two drinks, but you drink it all. 

 

Jake: Wooooo! 

 

Tass: Yeah! 

 

Rev: You feel a little tipsy. 

 

Jake: Spring break, woo! 

 



Rev: So, you have finished off this drink in two goes. You're feeling pretty good. Feeling 

pretty happy and loose. The scene shifts and a table appears again and Saul changes. 

 

Rev: THE DEFENDER: You have been judged. I've lost for a second time. We as a 

committee pick a Divine. And then we vie for who will empower him. The last two Divines 

were mine and they have both failed. But, we do not believe it is you who have failed. We 

believe it is us. My hand was not the one set to guide you. Pick your weapon. 

 

Rev: And he holds his hands out and upon the table appear a flaming sword, a very 

strange looking bag and a silver Trident. 

 

Jake: I want my hammer. I want it so bad. I--I think that--that's--I think that's just what I 

say. I think I just go, I want my hammer. 

 

Rev: THE DEFENDER: It is not yours to wield anymore. It was a mistake for me to give it 

to you. 

 

Jake: What belongs to who? Which weapon is whose? 

 

Rev: THE DEFENDER: The sword belongs to the Executioner. 

 

Jake: And who is offering up the trident? 

 

Rev: THE DEFENDER: That is the Challenger and the bag belongs to the Anarchist. 

 

Jake: I don't want to be any of them. I don't want to--I don't want to fight for them. I fight 

for you. I know I didn't do a great job. I'm trying, but I'm not an agent of anarchy. I'm not 

an executioner. I'm a protector. That's what I want to do. That's what I'm meant to do. I 

can do it better, but I need the opportunity. 

 

Jake: THE DEFENDER: That's exactly what I wanted to hear. 

 

Rev: And he reaches out and he touches your forehead. The Defender has changed you 

in a way that he believes will be helpful. So here is your new sheet. It resets your level 

you are still the Divine. We'll talk about in the story recap, the mechanics of all this. There 

were three different outcomes and what you would become. So tell us what changed 

about you. 

 

Jake: My 'weird' changed. So my 'weird' is the +1 now, instead of the -1. So I'm less 

charming and more weird. 



 

Rev: Right. Which puts you in line with all of the powers that you have now that require 

weird. 

 

Jake: Yep. 

 

Rev: You still wield the hammer and he picked, when you reset, two powers for you, from 

your Divine playbook. You get to pick one. So what are the two powers that the protector 

assigned you? 

 

Jake: He left me with 'Lay On Hands'. 

 

Rev: Mm hmm. 

 

Jake: So, I've still got that. He gave me 'Boss From Beyond'. At the beginning of each 

mystery roll +weird. On a 10+ your superiors ask you to do something simple. On a 7-9 

they ask you to do something complicated or difficult. In either case, you get to ask them 

one of the questions from the 'Investigate a Mystery' move right now. On a miss you're 

required to do something terrible. If you do not accomplish what they've ordered, you 

can't use it again until you've made up for your failure. 

 

Rev: So, what are you going to pick for your third power? 

 

Jake: I think I'm going to do 'Angel Wings', still. Like, when I think about it, the most 

important saves I've had, were getting there in the nick-of-time, or getting out in the nick-

of-time. So, I'm going to stick with 'Angel Wings'. 

 

Rev: .All right And you appear inside of the church, next to T.J., as a ghoul reaches down 

to claw at his throat. The hammer in your hand. Roll 'Kick Some Ass'. 

 

Jake: 8. 

 

Rev: You appear as this ghoul starts to rake at T.J.'s his neck. The hammer hits it and 

knocks it out the door, into the sunlight and it burst into ash. You both see Jake appear. 

Something seems slightly different about him, but he's here and he's fighting beside you. 

 

Tass: Oh, fuck yeah! And I'm going to roll back to my feet and take a shot at the closest 

one. 

 



Teej: All right, I'm going to distract one of the creatures, or whatever creature that he's 

aiming at by throwing one of those church plates in their direction. 

 

Rev: All right. And you don't have to roll because of 'The Power of Heart'. 

 

Tass: That is a 9. 

 

Rev: You realize as you guys hit the first two of them that they're not these advanced 

ghouls. They are just normal ghouls. They seem to be newly created. Inflict 3 points of 

damage on this ghoul and it just--it turns into goo. 

 

Jake: How many of them are left? 

 

Rev: Two. 

 

Jake: Where are they? 

 

Rev: They are around the preacher, who is up on his confessional box. 

 

Jake: Ok. I'm going to go get them away from the preacher's confessional box. I'm gonna 

go try and execute those things. 

 

Rev: All right, roll 'Kick Some Ass'. 

 

Jake: 7.  

 

Tass: If I'm watching him go towards one, I want to roll over to get a good vantage on the 

other-- 

 

Rev: All right. 

 

Tass: --and take a shot. 

 

Rev: Roll it. 

 

Tass: 11. 

 

Rev: So, you guys roll up on these two ghouls, Boondock Saints style, shotgun, hammer. 

And they are both down. 

 



Rev: FATHER: Oh, that was so terrifying. Thank you boys. I don't know where they came 

from, but they were just suddenly here. 

