The Ascent (S2, E2)
INTRO:

INTRO

Rev: Jake, you've got a healthy glow to you. Look at you, all tanned and...
Jake: Reddish still.
Rev: Red. Yes.
Jake: Little bit. I am fresh off the plane.
Rev: He is. What time did your plane land?
Jake: I mean, my plane landed at, like noon.
Rev: Yeah.
Jake: But, I've been up since 8 a.m., yesterday.
Tass: Ooof!
Rev: Yeah. So Jake came from the airport, so that we could record this intro. But, I
think he comes bearing, just a ton of interesting stories, not all of which we have to
share. But, I think the first thing is, congratulations are in order.
Teej: Yeah.
Jake: Thank you. Yes, I am an engaged man now.
Teej: *gasp*
Rev: He is.

Jake: I managed that.
Tass: He Skyped in and asked T.J. on a beautiful night.
Jake: I turned the laptop to show him a beautiful landscape, of which he was not a
part.
Teej: That picture of the--the pink hospital was just for me.
Jake: That is accurate.
Rev: Yeah.
Jake: Uh, yeah. Lots of wild stuff. Lots of good things. Lots of mishaps. Lots of very
good food. Did you guys--do you know what Kahlua pork is?
Teej: Is that the one where they bury it in the sand?
Jake: Yeah. It's like--it's like a specially prepared, just like pulled pork, but it's
awesome. Taco Bells in Hawaii, like twice a year, serve a bunch of things with Kahlua
pork in them so I gotta Kahlua pork quesadilla from Taco Bell.
Rev: Oh wow.
Jake: That was my parting gift. On the way to the airport, I was like, I have to know
this though. Like we ate a lot of much better local food-Rev: Yeah.
Jake: --the whole trip. But, on the way to the airport I was like, I got to know though,
I got to try this. And it was awesome.

Teej: Nice.
Jake: I got attacked by crab. A crab cut my foot. It pinched my foot hard. The ocean
did me really dirty on this trip, which I love the ocean. Like, if I could just be in it all the
time I would be and it hurt me so bad on this trip.
Tass: Aww.
Rev: Huh.
Teej: This is one of the reasons me and the ocean don't get along.
Jake: Yeah.
Rev: Is it testing you to see if you're a worthy ruler?
Jake: I guess. And it had to have just decided that the answer is no. It stole a pair of
my sunglasses.
Tass: Awww.
Jake: It--the crab hurt me. It almost killed me. I almost drowned in it. Umm, that was
my-- probably my own fault. I went in unprepared on a--on a cliff dive and couldn't get
back out.
Teej: Oh, shit.
Jake: Thanks. If--if the man with the boogie board, who saved my life, ever listens to
this, I owe you a life-debt. You can call upon that anytime for any reason.
Rev: You can contact us at thecast@thecritshowpodcast.com to call in that life-debt.
Jake: Yeah, it was super dope it was great. And I'm, uh, sad to be home.

Tass: Well, we are grateful.
Rev: It's true. It's--it's--it's--we miss you when you're gone. We miss anybody at this
table when they're gone, but Jake is just such a ball of...
Teej: Positivity?
Jake: I don't know what you're gonna say, but I bet it's not true, right now.
Rev: So, how do you guys feel about Dungeon World?
Tass: I--I dig it. I dig it so much.
Teej: I mean it's no Hawaii, but you know...
Rev: Right.
Tass: I just, you know, I've really largely fallen out of love with a lot of the crunchier
role playing games.
Rev: Yeah.
Tass: You know, like even still, like I love playing Pathfinder with you guys because it's
you guys and, you know, you always come up with great stories and stuff, but, you
know, any time we get to a point where its like I've leveled up and I think, Jesus, I've
leveled up. Well here's two and a half hours and I have to spend. So, I'm digging this
so far of getting the kind of far, far less crunchy version of a fantasy.
Rev: Yeah. This is like as heavy as a powered by the apocalypse game, at least, is the
ones that I have encountered so far, this is as crunchy as they get.
Teej: Statistically speaking.

Rev: Yeah, yeah.
Tass: Yeah
Teej: I'm liking the idea that it is taking that, sort of, D&D fantasy and, I don't want to
say simplifying it, but at least making it easier for me to swallow-Rev: Yeah.
Teej: --as it were.
Jake: Yeah. This is just--it's one of my favorite genres of fiction.
Tass: Yeah
Rev: Yeah.
Teej: Mm hmm.
Jake: Well of games to play I guess. Honestly, I don't love, like Lord Of The Rings as
much as most people do, but I love playing the games that-Rev: That world, yeah, I agree.
Jake: --are set in this kind of world. I saw some complaints about referring to Halfling
pipe leaf as fantasy weed-Rev: Yes!
Jake: --and that Tolkien in this specifically against that.
Rev: Yeah.

Jake: I just want to establish, right now. Tolkien didn't write this fucking game.
Teej: That's true.
Rev: Oh, man. You know the only downside and I think we have seen it already in the
first episode, the danger of 'Dungeon World' is that it requires me to roll dice against
you guys and I'm a notoriously lucky die roller.
Teej: Yeah, he is.
Tass: It's true.
Rev: Um, I mean, even if you go back and listen to that first episode, I'm doing 7, 8, 9
points of damage and usually I'm just rolling a D-6 and adding the extra enemies that
are there.
Tass: I will never forget, getting to near the end of one of the first campaign--no, I
think it was the first campaign that I ever played with you and it was 'Earth Dawn',
where it's exploding dice. So, if you roll the top number on, like damage and stuff, you
keep rolling. And I'm sitting right next to this man watching these roles. And just as an
example he should have hit this monster for 35, 40 points, something like that. That
would've been an average hit. And I watched him get up to like a hundred and fuckingforty.
Rev: Yeah.
Tass: And cut the thing in half. Just boss level monster just gone.
Rev: Yeah, exploding dice are so much fun, if it's you and not the enemy. And, you
know, speaking of dice, we mentioned last week that we were gonna have a Die Hard
Dice give away. Part of our partnership with NerdSmith is that we have Die Hard Dice
as a sponsor for the show now. If you head over to our Twitter you can find the Die

