Varud Episode 2a
(0:20 - 0:34)

There are multiple bangings coming from the front of the building. What do you want to do? Grab
my crowbar. Yeah.

Good choice. All right. Assume all things are said in hushed tones.
Yes. Yes, | can do that. Fantastic.
(0:35 - 1:08)

We need to make sure that they don't break the front door. Without the front door, there's no
isolation. We will be cold as fuck in tomorrow, like tonight.

We need to go in there, undo some of the barricade, open the door and deal with it. Helgi pipes
in. Do we not want to try going around the back? The back is also barricaded.

We're gonna make noise doing that, right? You might draw them away from it, or save the door,
maybe? Split them up a little. It'd be easier to deal with. We shouldn't have barricaded both doors
so much.

(1:09 - 1:15)

We're on a time limit. | say, okay, Helgi, you and me, and we go for the behind door. Okay.
(1:16 - 1:36)

In that case, | make a strength roll. Why did | do that? Hey, | succeed. Oh, very nice.

Let's see how Helgi does. He did also good. Damn it.

(1:38 - 1:40)

He also did really good. Damn it. Yes.

(1:40 - 1:56)

You got a hard success. Between the two of you, grab what you guys have barricaded against it,
or sofas, wardrobes and stuff, and just pick it up very carefully. Just start placing it away, so you
guys can at least get to the door.

(1:56 - 2:05)

Yeah, you two can definitely do that. What are you up to? | see that they are already doing it. |



assume that if | shove my head in there, I'm just gonna make it worse, so I'm taking my shovel to
the front door.

(2:06 - 2:16)

Just if they break the window or part of the door and start shoving their heads in there, it's
smackin' time. Okay, perfect. And Bryce? Yeah.

(2:18 - 2:30)

Are we anticipating letting it in here? The two of them are... Like flanking. Yeah, they're trying to
flank around. I'm basically there just in case they actually do start breaking through.

(2:31 - 2:38)
Okay. Yeah, no, I'll flank with them if we're not like anticipating letting it in. Okay.
(2:39 - 2:52)

Yeah, in that case, can | also get you to make a strength check? You are significantly stronger
than the others. You may be able to move some of these things on your own quite quietly. Pass.

(2:54 - 2:59)
58 on 75. Shit. You gave me a worry then.
(3:00 - 3:15)

| thought you meant like pass it as in, | don't want to do this. Yeah, like between the three of you,
then you make really quick time. You're able to get these things moved and very, very quietly.

(3:15 - 3:29)

Anna comes to join you at the front because she's not moving any furniture, but you see that she
has her ice pick out and she's definitely two-handing it. She does seem to have that adrenaline
rush of being able to keep herself upright. She's probably been living on adrenaline for a while,
man.

(3:29 - 4:38)

But yeah, she's there and just ready to swing if need be. How long has it been since we got her
into the house? Probably half an hour. Not too long.

You guys didn't talk too long. For those of you at the back of the house, you managed to move
the furniture that you've been using as a barricade and you managed to like very quietly open the
back door. Where do you want to go from here? What do we see? Are there more coming or



does it seem like there's only a group by the front door? So it's quite dark when you open it.

The sun definitely has gone down fairly quick. It's light enough to kind of see roughly, but it's
going to be dark really, really soon. You essentially see like the backyard area.

You see that the deck is still as it was covered in bits of blood and gore. You see that, you know,
the tree line that you have has been unbreached. But you're basically only really hearing
something coming from the front of the house at the moment, unless you guys want to make a
more serious spot or a lesson check.

(4:40 - 4:54)

How have we barricaded the front door? | imagine it's not as like crazy much as the back door.
This is your choice. How do you want to have barricaded it? I'm imagining like a single sofa chair
in front of the door, along with the door being locked.

(4:54 - 5:33)

Yeah, that would work. And | want to say it's a full wood door, no glass. | will agree to your terms
and conditions.

This is your summer cabin. When | hear the back door open or | hear them not moving furniture
anymore, I'm going to start pulling the couch away from the front door. Loudly? Yeah, I'm not
getting too close to the door.

So it is definitely like pull and scream. I'm not putting my head right next to the door in case they
break it. Yeah.

Anna sees what you're doing. She looks a tiny bit sceptical and then is like, well, fuck it. Yeah,
she's definitely ready to swing if need be.

(5:33 - 5:40)

And she kind of helps you like scrape a little bit more. It's not difficult. Yeah, the three of you
heading outside, you also hear this.