 

Tass: Sorry we came in without knocking this time. 

 

Rev: FATHER: Oh, the door was open. 

 

Jake: I'll him down off his... 

 

Tass: The same, I put my hand out and... 

 

Rev: He gets down, he gets down with you both. 

 

Tass: We just dance in the goo. 

 

Rev: You help the priest down and he's very thankful. 

 

Rev: FATHER: Oh, is your friend all right? 

 

Rev: And you can see that T.J. is on the ground still. He's very bloody. 

 

Teej: I've got this one last werewolf serum and I pull the head off with my my teeth and I 

just jam it into my chest and inject it. 

 

Rev: All right. So you guys get T.J. healed up. You take a moment to comfort the priest 

and you go out to scour the ground. You find three or four more, but they're very easy 

pickings in the daylight. You look inside the graveyard and you see that there must have 

been a couple ghouls left that hadn't been essentially upgraded yet, that hadn't been 

transformed. And this was the remnant of them. You have a feeling from what you've 

seen on "the shrieks" and hear that this infestation is now totally gone from the island. 

You guys arrive back at the resort and Ori and Nia are waiting there. 

 

Rev: NIA: Did you--did you solve the problem? 

 

Rev: Nia asks. 

 

Tass: We definitely got rid of the rest of the ghouls. 

 

Rev: NIA: Thank God. Jake, did you find my father? 

 



Jake: I'm afraid he's gone, Nia. 

 

Rev: NIA: I had a feeling that he was, but I thought--I thought maybe there might be some 

small chance. 

 

Jake: I'm sorry. 

 

Rev: NIA: I guess I need to pack up his things and just let him go. 

 

Rev: You're having a conversation with Nia. Jake's trying to comfort her a little bit and Ori 

is is thanking you guys and apologizing for not being upfront right away. 

 

Rev: ORI: I hope that, um--man, I hope this lie works. If not, uh, it could be bad for all of 

us. I'm gonna try to take some time to study, I guess, what I can do, just in case I need to 

do it to defend myself or something. Maybe, it was irresponsible not to to learn about 

myself, but I thought if I didn't acknowledge that part of me that maybe it wouldn't want 

to be let out. 

 

Tass: I mean you have our contact. Just make sure you keep us updated. 

 

Rev: ORI: Oh yeah. If he comes back and is mad, you'll be the first to know. Well, maybe 

the second. I'm sure I'll probably know first. 

 

Tass: Yeah. I mean, for all intents and purposes, we are monster hunters, but, you know, 

we're on your side with this, man. We know that you're not like that. So, know that you 

have people that are here for you. Okay? 

 

Rev: ORI: Yeah, thanks. Well, I guess this is, uh, goodbye for now. 

 

Rev: And he, Ori, hugs you. 

 

Tass: Oh, buddy. 

 

Rev: And Nia sees that happening and kind of takes the cue and she hugs you, Jake. 

 

Rev: NIA: Thank you for--for everything that you've done. I don't think we would have 

gotten through this without your help, obviously. 

 

Jake: I think I get a little choked up and I can't really respond. I just can't I'm--I'm 

swallowing tears. 



 

Rev: And Ori goes around and he hugs each one of you. 

 

Tass: As he was hugging me, I'm kind of self consciously scrunching my neck up a little 

bit. 

 

Jake: I was about to say he just sinks his teeth into yah. 

 

Rev: He's like, 

 

Rev: ORI: Bro, I feel you doing that. 

 

Teej: After--after he hugs me, I just kind of like turn and I'm looking a little dejected. I 

didn't get to see Hawaii, too much. 

 

Rev: ORI: Oh well, I just said you guys can't stay here anymore. You can go back to the 

main island and I don't know when your tickets are to go back. 

 

Tass: Oh that's true. 

 

Rev: ORI: You guys want to--you guys gonna go see Hawaii? 

 

Jake: Yeah! 

 

Teej: Yeah!! 

 

Tass: Yeah. 

 

Jake: And last thing, before we go, I want to like scribble down my cell phone number for 

each of them. Just in case anything happens and they need to contact us quick. 

 

Rev: So, goodbyes are said, luggage is packed and you guys decide that you're gonna 

go see Hawaii. And I imagine that the last image that Ori and Nia see, as you leave, is the 

three of you just haphazardly piling into the sea gobbler and music blaring from it as you 

tear across the water, towards the main island. We see snapshots from a Polaroid of you 

guys parasailing, snorkeling, zip lining, climbing a volcano, you guys are on a Segway 

tour, you're at Pearl Harbor looking at the history, Jake is doing the Haka, Tass and T.J. 

are in coconut bras learning to hula. 

 

Teej: On either side of him? 



 

Rev: Yes. You're all taking giant bites out of a roasted pig, which is in the middle of the 

photo with an apple in its mouth. And we pan back from these photos and we see that 

it's Ori looking at them from an email that you guys have sent him. And he smiles and he 

closes the email. And as he does, the front door of the main office of the 'Wait and Sea' 

opens and we hear,. 

 

Rev: MYSTERY MAN: Ori, I think you and I need to have a chat.  

 

TBC:                                TO BE CONTINUED 

 