Hard Dice giveaway that's going on. It is a three question quiz, I believe. And, it is just
answering some questions that lets you explore our beautiful new web site. It's some
questions about the fan art, or I think there is a character bio question. And so it's a
very simple quiz. Just gotta head over to the page and take a look. And so just submit
that form and you'll be entered into a drawing to win those dice and they are beautiful
dice. There's a picture of them on our Twitter, the dice you're going to win. I think it's,
like a, $55, $65 set of dice.
Tass: It is, they're so nice.
Teej: Nice.
Rev: Yeah, they're they're beautiful.
Tass: I thought a long while about what email I could submit that with, that you
wouldn't recognize.
Rev: I think, lastly, for those of you who are coming to Gen Con, we are running a
couple of game sessions. We're also doing a live show and we have had some people
request that we do a little get together after the live show. So, we're going to try to find
a restaurant or something to go to with everybody, if you want to join us. We're also
going to try to add one more session of games on Friday. So, I have put that request
in. We'll see if it gets filled and if so, we will let you all know. That'll open up 20 more
spots for people to play Monster of the Week. Led by us on, hopefully, that Friday
morning, early afternoon. So with that I think it's time to let the recap roll.
THE RECAP:

THE RECAP

Rev: What you see standing there, talking with the voices of your friends, are a halfling
with a big set of horns, a dwarf covered in thick muscle and a very tall worldly looking
elf.
Tass: Guys I think we fucked up.

Teej: What do I look like?
Tass: You're a dwarf.
Jake: Like a Dungeons & Dragons dwarf. I thought we were going to be us.
Tass: Yeah, like Eleanor.
Jake: Where--what happened to our bodies!?
Rev: And from further away in the darkness you hear, *Animal like sounds, high
pitched groaning and breathing* This is a goblin and you know that they live
underground and they're just kind of horde creatures that love to kill things and eat
things. So, you leap into the center of this rushing group of goblins, you let loose your
flail, you push the buttons of the chain comes out and all of these goblins go down. You
actually notice that on the west wall there is a crack that has a large rock in front of it.
And it seems like this crack would be big enough for a person to fit through. You see
something moving underneath the water, as this huge form puts a hand out onto the
edge and starts to lift itself out. And as it raises out of the water it makes a few loud
sniffs and with each one, the sniffs become slower and more deliberate, until the final
sniff turns its head in your direction and a low rumble fills the chamber as it bears a set
of large jagged teeth and lets out a roar.
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Rev: We are inside of this cave and this creatures roar is echoing off the walls. T.J. has
just stepped up in front of it trying to check the water to see if there is anything inside.
And he has found his answer.
Teej: Yikes.
Tass: What is this now?

Jake: Enormous, it is enormous. I don't know what it is.
Tass: I--I guess not knowing, I feel like this is aggressive. So, I'm at least going to get
my spear out and sort of get ready.
Teej: I'm going to use my flail like a nunchucku, just kind of flailing it around. Because
I don't know any better.
Jake: I'm going to start to sing a song for T.J.. I'm going to start to sing a pitch perfect
acapella of Seven Nation Army.
Tass: Yes!
Rev: All right. OK. Roll your 'Arcane Art'. So what exactly is the effect of this--this
song?
Tass: Seven armies come in to save us.
Teej: That'd be sweet.
Jake: So it is a--it is the buff effect. It is a plus 1, D-4 forward to damage.
Tass: Ohh.
Jake: And I rolled a 9.
Rev: All right. So, on that move, what is the mixed success?
Jake: On a 7-9 your spell still works, but you draw unwanted attention, or your magic
reverberates to other targets affecting them as well, GM's choice.

Rev: OK. I mean, there is nothing else in this room. T.J. is standing right in front of the
monster, so I think the magic goes to the monster.
Jake: Thought you might say that.
Tass: Oh, my god.
Rev: I think that, uh, yeah. I mean, T.J. and the creature are the only ones within
proximity of each other. And you see this glow wash over T.J., but it's also washing
over the creature that has just come out of this pond.
Tass: Oh shit. What is that, Jake? What is that?
Jake: I don't know. I barely know what I'm doing, Tass.
Teej: I'm gonna go ahead and swing my flail at this thing.
Rev: All right. Roll 'Hack and Slash'.
Teej: That would be a 10.
Jake: Nice.
Rev: So, are you gonna choose to do that extra spicy damage, or are you gonna not
get hit?
Teej: I am gonna go for the extra damage which I believe is an extra D-6, correct?
Rev: That's correct.
Teej: Plus that on top of a D-4.
Rev: Yep.

Teej: So. Yeah. Got to go for that, since I'm buffed.
Jake: Big nasty hit.
Teej: Oh, good boy. Well. I got a 7.
Rev: So, T.J. lashes his flail out at this creature and cracks it in the side of the head
and it brings its very large muscular arm down in a swat and hits him back for 11 points
of damage.
Tass: OOOH!
Teej: Well, luckily, I have some armor on that so that's technically 11 - 3, which is an
8.
Rev: There you go. Tass.
Tass: Yeah. If it's taken a swing at him, I think I'm going to dart in and try to hit it with
my spear.
Rev: All right. Roll 'Hack and Slash'.
Teej: This thing is pretty tall. So, you're, like going for the leg, right?
Tass: Whatever is closest to me, is what I'm trying to hit. That's a 10.
Rev: All right. So, roll your damage.
Tass: Agh, that's a 3.