(5:40 - 5:48)

But can | get you guys to make either a spot or a listen? Because I'm assuming you probably
want to hear more what's going on. All right. I'll start.

(5:48 - 5:50)
Yeah, I've got to listen. All right. Good.

(5:54 - 5:58)



That's a success. For Nami. That's a 10 on 45.
(5:59 - 6:14)

Okay. You guys, as you kind of like begin to just like really listen to what's going on, you probably
hear what you think is like three beings moving at the front of the building. Just like, okay, | can
hear this and this, and | can hear this kind of breathing.

(6:14 - 6:32)

Like 1 think there's probably three. As you begin to like move your way around the side of the
building, being careful not to step on the gravel itself, you would spot coming down from the end
of the drive, you see another two that are beginning to like limp their way in. One of them is truly
limping.

(6:32 - 6:46)

You can see that the leg is kind of dragging behind them, even, you know, as it's kind of limping
along and it's obviously quite slow. The other one is just like missing an arm and its head is tilted
in a very strange way. But there's definitely two more joining the fray.

(6:46 - 7:13)

What do you guys want to do? | hold up the three fingers and shrug as if like, three, maybe?
Yeah. Then | like quietly whisper to you like, there's two more on the way, but one's limping and
slow. The other is missing, you know, an arm and doesn't look, like neither one of them looks like
they're going to be much of a hassle.

(7:16 - 7:31)

So should we just bum rush the ones in at the front door? Then just handle the leftovers? Yeah.
Do you think you two could grab those three? | will keep the other two distracted in case they
come closer. | should be able to at least take out one of them and | can always back up if need
be.

(7:32 - 7:40)

| think | can get those two. What do you say, Price? Just keep your distance from them, Anna.
Don't get too close.

(7:41 - 7:43)

This is Helgi that's out with you guys. Oh, Helgi. Okay.



(7:43 - 7:47)

Never mind. | just thought the siblings are all going to basically have the same voice. Never mind.
(7:47 - 7:52)

You don't have a hurt leg. No. All right.

(7:52 - 8:03)

The kill count of your priest at the moment is one confirmed. He's actually killed more than any of
us so far. Wouldn't that just be funny and ironic? The priest has more kills than all of you.

(8:05 - 8:09)
| could ask for the Lord. That's about right. | mean, he's a holy man.
(8:09 - 8:16)

He's good against the dead things. He's our abomination wherever they came from. Holy smite
every time he hits them with a hammer.

(8:16 - 8:21)

No. All right. Let's rush the active one before the others catch up.

(8:21 - 8:27)

Yeah. And I'm going to move closer. Quiet-ish but quick-ish.

(8:28 - 8:33)

Okay. I'm going to say in that case I'll have both of you roll stealth roll. Oh, yeah.
(8:33 - 8:43)

If you manage to do good on the stealth roll, I'll say you'll be able to have the surprise rounds. Not
that it really is a thing, but you're about to have an ambush. And then we'll go into combat from
there.

(8:44 - 8:46)
Yeah. I'm not going to do that. Jesus.
(8:47 - 8:52)

Who knows? Save me now. He made it. That's a 19.



(8:54 - 9:00)

So it's a hard success. What did you get? | can see the double zero. That's all | can see.
(9:00 - 9:07)

It's a one. What? | have a 10 instead. Don't forget to mark your successes.

(9:07 - 9:11)

Don't forget to mark your successes. Oh, yeah, yeah, yeah. You did a spot one or a listen earlier.
(9:12 - 9:14)

Okay. Thank you. This is amazing.

(9:16 - 9:22)

| don't know how that happened. Dumb luck. Our own Jesus praises us today.

(9:24 - 9:31)

Helge muttering a prayer as he goes. You two getting all alike, he gets nothing. Someone has to
die.

(9:31 - 9:36)
It's better if it's the NPC. No, don't kill him. He's lovely.
(9:37 - 9:45)

We're not going to kill him. We're just going to not prevent his death. | feel like he's getting himself
killed.

(9:45 - 9:51)

All right. Two young'uns, you take out the distracted zombies. The two zombies looking at me, |
got it.

(9:52 - 10:00)

To be fair, they are limping. One's like lopsided. Involved properly in this combat is Helge, Olle,
Bryce.

(10:02 - 10:04)

No, Olle, you're not involved. Fuck you. You're out of here.



(10:04 - 10:07)

| will involve myself. Sorry. Yeah, you aren't involved right now.

(10:09 - 10:21)

And basic bitch zombinos. That's a brutal dex score. Why does Helge have 20? Yeah.
(10:22 - 10:32)

Your priest is not very dexterous. He has a lot of emotional intelligence, but he may not be very
physically dexterous. P.E. was not as strong.

(10:33 - 10:41)

I'm taking back my | Kick ass for the Lord. | look at things evilly for the Lord. He understands for
God.

(10:41 - 10:49)

He doesn't play video games. He doesn't have that quick reaction time like you do. Doesn't have
the hand-eye coordination.

(10:49 - 11:01)

All right. Nonne and Bryce, you guys basically managed to get the ambush off totally fine
because you essentially got a critical. Bryce, I'm going to say that you can roll easy.

(11:01 - 11:08)

Otherwise, you guys are going to roll normal. So we'll start with Nonne because technically you
are first in the dex ranks. So we'll start with you.

(11:08 - 11:22)

Ahead of you, you see that there are three average looking zombies just banging against the
door. One of them has long hair. The other has a big portion of their scalp missing, so you can
see the skull through it.

(11:23 - 11:33)

And you can see that they're missing lots of flesh on the side. And the other one looks like a,
sadly, a very recent conversion to zombie-ism. You can see that their arms are just covered in
bites, but the rest of them seems fine.

(11:34 - 11:44)



All their clothes are kind of fresh-ish. So yeah, you have these before you. What do you want to
do? | want to whack the one with the hair on the head.

(11:44 - 11:51)

Okay, go for it. If you get one level of success above normal, you'll basically do head-to-damage.
And we'll just see whether you just kill anyone.

(11:52 - 12:07)

Go for it. Okay, that's... That's a failure, so... By six. Well, | did say that if you guys got ambushed,
technically you're not in combat yet.

(12:07 - 12:17)

So you can use luck if you want to. Oh, oh, oh, then I'm using... Yeah, be careful with... I'm using
luck, I'm losing. He'll get it back later.

(12:17 - 12:22)
He'll get it back later. You think you will. Yeah, when | die and he gets the gamble.
(12:24 - 12:37)

So everyone listening, we made a gamble before we started this. Whoever dies first, if you
predicted the first PC death, you get to have ten luck. | will also get to have ten luck if | predicted
the first death correctly.

(12:37 - 12:44)
Let's be real, it's eighth or ninth. You guys are wrong. | will live forever.
(12:45 - 12:56)

Alright, so you failed? | used luck to succeed. Yeah, then it's just normal damage and a head
jump. Let's say three plus two, so five.

(12:56 - 13:06)

And | have a crush. With crowbar. So crush you only get... So specials, crush, impaling and
bleeding, they only apply if you get an extreme success.

(13:06 - 13:12)

Ah, okay. Okay, that was your go, that was your ambush. Bryce, your ambush.



(13:12 - 13:28)

I'm going to swing at its head with a knife. Okay, you get to roll this easy because you got your
criss-cross. Don't forget you can re-roll your ten again because you have it easy.

(13:29 - 13:46)

And then take the better result. Is our luck over? Yeah, no, | failed both. Anywhere within luck
range? It was not really, no.

(13:47 - 14:07)

It would be a very brutal luck hit. Then, despite how fucking quiet you are, the one that you were
aiming for just kind of like, at the perfect time just kind of like leans forward and puts their head
against the glass, hearing an audible thunk on the other side, and yeah, you just kind of
absolutely whiff it. Absolutely no chance.

(14:08 - 14:24)

Okay, now we're in actual dex ranks because you guys just had your ambush and we will go back
to Narnia. What are you aiming for, my buddy? The one with the hair is still alive, right? Or is still
active? Yes, yeabh, it is still active. You did give it a good smack.

(14:25 - 14:35)

You can definitely tell you probably smashed its shoulder so that thing's not moving anymore.
You didn't get the favoured headshot, I'm afraid. Can | cut in? Sure.

(14:36 - 14:52)

My intention, the reason | dragged the chair out of the way, was when | was going to start hearing
thwacking, | was going to open the door. That would distract the zombies and hopefully have
them still come inside, giving them easy backshots. Okay, then you can do that on your go.

(14:53 - 14:59)

So | will put you in the initiative round, so you're actually technically after the zombies. That's fine.
| do love backshots.