Rev: You see pretty quickly, that you thrust the spear in and you pull it back. And as
you're retracting the spear from where you've stabbed into its arm, you see the wound
heal closed.
Tass: It's healing! It's healing! It's like Wolverine, healing!
Rev: Uh, Jake.
Jake: Can I figure out what this thing is?
Rev: Yeah. Roll 'Spout Lore'.
Jake: 10.
Rev: So, you know that this is a Water Troll and that it is not as powerful as a normal
Troll that goes around outside, kind of in the mountains and the forests. And that it is
sensitive to light, but has a very strong sense of smell. And it has very similar traits to a
normal Troll. It has regeneration, it's very strong and it would probably take some acid,
or fire to kill it. And, so I have to ask now, how do you know this about trolls?
Jake: So, I think I have this flash of memory, of being embattled, like in a army-onarmy conflict, being out on the line somewhere and shit's going down. And on the other
side they're using trolls and somebody on my side is calling shots and explaining this is
how you take them out. That they are bad motherfuckers, but this is how you can
defeat them.
Rev: OK. So, like, they're like--someone's running down the line and lighting arrows
and stuff.
Jake: Yeah.
Tass: Nice.

Jake: It's a Water Troll.
Tass: OK. What--what does that mean?
Jake: It, uh, it--it hates light. It heals really fast and you kill it with fire, or acid.
Tass: Lovely.
Jake: Can I chuck that torch at it?
Rev: Sure.
Jake: What do I roll? It's a ranged attack, dexterity?.
Rev: Are you trying to scare it away?
Jake: I want it to--yeah, to flinch. I want it to back off.
Rev: Yeah, so roll 'Defy Danger'.
Jake: With?
Rev: Dexterity.
Jake: 12.
Rev: Yeah. So, you throw this torch right at the creature's eyes. It flinches back and it
actually staggers backwards and ducks back down into the water. But, the torch does
go into the water with it and extinguished. But for right now, it is underneath the water
again.
Teej: Everybody jump into its natural habitat, quick.

Rev: Dwarves are strong swimmers, especially in this much armor.
Teej: That's right.
Rev: You'll be like Mario in the metal cap.
Jake: You just walk on the bottom and...
Teej: Tink, Tink, Tink, Tink! *the sounds of someone with metal shoes*
Tass: I mean, what do we want to do here? Do we try to actually fight this thing, or
should we back the hell up?
Teej: Is there any other way out of this room?
Rev: Roll, 'Discern Realities'.
Teej: I will do that. Hyah! *a la Kermit the Frog*.
Jake: Damn!
Teej: Yeah. That's with wisdom?
Rev: Yes.
Teej: That's just a straight up 10, then.
Rev: All right, you get a hold 3.
Teej: Okay, uh, so my question--my first one is, what should I be on the lookout for,
especially for, like an exit?

Rev: If you're looking specifically for an exit, you see that in the far south-east corner
of this room, passed the pond, the cave continues on. It gets much smaller, but it does
go into another space.
Teej: Gotcha. And when you mean on the other side of the pond, like do we have to
cross the pond, or is there like a--like a little bit of gravel around it?
Rev: Ah, yeah, there's space around the pond all the way.
Teej: Then I'm going to point that out to the guys. Guys, let's head that way. And
then, um, with that in mind, as we're making our exit I'll use my second hold. What is
about to happen, especially having to do with the creature.
Rev: You can see it moving around underneath the surface of the water and it seems
like it is getting ready--this sounds strange, but it seems like it's getting ready to like
Shamu out of this pond.
Teej: Gotcha. Guys, keep your eyes open. I think it's about to leap out. And then, um,
I guess I would use my third one. What here is not what it appears to be?
Rev: The thing that you notice, trying to figure out like what's not quite right here, is
that you can tell that the pond isn't really a pond. There is not a bottom that you can
see and you see water rippling as if it goes underground and it moves in the direction
of the pathway that you have everybody headed towards.
Teej: Gotcha. And as I realize that, I think I'll also tell the guys. Hey, just be on the
lookout if whatever tunnel we're going down I think that creature might be able to
follow us.
Jake: I'm going to book it for the direction he pointed.
Tass: Yeah. I want to stay third. I want to stay behind, keeping an eye on the water
and trying to stay between the water and these two.

Teej: Yeah, I'll lead the charge towards the tunnel.
Rev: So, right now, you are all on the far side of this pond and you start to run around
the edge of the pond in a group. I think this is going to be a 'Defy Danger' from
everybody using 'dexterity'.
Teej: Since, I came up with that, do we get +1 forward on the answers?
Rev: You get +1 forward.
Teej: Okay.
Jake: Hoh, 7.
Teej: That +1 did nothing for me, 6.
Tass: 7.
Rev: So, Jake and Tass, I think that your mixed success is that you can get to this
other part of the tunnel and get out of the room, but you're going to leave something
behind in the panic and the movement. You're going to take a little splash damage from
this creature as it comes out of the pool, or it's going to hesitate and not chase you, but
heal itself the rest of the way.
Jake: Is this a joint decision.
Rev: I think so.
Jake: I vote splash damage.
Teej: If it's a joint decision you should probably get out the pipe leaf.

Tass: I also agree with splash damage, because, since it's bursting out of the water
that made me giggle.
Rev: Yeah.
Tass: So that's my decision.
Teej: Especially with your Shamu euphemism.
Rev: Yeah.
Tass: Euphamism!?
Rev: Oh, no!
Tass: Oh, heavens me.
Teej: Analogy. Analogy, sorry.
Rev: So, you both take 4 points of damage, while T.J. takes 10 points of damage.
Tass: Ooh!
Rev: This Water Troll comes bursting out of the pond and it lands on T.J., crushing him
to the ground and it flails its arms out as it does and it knocks the two of you, causing
you a little bit of damage, but you're able to still get passed and get into the skinnier
part of the tunnel, where it cannot fit. But, T.J. is left behind with it.
Jake: I gots the 1 armor, so I only take 3.
Tass: Oh, yeah. I forgot about that. I got to remember armor.
Rev: It's true.

Tass: OK. So, I'm assuming--we're doing a lot of learning in these couple of episodes
here.
Rev: Yes.
Tass: That, you know, that was the repercussion of his fail. So, he's down, he's taking
this. So, if I want to essentially try to jump in and fight this thing to get it off of him is
that going to just be an attack as opposed to a defend?
Rev: Yes. So, this would be an attack. This would not be a defend.
Tass: Got it. Because, yeah, that'd be just straight up getting between the attacks,
right?
Rev: Yes, uh huh.
Tass: OK. OK. So yeah. I just--I want to try to transform into a ram. A big-horn sheep
and just try to wail on this thing to knock it off of him. I assume, I should roll my
shapeshift, first?
Rev: Yes.
Tass: Cool.
Rev: Yep.
Tass: So, that gets me a hold 2, it was a 9.
Rev: OK. So, Tass, what does this ram look like. I think just write down the, kind of,
the fur of the spine in the back in the neck, is a--just a dark blue fur. And then that kind
of fades into the rest of more of a natural kind of brown ram.

Rev: All right. Roll 'Defy Danger' with 'strength'.
Tass: That gets me a solid even 6.
Rev: So, I think, that in this moment, because you are using this ram, you can spend
your hold to up the success, since this is a ram's attack. So, if you want to get this off
of him you can spend one hold to bump it up a success level, or both holds to make it a
full success.
Tass: Ohhhh!
Rev: That seems like a reasonable use of hold. That's up to you man.
Teej: Who's to tell you otherwise?
Rev: You know, people who've played this game for a long time.
Jake: I like it, because it seems like a--since he's rolling his own stats still-Rev: Yeah.
Jake: --like a way to accommodate the fact that this creature would probably be better
at it than-Rev: yeah.
Jake: --he is.
Rev: Yeah.
Tass: I'm gonna go with that. Both hold. I assume I ram this thing and in midair, am
just a halfling again.

Rev: Yes.
Rev: So, Tass gets passed the water troll and spins on a heel and turns into a very
large ram and then does what his namesake indicates and charges at the troll and hits
it with both sets of horns, double horns already.
Tass: Double horns!
Rev: Only episode 2 and we got double horns. And it staggers backwards and falls
back into the water again and Tass is essentially laying on top of T.J., back in his
halfling form.
Teej: Hot.
Tass: Come on, come on, come on, come on, come on, come on.
Teej: All right. Help me up.
Tass: And I am just hauling with all my strength to get him--his armored-ass, to his
feet.
Teej: Right.
Jake: Jake what are you doing?
Teej: As, they're getting their shit together and heading back, I'm gonna sing the
healing song again for, uh, T.J..
Rev: OK.
Jake: 11. So you are healed-Tass: I assume that's a single target. Not like an AOE?

Jake: As far as I kn--Yeah, "choose an ally".
Tass: Cool.
Jake: So you are healed 5 points of damage.
Teej: Cool, thanks man.
Rev: Is it the same song?
Jake: Yeah, yeah. Always, "Cut to the Feeling".
Rev: So, you guys are standing inside of this tunnel, now. It's a little smaller, so you
know that the troll cannot get in here. This tunnel goes down about 40, 50 feet further.
Tass: Uh, yeah. I'll go ahead. I want to try to, um, just get up closer and see what we
see here.
Rev: Tass, you take 4 points of damage, armor defeating, as a very large boulder
comes hurling down this hallway almost like it's in a bowling alley and crushes you.
Jake: Oh my God.
Rev: So this is something new. This is called in this game a 'Golden Opportunity'. You
know, Dungeon World is very dangerous. Obviously, 'Monster of the Week' is dangerous
as well but there's a lot of research in 'Monster of the Week'. There's a lot of
investigating things and, you know, there's not as much contact with the creature, but I
think to demonstrate how Dungeon World is very dangerous they have given the game
master a move called 'Golden Opportunity' that is just, in this instance for example, you
know you guys have been singing and talking and fighting. Nobody's really triggered
the move 'Discern Realities' because no one is actively trying to sneak and look around

and see what could be there. And so that is a 'Golden Opportunity' that I'm supposed to
seize on.
Tass: I'm very glad to be the sacrifice on this lesson.
Teej: So am I.
Tass: Thanks--thanks, Teej.
Rev: But, there is a fairly large boulder in this hallway now and you hear something
coming from the next room breathing pretty heavy.
Teej: So, like, did the boulder crush, or it's in our way?
Rev: It's just not big enough to block the hallway and it's just on top of Tass right now.
He's very small.
Teej: Ok. Um, then I'm going to roll it off of Tass, immediately.
Rev: Yeah, I don't think you have any problem with your strength.
Jake: I want to ready an arrow and see if I can see the thing that just hurled a boulder
at us.
Rev: All right. Jake, roll 'Discern Realities'.
Jake: I gotta stop doing this one. 8.
Rev: All right. You get a hold 1.
Jake: What should I be on the lookout for?

Rev: As you're all standing behind this boulder, Jake, with his sharp Elvan eyes, can
see down into this next room and there is an even larger pool of water. And you see
two or three figures very large moving around it.
Jake: Roughly water troll size?
Rev: Yeah. You could say that.
Jake: There's like way more Water Trolls down this hallway, guys. This was a bad one.
This is a bad one.
Tass: Oh God. OK. Back the other way?
Teej: Yeah I guess so.
Rev: So you guys are gonna turn and go back the other direction?
Jake: I mean as far as I know, there are two or three water trolls in front of us and
one water troll behind us.
Tass: Yeah, but a whole other fort of like goblins or whatever too.
Jake: We killed a bunch of goblins.
Teej: Goblins were easy. These guys suck.
Jake: You just got hit with a boulder. You're the wise one.
Tass: I am the wise one, technically, here. This-Rev: What a great qualifier.
Tass: --half--halfling's brain is a wise brain.