(15:00 - 15:14)

| know, as soon as | said it. We're dirty people here, huh? My mind is pure. So yeah, I'm just
going to try and whack her in the head again.

(15:14 - 15:18)



Yep, go for it. Nah, nah, that's a failure. Didn't hit.
(15:18 - 15:26)

No. Yeah, your swing with the crowbar goes wide. You're not really sure why, it's just something
moved in the wrong way.

(15:27 - 15:40)
Bryce? I'm starting to feel like a bad ambush. That is barely a success. We'll take barely success.
(15:41 - 15:54)

Roll some damage then. It's a 54 on 55. Which one are you aiming for, by the way? The active
one that's at the door, | believe, right? There's three of them kind of like banging towards the
door.

(15:55 - 16:03)

So we have one with hair, one with a skull protruding, and the kind of fresh one. Yeah, fresh one.
| fear that it's stronger.

(16:04 - 16:10)

| don't know why. Where would you think that? | don't know, man. This is what | like to see,
spread the damage.

(16:11 - 16:22)
| was about to say, he said one, but... Four. Okay. Yeah, you do it a solid smack.
(16:22 - 16:33)

You kind of get it right in the clavicle and you definitely hear a crack of bone. Yeah, you did
alright. Okay, that was your go.

(16:35 - 16:53)

The fresher one turns and it attempts to slash at you with its hands. You can see its nails look
pretty ragged. It's obviously been caught in places, but you know when you catch nails, you
always have that really little sharp bit.

(16:53 - 17:01)

You definitely feel that kind of scratching against you as you go for it. Would you like to attempt to
dodge? Yes. Okay.



(17:03 - 17:20)

The other option is... It works the same in this as the other game we play, right? The sponsor of
this episode, that's Pratt and Young. The options are dodge or fight back. Yes.

(17:23 - 17:27)
Actually, no. In this, we're just going to go with dodge. Okay.
(17:27 - 17:53)

If it's a melee attack and it's reasonable that you could have dodged it, then you are able to take a
dodge, but you do have to get one success level above what | roll. It's essentially a contested roll.
Karma doesn't like us today, huh? Well, | did not.

(17:56 - 18:02)

| certainly did not. Are we going to lose a character on the very first episode? Maybe. God, |
fucking hope so.

(18:05 - 18:11)

| mean, this would suck, but | kind of hope so. Getting rid of the only foreigner. Oh no, that's so
bad.

(18:13 - 18:25)

So, as per the rules of Criticals, it did double damage. It just did max damage. Oh, max damage,
you're right, max damage, which is really not good.

(18:26 - 18:41)

So, you failed on your dodge. It turns round and digs both of its hands into your chest and you
can feel it ripping through your clothes and scratching against your bare skin. My apron.

(18:41 - 18:53)

For 10 damage. And the bleed effect. So, let me, I'm going to go on a limb here and say that was
a major wound.

(18:54 - 19:03)
Yeah. Yeah, yeah. Let's consult the major wound list here, shall we? First of all, roll a luck.

(19:03 - 19:16)



And this luck will determine if you have a permanent injury if you're not instantly dead. First card,
but this has gone so horribly. Luck is a no.

(19:16 - 19:31)

Okay, then you're probably going to end up with some sort of permanent injury and we will come
back to that in a little bit. How much HP do you have left? Five. Okay.

(19:33 - 19:51)

From the next round of combat, you will lose one HP every time it's your go. You have as many
rounds of consciousness as you have HP remaining. You can staunch the flow, but that will take
your entire action and you have to staunch the flow for five rounds in a row.

(19:53 - 20:04)

You can, of course, get first aid, but that would be difficult under these situations. So, that's where
you are. Wow, this is cool.

(20:05 - 20:17)

Okay. So, the one with hair that you have been attacking is going to turn around and attempt to
bite you. Would you like to dodge? Yes.

(20:17 - 20:33)

| would definitely take that. No. You attempt to dodge this thing as it turns and it attempts to bite
your arm, the crowbar that you just swung down.

(20:33 - 20:53)

It attempts to go after the arm, but it snaps inches above your arm as it also misses. The final one
with the skull hasn't been attacked, so it doesn't really give a shit and is just continuing pounding
against the door. At this point, Olle? All right.

(20:53 - 21:06)

So, my intention was, as soon as | heard a thwack, to open the door, but now | have heard a
series of thwacks, screams, and shit. So, apparently my reaction time is that of a fucking sloth.
Unfortunately, yeah, you took over the decks.