Rev: Uh, huh.
Tass: Is there is there anything in this Rolodex that would let me know if we have a
chance fighting these things, or if they'll just rip us apart?
Rev: You could roll a 'Spout Lore' to see if you know anything that Jake did not know
about these water trolls.
Tass: OK, I'm going to try that.
Rev: And so that'll be two D-6 plus your INT.
Tass: Oh good 5.
Rev: All right, so I misspoke actually in the first episode. The fail on a 'Spout Lore' is
not incorrect information. It is an unfortunate truth.
Tass: What does that even mean?
Rev: And so it essentially--.
Teej: That its really scary.
Rev: Yeah. That you get to learn something about the creature that maybe you wish
you didn't know.
Tass: Oh good, OK.
Rev: So, in this instance, with these water trolls, the thing that you know is that they
normally subside off of things found in the water. They feed off of fish and turtles and
stuff like that. There is something about the taste of the blood or the flesh from things
that live on the land, things like humans and elves and halflings. As soon as they taste

it, they crave it. They go crazy to try to get more of it. It is like a delicacy that drives
them mad. But, as with 'Spout Lore', I do need to ask you Tass, how do you know this
about Water Trolls.
Tass: God. Because, in this Rolodex in my mind that I'm seeing, its images of my
people down in them--in the caves of the mountains where we live. And I think it was
when I was training as a druid and there were some other Druids that were more
powerful and we were fighting off one of these things and I watched it get a bite on my
master and it just went nuts and killed him and just kept coming after all of us and we
had to flee.
Rev: Oh, all right.
Teej: Literally turned to fleas, I assume.
Tass: Yes.
Teej: And got out of there.
Rev: Oh, mountain fleas.
Teej: Mountain fleas, yeah.
Tass: Ok. So if they, like hurt us and get a taste, they kind of go crazy with blood lust
and have to just keep going.
Jake: Great.
Tass: Ughhh, God.
Jake: So the one has tasted blood and we don't know about the rest of--is it like a
communal...?

Tass: I don't think it's like a ant colony or anything, but I mean, if we're gonna be
going down through there, I think a couple of them are gonna get a taste.
Jake: I--no--I say we piss off then.
Tass: Oh my God. Okay, I mean...
Teej: I'm with Jake on this.
Jake: We almost got our asses kicked by one of them, let alone a bunch of them.
Especially when they're in a frenzied blood lust that they simply cannot quench. Like
No. No way.
Tass: Oh OK. OK OK. Well, we do know that we can take out the goblins. So that is
fair. That's super fair.
Jake: OK. Let's turn around and bounce. OK. And cue the Benny Hill music.
Jake: Yeah. I'm going to--I'm just going to go out, you know. I assume we're still the
same marching order. T.J. in front, me in the middle.
Teej: Yeah.
Jake: Er, Tass in the front. Who was it? I'm in the middle. Somebody else pick who's in
front.
Teej: Oh, I'll lead the way. I gave him the double ram horns earlier, so I am certain he
is terrified of me.
Jake: Ok, I'm going to knock an arrow and kind of, as we step out of this hallway, like
slice the pie. Try and track where this thing is if it's waiting for us and shoot it, if it is.
Rev: OK you're all headed back towards the crack that led you down here.

Tass: Yes.
Teej: Correct.
Rev: There is no sign of the creature in that pool as you pass by.
Tass: Ok, awesome. Then we will move fast.
Rev: Yeah, you guys get back to that crack and you make it back inside and up on to
the previous level you were in.
Jake: OK we're alive.
Teej: True.
Jake: Lets count that one is a win.
Teej: True. Yeah yeah, yeah.
Jake: T.J. looks pretty rough, at this point, right? I would be able to just look you up
and down and you look beat the shit.
Teej: Oh yeah.
Jake: I'm going to start to sing my little ditty. *clears throat* Me, me, me, me, me
Rev: And is this the same song?
Jake: Yeah. Yeah. The way I imagine this is gonna happen is, for now it's the same
song and then when I take a move to heal more it becomes a different song.

Teej: I think it should be more elaborate in the sense that not only are you singing, but
you're like adding dance moves and everything.
Jake: I'm not a dance Bard though.
Tass: It's true.
Rev: I assume that's as like the, uh, like the die increases. If you get to roll a higher
die later you start to do like-Jake: You've got to break day.
Rev: Yeah, exactly.
Jake: All right roll 'Arcane Art'.
Rev: K.
Jake: That is an 11. So, a D-8. 7 hit points.
Tass: While they're doing that, can I actually run down the original hallway and grab
one of the torches that I couldn't-Rev: Oh, from the goblin corpses?
Tass: Yeah yeah.
Rev: Yeah.
Tass: Yeah. I'll do that, just cause we had to throw one away. So, I would like to have
one.
Rev: Okay.

Jake: How about you, Tass? How are you feeling?
Tass: Yeah, I could--I could use something here, I'm hurtin. And as he is singing in his
hall I am looking around just sure somebody can hear this somewhere.
Jake: The downside of being a bard. 10, so 5.
Tass: Thank you.
Rev: No, I think honestly, I can only have creatures hear you doing this, if you get that
mixed success. Because, the mixed success result is draws unwanted attention. So, I
think that canonically his healing song can be quiet and soothing, so that it does not
echo around.
Teej: *sing songy* Sweet kitty, furry kitty.
Rev: Until he gets a mixed success and then he's like, *with ever increasing volume* "I
can't control my songs!"
Teej: It's like, this place has great reverb.
Jake: Wow, the acoustics in here are sick, I just start belting. You guys are like, "Cut it
out!".
Tass: OK, T.J. which direction did you say was like number two on your list?
Teej: I believe it was this way and I point towards the direction that you had described
to me, Rev.
Rev: You need a reminder of what each place was, don't you?
Teej: I do.