(21:06 - 21:12)
Yeah, and they're hidden around. Yes. Someone, | think, got a one on his stealth.

(21:12 - 21:27)



There's no way you would have heard that he started doing that. So, the intention was to open
the door and back up, having the big couch still in the way, to try to guide the zombie onto the
couch. Yeah, so it kind of gets wedged behind the couch, but in the building.

(21:27 - 21:35)

Yes. I'm letting it in. Of course, | would have told Anna, like, back up, we're letting a zombie in,
obviously.

(21:35 - 21:55)

Yep. And as soon as the zombie either stumbles over the couch or wets itself within the couch,
he should be moving so much less that | should have a basically free hit to full blow in him. Okay,
what I'll say has happened is that you had communicated with Anna with this, and she's like,
actually, that's a great idea, so she's helped you.

(21:56 - 22:07)

And just as you hear thwacks and shit going out, you managed to open the door. And I'm going to
say that you're both going to be able to get an easy hit. So, Anna technically would have been
before you in Dex rounds, but she was prepared and ready.

(22:07 - 22:18)

So, I'm just going to, for this one time, let you guys both have an attack on it. So, yeah, you can
take an easy attack on this as it's kind of stumbled into the gap. You're like, hatch! So, yeah, go
give it a shot.

(22:19 - 22:26)

And the intention is, obviously, thwack it in the head and keep backing up. My intention is never
to let it actually get in range with me. Yeah, yeah, yeah.

(22:26 - 22:34)

I'm going to make the assumption that you're always slowly backing up. All right, I've already hit.
Let's see if | can make it a bigger hit.

(22:38 - 22:43)
I'm assuming just a normal success? No, it was actually a hard success. Fantastic. Lucky me.
(22:43 - 22:51)

| have a D4 plus a D6 as my damage. Hard success. That means you'll be doing Hedgehog



damage.

(22:52 - 22:59)

Come on. No, it's a four. Fantastic.
(22:59 - 23:09)

How do you destroy this one? Okay. I'm just going to go ahead and rewrite reality. | open the
door, start backing up, and | scoots around the couch.

(23:09 - 23:22)

Zombie eye contact just going for me, like walks into the back of the couch, stumbles forward,
and it's just shovel back of the neck. Chunk! I don't go through the neck, but it's enough that the
zombie just goes limp. Yeah, that's a beautiful way.

(23:22 - 23:32)

Yes. Well, Ana can't really do anything because you killed the zombie. So she's going to have
basically gone straight to put her ice pick into the back of its head.

(23:32 - 23:36)
But that would definitely have been after your head. Okay. Great.
(23:37 - 23:44)

Helgi, nobody's really looking at him, so we will deal with his issues later. Okay. Back up to
Nunley.

(23:48 - 23:50)
You hear a shout. | know. You got one.
(23:52 - 24:03)

Good. In that case, I'm just going to keep swinging in the hopes of ending this as soon as
possible because | don't think I'm going to be able to help you. Yeah.

(24:04 - 24:09)
Not right now. So, yeah, I'm just going to keep swinging at the one with the hair. Okay.
(24:10 - 24:13)

Oh, God. | keep failing. Okay.



(24:14 - 24:16)
Swing and a miss. Yeah. Swing and a miss.
(24:18 - 24:32)

Is there anything else you want to try and do? Like... Oh, well, | believe | should be able to see
the door open now. Yeah, yeah. You guys have definitely seen one just kind of like stumble
forward followed by the shout of like, Go on! Okay.

(24:32 - 24:46)

Could I then perhaps like position myself like scooch around in such a way that I'm facing the
door with the zombie who's like targeting me with their back to the door? Yes. Yeah, yeah. I'm
going to say you can definitely do that.

(24:46 - 24:55)

It's kind of like very focused in on you. So, yeah, you can definitely move yourself so it will just
shamble into the place that you want it to be. So, I'm going to say you can do that this time.

(24:56 - 24:58)

Yeah, good, good, good. Yeah, that's fine. Okay.

(24:58 - 25:03)

Bryce, one hit point less, please. This is so bad. Question, Wee.
(25:03 - 25:19)

Yeah. Is there something similar to the dodge action in basic roleplaying? You can dodge any
melee. Can you spend your entire turn to ensure a better dodge action? Because | think he's
dead.

(25:19 - 25:26)

If he gets hit again? You can. But if he doesn't hold the bleeding, he'll die. | know, but he has four
turns to hold the bleeding.

(25:27 - 25:29)
If he gets hit once, he's dead. Yeah. I'm pretty sure.

(25:29 - 25:34)



Okay. Sorry, go ahead. Yes, there is something that you can do.
(25:35 - 25:46)

You can basically just up your ability to be able to dodge. But you are able to do nothing else this
time. You basically put yourself in a good position so it becomes difficult for me to attack.

(25:47 - 25:54)

But, yeah, you literally can do nothing else. | just wanted to make sure we knew more options
than just attack. Yeah.

(25:55 - 25:58)

You can attack. Or you can run. Or protect.

(25:59 - 26:04)

Yeah. Okay, Bryce, you are definitely bleeding. This thing is still in front of your face.
(26:04 - 26:09)

What would you like to do? Do | have gun? You do not have gun. | do not have gun. You do not
have gun.

(26:09 - 26:14)

We should take it from him. Yeah. Well.

(26:16 - 26:24)

You can run. That is always an option. | do not think you would.

(26:30 - 26:39)

Yeah. Because if | run, | cannot really stop my bleeding anyways. Correct, yeah.
(26:40 - 26:51)

So. The best bet | have is to end this as quickly as possible. Yeah, | think you would just keep
going.

(26:51 - 26:57)
| am just going to keep going. Okay, go for it. Stabbing.

(27:08 - 27:11)



That is 12 luck | would have to. We are in combat. We are in combat, yeah.

(27:12 - 27:19)

You are right. Unfortunately, a swing and a miss. And you will bleed first next time out.
(27:20 - 27:23)

Okay. Okay, cool. This is awesome.

(27:25 - 27:33)

It is zombies go. We will start with Bryce because it is the most tense. It is going to attempt to bite
you.

(27:33 - 27:50)

Now that it has seen it has done some good job and that you are bleeding, it has got the scent in
it and it will attempt to bite you. Would you like to dodge? That is a normal success. That sounds
fantastic.

(27:50 - 28:00)

It failed. So it goes to bite at you, but the pain, the rage, whatever it is, you just completely dodge
out the way. This thing was never nearly going to hit you.

(28:01 - 28:07)
Okay. The skull-based one is in pieces. So we have to worry about him.
(28:07 - 28:16)

And the one with hair turns to Nani. And it is basically just going to reach forward for you and
attempt to claw at you. Would you like to dodge? Well, obviously.

(28:23 - 28:30)
That is a fail. Am | dead? It is not good for you, buddy. Oh, this is great.
(28:30 - 28:38)

As long as it is not a full-on crit, you should be fine. It is not a full-on crit. But it can do upwards of
10 damage.

(28:38 - 28:47)

We have learned that. She was rolling two dice. She said max damage, and | was like, six



maybe? They have damage bonuses too.
(28:49 - 28:53)

Some of them do, some of them don't. Oh, you were fighting a fresh one. So that one probably
has damage bonuses.

(28:53 - 29:01)

Probably didn't help. Yeah, probably didn't help. This thing goes to bite you and manages to catch
you on the side of one of your hands.

(29:01 - 29:07)

And its teeth graze along you for three damage. Totally a grace. Super.

(29:07 - 29:14)

Was this a major wound? No. Okay, then you are fine. My man does not have 6 HP.
(29:14 - 29:21)

He might do. If he did, | am executing it before we start moving. We need a new character.
(29:22 - 29:27)

Reroll, reroll. Okay, excellent. Ana's go.

(29:28 - 29:47)

She is basically just following your lead, because she knows she is fucked up. What are you
doing? So | would have, because he placed the zombie with the back to the door, my intention is
to just slam the back of its head with the edge of the shovel. Okay, then Ana basically is following
your lead, so she is going to go in with her.

(29:48 - 29:50)
Yes. So she is first in decks. Please do.
(29:51 - 30:01)

Does she get advantage, because the zombies got its back to her? Surely. Yeah, sure. | will
make them both easy.

(30:01 - 30:06)

Why not? They are dumb. This is the only thing we have against the zombies. It is their complete



lack of awareness.

(30:06 - 30:09)

Yeah, that is true. That is true, yeah. Until we meet one that carries a weapon.
(30:11 - 30:21)

Then you might be a little bit more fucked, yeah. Jesus, we are so screwed. As soon as this fight
is done, Ana is just like, we are not going to get it.