Rev: One was a ladder that led up, that's the north path. And the West path smelled
very musky and heavy and dense and you could tell that there were not a lot of tracks
going in that direction.
Teej: I mean, guys, we can either go this direction which doesn't seem all that great to
me, but there's also this sweet ladder over here. We're in a cave, so the only way to go
from here is up, I think.
Tass: Unless we're in a cave in a mountain and we come out like at the top of a peak.
Teej: Well that's better than being inside this cave.
Tass: Yeah OK. OK. OK. I dig it. Let's try up. And I'll go to the ladder and see what I
can see up it.
Rev: So, you all head over to this ladder and with your torch you can see about 40 feet
up. There is a stone ceiling. It seems like it leads up into a room, but it is like a
constructed room, not just caves.
Tass: Ok. It looks like a room. Um, hold on. Hand my torch off.
Teej: I'll take it.
Teej: And I want to try to turn into a bat with the idea that I want to go up there and
kind of sneakily see what I can see.
Rev: All right. A nice mountain bat.
Tass: Yeah, yes.
Rev: Roll your 'Shapeshift'.

Tass: Okay. That is at 12, so I get 3 hold on this.
Rev: It's gonna be really bad though, I mean bats are super sensitive to sound and
you've got all that horn.
Teej: *Comical music sting*
Tass: Oh yeah. We did not mention. They are trumpets, is the horn.
Rev: That's how he breathes out. *inhales, then exhales a horn*.
Teej: Oh. God.
Tass: OK. So I am going to shrink down to bat form and I think he actually looks like a
normal bat for the most part except the membranes are that kind of blue that we keep
seeing in the animals that have popped up so far. And then I'm gonna try to fly up this
this ladder and see what I can see up in the cave.
Rev: I want to ask real quick, is there a--is there something in your head behind all of
this blue.
Tass: Yeah, I think kinda. You know, again, I don't know that Tass knows this, but I
like the idea of these mountains, wherever this halfling is from, being called something
like the--like the Azure Mountains, or something. Where there's a lot of blue stone, or
even maybe sapphires, or something like that that are mined there. And that maybe
something in this world--there's something about places of power, where there are
things like that, that the animals in these areas can sometimes take on the attributes of
the area. Whether it's you know I think colors maybe a big one.
Rev: And so, like with the owl that we saw before, it might be safe to assume that that
owl has been to a lot of magical places.
Tass: Yeah, Because it was like kind of rainbowee.

Rev: Yeah.
Tass: Yeah, yeah I like that.
Rev: Okay, alright. So you fly up here and I think that this would be a good time to
'Discern Realities'.
Tass: Ok. That is an 8.
Rev: All right, you get a hold 1.
Tass: What should I be on the lookout for?
Rev: So, as you fly up into this room, from the cave, it's a fairly long room and there
are bars around half of it and inside of the barred off area you can see a dozen or so
figures wearing rags, sleeping on the floor. There are a couple of bowls on the ground
that are filled with dirty water and next to the gate on this cell are four of those goblins.
Two of them are chatting and two of them are asleep.
Tass: Okay. Can I see like, keys or anything to the like barred off areas?
Rev: You can not. But, as you look at it, it's not locked. It is just a big piece of metal
inside of the two hooks on either side of the door.
Tass: I see, I see, I see. OK. Um, I think I just zip back down to them and just
transform back. There's like people held up there. Were they human?
Rev: They weren't all human. No. But, there were some humans some elves some
halflings. You kind of saw a smattering of all the races.
Tass: OK.

Rev: Uh, OK. I mean we should probably free them.
Tass: I doubt it's a bad idea.
Teej: You said there were four goblins up there?
Tass: Yeah, just four.
Teej: Maybe, if Jake climbed up there and shot them from where he was at, like just at
the top of the ladder, maybe he can kill them?
Jake: That's a beautiful thought. I hope that it's true.
Teej: In silence?
Jake: No. Come on. You think I'm going to get four perfect kill shot arrows off before
any of them notice. I'm not Legolas.
Tass: Yeah, I think we just gotta go man. I think we just got to, as quietly as we can,
rush up this ladder and just take them while they're not ready for it.
Jake: Can I--can I pitch a counter thought before we bum rush.
Teej: Uh Huh.
Jake: Go back up there as a bat, or whatever. Get behind them. We'll go up there and
at least get them close to this hole and then you are coming in from the back. Maybe
you can even just knock some of them down the pit to their demise. But, at the very
least we're flanking them.
Tass: Okay I'm down.
Teej: Same Yeah.

Jake: So, we'll--we'll give it like a 15 second count here and then we'll come up the
ladder.
Tass: I just had that realization that I transformed back because I thought I had to
talk.
Teej: What you need to do is, you need to as a bat, get all the other cave bats
together and then Batman the hell out of these guys.
Jake: Organize a riot.
Teej: Yes.
Rev: Bat Riot is the name of my new metal album.
Tass: Yes. Yeah, I think I'll have to do a fresh 'Shapeshift' here and, um, I guess I'm
gonna try for bat again cause I--could it be reasoned that a like a rat could climb this
ladder? They can climb just about anything.
Rev: Yeah, especially for a hold.
Tass: Awesome. OK I'm going to try to rat up, because I think that will be a little
sneakier once I get up there.
Rev: Okay.
Tass: I rolled an 11 so that is 3 hold. And so shrink down to have the--the little ram
horns of course. And otherwise, a normal looking rat except for--I think that the bald
tail is that dark blue that we've been seeing.
Rev: Ok, and yeah, I think to climb up this ladder it'll be-- *interupted by Jake
pantomiming throwing a rat*.