(30:22 - 30:35)

Swing and a miss. The ice pick just kind of goes a little bit wide, but she definitely kind of like, she
is intending to get out of your way. So she kind of goes in for the swing and just kind of like falls
backwards a little bit against the wall inside, so you have a free swing.

(30:36 - 30:44)

| step outside and swing as hard as | can, overhead kind of thing. Yeah, easy. That is a miss.
(30:44 - 30:51)

Three roll. It is a, | think it is genuinely a crit. A critical is basically one.

(30:52 - 30:55)

Oh, extreme success then. Fantastic. You can do headshot damage.

(30:56 - 31:00)

That is ten. So, if it is, no, no, no. Yeah, yeah, yeah.

(31:00 - 31:17)

Headshot damage. That is seven. How do you end that one? Like | said, like from the sky down
comes the blade of a fucking Stunkuskopla spade and it just lodges itself in the top back of the
head of the zombie.

(31:17 - 31:22)
| like the idea that it is kind of stuck. It is going to take some momentum to get it out. Sure, sure.
(31:22 - 31:28)

But you can help each other to make that an easy, easy unlock. Okay. Success once again, Ole.



(31:30 - 31:32)
Fantastic. No, no. Your one is dead.
(31:33 - 31:45)

The only one surviving is kind of the fresh meat standing in front of Bryce. Bryce is managing to
duck, dive, dip and dodge, but he is obviously bleeding. He is obviously fucked up.

(31:48 - 31:53)

Wait, is it my turn then? Yeah, it is your turn. You are at the top of the round. Helge is off doing
Helge things.

(31:53 - 32:10)

That is the thing. Yeah. | mean, if | try and do something to stymie the bleeding and whatnot, how
would that work while he is in mid-combat? Don't move.

(32:11 - 32:21)

What is the phrase? This would be really fucking difficult. It would be really difficult because of the
location of the damage and the fact that, yeah, you are in combat. First aid in combat is always
incredibly difficult anyway.

(32:22 - 32:30)

But, yeah, you would have to get him out of combat to actually dress and stop the bleeding from
his wounds. He is just at such low health. | know.

(32:31 - 32:47)

You know what? We got to end this as soon as possible, so | am just going to get behind the
fresh zombie and start swinging with a crowbar. Go for it. Come on.

(32:48 - 32:56)

No. Is it distracted? Not really. It is not the kind of same.

(32:57 - 33:02)

It didn't realise the thing. No, not quite the same. | wind up a spin and | just go full 360.
(33:04 - 33:08)

Trying to do something you saw from the anime. Failed. Okay.



(33:08 - 33:16)

You are basically in melee range with it now, so you are very, very close. Bryce, what would you
like to do? | am going to stab it. Hopefully.

(33:16 - 33:22)

Okay. Good luck. Doesn't he lose hit points? Oh, yes, you are right.
(33:22 - 33:24)

He does lose hit points. Shut up. Thank you, Nonne.

(33:25 - 33:30)

Thank you for being a good person. You are a terrible friend. How many hit points do you have
now, by the way? Three.

(33:31 - 33:36)

Okay. You are one hit point away from passing out. Alright.

(33:41 - 33:43)

Go for the raw man. Do it. Do it.

(33:43 - 33:56)

| don't see a point in backing up to do a more defensive thing. It doesn't make sense. Alright.
(33:57 - 34:01)

It's wounded, right? Isn't it? Yeah. It has taken damage. He chipped it at the start.
(34:02 - 34:04)

Yeah. Wait, did he? Yeah. Okay.

(34:05 - 34:16)

That's what my little book of this thing is going to die soon says, yeah. One more swing, man.
That is a normal success.

(34:17 - 34:23)
Fantastic. Roll some damage. Where are you hitting it? In its head.

(34:24 - 34:31)



You are probably hitting it in its shoulder. That's fair. Essentially, if you don't get one level of
success above, you aren't hitting it in the head.

(34:31 - 34:34)
Well, yeah. | figured non-vital spots. Yeah.
(34:37 - 34:50)

Eight. How do you end it? In its shoulder. You get it in that perfect thing, as it turns to, actually,
maybe a tasty thing.

(34:50 - 34:55)

You get it right in the back of the neck, except for its spinal cord. Perfect. Yeah.
(34:55 - 35:10)

This thing falls to the floor. Yeah. | am clutching at my apron, trying to stop the blood.
(35:12 - 35:22)

Good plan. Yeah. Anna is pretty much out right after you, and definitely sees the situation, and
begins sprinting over to Bryce.