Jake: Just--just put him in my palm and chuck him up the top of a ladder.
Rev: Just tossing him like he's a frag grenade. Yeah, I think it'll be 1 hold to climb up
this ladder.
Tass: Ok, I will spend that hold to climb up. And then I want to do my best to, um, like
I'll look down and give a little rat thumbs up, I guess. And then try to sneak around
behind.
Rev: All right. So, roll 'Defy Danger' to sneak around behind these two awake guards.
Tass: What am I using? DEX I would assume????
Rev: Yeah. I mean, I think that's up to you. Do you want to use DEX cause you're kind
of trying to do it fast, or are you using intelligence because you're figuring out when
would be the best time to move?
Tass: I think DEX. I think that's just the initial thought in my head. That I want to be
Zippy and quick and quiet.
Rev: All right. So, roll it.
Tass: 7.
Rev: So, you can scoot over to them and get behind them, but one of the people inside
of the cell is gonna notice your horns and they're gonna get a little chatty. Or, as you
move away from the ladder, you turn from giving your thumbs up and you accidentally
knock a stone down and it's gonna draw one of the goblins attention over to the ladder.
Or, the other two goblins are going to get woken up by the conversation that the two
on guard are having.
Tass: Um, I think I like the idea of one of the prisoners getting chatty about it.

Rev: Okay, so you start to head over and there is a little Dwarven girl and she's like,.
Rev: DWARVEN GIRL: Oh horns, rat horns. *giggles*
Rev: And you can see the goblins are like, *speaks inaudibly*
Tass: And, I am just giving her the like, finger across the throat. Not in a kill motion,
but like an, Ah! Ah! Ah!
Rev: DWARVEN GIRL: Oh, pantomime rat, I love pantomime rat.
Tass: SHHH, SHHH, SHHHHHHH!
Rev: I think that as you're making these noises the guards are kind of like, what-*mehh?*
Rev: And they're looking around.
Tass: Squeak.
Rev: You know, I never thought about the ramification of the fact that you can just talk
as the animal, being that you have to rely on yourself to sound like the animal.
Jake: OK, I'm going to go up the ladder.
Teej: I'll be right on his heels.
Rev: All right. You guys trying to get up here real quick and get the jump on these
guys?
Jake: Yeah, I want to get up here and try and get a shot off before they gather their
forces.

Rev: All right. So give me a 'Defy Danger' with dexterity to get up this ladder quickly
and fire off a shot.
Jake: OK. Damn 13.
Teej: Yeah.
Rev: No problem you--know you say you're not Legolas, but you're taking these ladder
rungs, three at a time and you pop out of the hole and you fire off an arrow.
Jake: Then I do a back flip like the--like a Hanzo kill cam and-Rev: Yes.
Jake: --fire off an arrow.
Rev: So, roll your damage.
Jake: Oh okay. Uh, 3.
Rev: And T.J. you were coming up right behind him.
Teej: That's correct.
Rev: So, you're also going to give me a 'Defy Danger' with dexterity to get up this
letter quickly and get in to fight.
Teej: Copy that. 9.
Rev: Yeah. So, you can get up this ladder very quickly, but the noise that you make
getting up is going to wake up the other two goblins before you get to the top. The

chatty girl is going to talk so much that it's going to draw one of the goblins attentions
back towards Tass. Or, you're going to drop something as you climb up the ladder.
Teej: I think I will have the two gobleens wake up.
Rev: All right. So, you get to the top and you are able to jump into this combat. You
see that Jake has just fired off an arrow at one of the goblins and it's noise, plus you
sprinting up this ladder, wakes up the other two and they get up and see Jake and get
their clubs out. And all four of them start to move towards the two of you.
Teej: Here's a question for you. If I were to like charge these guys with my shield
could I collectively bash all three or two or four of them with the shield and with the
same D-10 damage that I would normally reserve for my flail?
Rev: I don't think so, because you can hit all of those people because you have reach
on your flail.
Teej: Mmm Hmm.
Rev: Like describe it to me. How would you hit all four of these goblins with the shield.
Teej: Well, I figure my shield isn't like a round shield, but more like a oblong sort of
shield and I would just turn it in a way that I could catch em, all four.
Rev: Ah.
Teej: But if it's--if--if it's not that big of--enough could I maybe like get two or one?
Rev: You'd have to be, like 8 or 10 feet tall to catch all of them and you're only like
three feet yourself right?
Teej: Gotcha. Yeah, more like four.

Jake: I believe he was a four foot square.
Rev: That's right. I imagine you carrying an eight foot shield.
Teej: An eight by eight sheild.
Tass: What is this big wooden chunk just floating--oh, there's a dwarf back there.
Rev: Uh, but yeah. You could get two of them.
Teej: Cool. I would love to do that then.
Rev: All right. So I am going to have you roll 'Hack and Slash' since you had a mixed
success on your 'Defy Danger'.
Teej: Ok. That's a 7.
Rev: All right. So roll your damage.
Teej: Do, I still have Jake's buff on me?
Jake: It's just a forward.
Rev: OK.
Teej: Oh.
Jake: So it is just the next roll.
Teej: Gotcha. Here I go, hyah! That would be a zero. I mean it's a 10. It's a 10 sided
dice and the 0 means 10.

Rev: All right. I just rolled the damage in response and I'm using the 2018 Gen Con-the specialty dice.
Jake: Mm hmm.
Rev: And they gave--they sold a bonus D-6.
Jake: And both the 6 and the 1 are not numbers?
Rev: Yes. The 6 and the 1 are both not numbers. So this will have to be set aside.
Jake: It's just--it's up to you to pick which ones which.
Rev: Yeah, I guess.
Jake: Or, I guess compare it to another D-6 to see what's what. The the arrangement
of numbers on Dice are normal, standard.
Tass: Show u--where's the 4 and the 2.
Rev: So, it was a 6.
Tass: So if the four on the le--Yeah.
Rev: You've convinced me to hit T.J. with a 6. Congratulations.
Teej: You son of a bitch!
Rev: So you take 7 points of damage because you take 6 from the main attacker and
then 1 for the additional attack. But, as they get these hits off on you, you do crush
them backwards and it juices them through the bars.
Tass: Ughh!

Teej: I'm going to pull my shield back and just kind of look at it. And then I'm going to
do sort of like the samurai thing, where they just kind of like wipe away their blood and
everything by like flicking it, just like, Gugh! Get off, ahh!
Rev: Except not smooth like a samurai. Like, you're kind of panicked.
Tass: OK. So the only ones left were the ones that were waking up?
Rev: Correct.
Tass: OK. Then, I think I want to drop mouse form and just like leap forward with a
spear and try to take one out as it's trying to get up.
Rev: All right roll 'Hack and Slash'.
Tass: Cool. 5! Man with these hard fives today.
Rev: So, one of the other cool things in 'Dungeon World' is that they have a chart for
damage from other sources of damage. Instead of just being attacked. Like, if you were
say to fall down a ladder shaft, because you have charged past the enemy.
Tass: Good.
Rev: So, Tass, this is a armor defeating damage. You take 4 points of damage as you
transform from your rat form, but you're moving faster than you realized because of
your size and you split between Jake and T.J. and you tumble down the shaft that the
ladder is in and hit the ground at the bottom.
Tass: Woh, what, Woh!.
Teej: Was that the voice of--of Wart--.

Tass: It sure was.
Teej: --from The Sword in the Stone?
Rev: Jake.
Jake: So I look to T.J. and go, *Beat boxes the bass line from Seven Nation Army from
the White Stripes*
Rev: All right. Roll your 'Arcane Art' and I am correct in assuming that this is still the
buff song.
Jake: Yes. No I'm not. 5.
Rev: Is there a specific ramification listed on that.
Jake: No there is not.
Rev: I think that you buff the wrong group. I think that you are still getting used to this
and you sing your song of buffing and you see the two waking up goblins kind of flex
and they are turning to attack you, T.J.
Teej: I will turn around and I will do my flailing and nunchucku style and I will try and
bash both of them, if possible.
Rev: All right, roll 'Hack and Slash'.
Teej: That would be an 8.
Rev: Okay roll your damage.
Teej: 1. 1 whole damage for the two of them.

Rev: Yeah, you see that you spin your flail around and it clinks off of what little armor
they are wearing. You on the other hand take 7 points of damage, not armor defeating,
as these big muscular goblins wail on you with their clubs. Tass, you are at the bottom
of a hole.
Tass: I'm trying to think what creature can both quickly get up this ladder and still
attack them.
Jake: Giraffe.
Teej: Punches them with it's long ass tongue.
Rev: Mountain giraffe.
Jake: That's what--so, you turn into a giraffe and your neck is just up the shaft and
your--your head is over the top and then you just spit at them.
Rev: Oh, I thought he was like headbutting.
Tass: Oh, in my head I was lightly gripping like the back of--the nape of their neck in
my teeth and dropping them down the hole. Can I--How big is the sort of shoot at the
end? Can I sell you on Condor?
Rev: Ooh. I don't think you would have this--the wing room for that?
Tass: Yeah. That's fair. OK. And just final question? Just to give me some flavor here.
How--how sturdy does this ladder seem.
Rev: It is wood.
Tass: Yeah, okay.
Teej: Elephant, elephant good call.

Rev: It is wood, probably built by goblins.
Tass: Right. OK. I-Rev: Which might be all the answer you need.
Tass: Yes indeed. So, I just--I think I have to just rush up this ladder, as is, ready to
fight.
Rev: So, are you going to try to get up there and attack at the same time or...?
Tass: Yeah, I think so. I--Yeah. If I can get up there fast enough to kind of leap up
and--and be swinging I would love to.
Rev: All right. So, give me a 'Defy Danger' with dexterity.
Tass: That's a 12.
Rev: You are able to climb up this ladder like greased lightning. Dumb. But, you get to
the top and you thrust the spear out. Roll your damage.
Tass: 6.
Jake: Nice. Some Leonidas shit.
Tass: Yeah!
Rev: All right. And that one goes down and there is one left.
Jake: I'm going to try to heal T.J..
Rev: All right.

Teej: Thanks.
Jake: 12. So you get 1 point.
Tass: He healed--he gets healed as much as he does damage.
Jake: I'll get better at this, I swear.
Teej: All right. T.J..
Teej: I'm just gonna take a swing with my flail and see if I can't kill the hell out of this
thing.
Rev: Okay. Roll Hack and Slash.
Teej: Woo woo! That would be a 9.
Rev: All right roll your damage.
Teej: That would be a 4.
Rev: So, you square off against this last goblin. You can see that it is, kind of, freaking
out and angry and it swings its club down on you. You take 5 points of damage, not
defeating. And as your mace lands on the side of its head, it goes down.
Tass: I fell so far. It hurts so bad.
Jake: Do you need me to patch ya up?
Tass: I mean he looks worse. Take care of him. And I'm going to actually go over to
see if I can, um, yeah get this sort of gate down.

Jake: Don't--don't go yet because in the past I have sung the song of healing and it
has spread to other people. So, maybe if we all cluster up, it'll do that again, but in a
good way.
Tass: Like yeah. Like--like with the troll, but not.
Jake: But with an ally, instead of an enemy.
Tass: I see--Isee. Okay.
Rev: All right. So, roll your 'Arcane Art'.
Jake: That is a 9. So, 3 points at least to T.J.. And again it either draws attention or
reverberates.
Rev: So, Jake, you gather everybody up and you summon the magic to heal T.J. and
you feel your voice spike in a weird way as you hit one of the notes and in the far
corner of the room you see that there is a hole, very large in the wall, and you feel that
one of these notes go sharp and it bounces around the room and through this hole into
the neighboring room and from inside there you hear more goblin chatter and then you
hear the very loud ringing of a bell.
TBC:

TO BE CONTINUED
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