(35:24 - 35:39)

Yeah. That's her go. Ole? | see the amount of bleeding, so | am going to say that Ole misses that
Helge is missing, so he's going to run over to him and start preparing to help him.

(35:40 - 35:54)

He knows he is no doctor, so he is going to remove the apron, Get him on the ground. Yeah, get
him on the ground kind of thing, and I'm probably going to tell Anna to scan the perimeter while
I'm doing that. Okay.

(35:55 - 36:07)

In that case, I'll get the other medicine-trained person to step back. Anna is a nurse, yeah. If she's
showing... | forgot about that.

(36:07 - 36:11)

Anna was a nurse, yeah. Of course, that's one thing | don't know about her. Then I'm stepping
back.



(36:11 - 36:21)

I'm scanning the perimeter, making sure there's the fourth zombie hiding in the fucking bushes.
Okay. In that case, can | get you to make a spot for me, please? That's a success.

(36:21 - 36:37)

Fantastic. You notice as you're looking around that Helgi has delivered a final blow to one of the
zombies, and they are both down, and he's just breathing hard. He looks a little bit wounded, but
not terribly, like maybe a graze.

(36:38 - 36:44)

But yeah, you don't see anything else. You hear nothing else. Then | am sprinting downstairs to
Helgi.

(36:45 - 36:57)

Okay. Yeah, you're able to go over and join him, and you guys just kind of like keep an eye out,
make sure there's nothing else coming. So I'm going to leave you guys there for a moment as we
deal with what | consider is a desperate action at this point.

(37:00 - 37:08)

A desperate action at this point as we can turn and deal with the injured if that's what you want to
do. Well, yeah. Okay, good, good, good.

(37:08 - 37:18)

Love it. So yeah, he is bleeding out. He will be unconscious next round unless you are managing
to do successful first aid.

(37:18 - 37:40)

No, it would be first aid in this point. Because you are all but a doctor at this point, you are able to
combine two different skills to make a better original skill. So when it comes to first aid, it is very
reasonable to combine half of your medicine score to your first aid score.

(37:41 - 37:55)

So whatever your first aid is, you can add half of your medicine, and that is the new target for
success, for hard success and extreme success. If it takes it above 100, just let me know. Well, it
does take me above 100.

(37:55 - 38:02)



With 75 in medicine, half of that would be 37. | have 70 in first aid. Fantastic.
(38:04 - 38:15)

Do | still roll? Yes, you do. Because your critical range will increase. So it goes from one to a
certain amount based on whatever your new score.

(38:15 - 38:29)

So what is your new score? It would be 107. Okay, yes. So your critical at this point would
basically be 2. Because it is not massively above 100, but it would be 2 at this point.

(38:29 - 38:46)

Yeah, so you still roll because your levels of success increase, which means that if you do a hard
success or extreme success or even a critical success, the amount of healing that you can give
him increases. So you always want to know that. So go ahead and roll and let me know how you
do with your new score.

(38:48 - 39:00)

I'm not assisting. Yes, | would actually recommend not because your skill is over 100 to not take
the official co-op rules. Because if she fumbles, you actually will do damage to him.

(39:00 - 39:10)

So I'm not going to introduce the point of failure when you know you can succeed on this. Yeah.
Well, it's a success and nothing but that.

(39:10 - 39:27)

Okay, you can roll a 1d3. So 2. Okay. You managed to heal him for 2 points and you are no
longer bleeding.

(39:28 - 39:38)

I'm going to say it does take you a little time to just get everything done. And working in the dark
is not the best thing ever. But Ana is there assisting you, although not mechanically.

(39:39 - 39:45)

And things are going quite well. You definitely feel the pain and the wooziness. Things are not
going well for you either.

(39:45 - 40:00)



But you managed to stabilize him and you're able to get everyone back inside the house if you
want to do that. For the two of you who are standing outside, you don't actually spot anything
else. It is also quite dark, but you definitely don't hear anything else.

(40:01 - 40:11)

So far as you know, probably nothing else coming, but there's definitely nothing in the area. And
you could definitely do patrols around the area and feel comfortable, but ultimately the answer
would still be there's nothing else there. It's too dark.

(40:12 - 40:17)

Don't do patrols in these conditions. All right. In that case, you're able to get back inside.
(40:17 - 40:20)

You can push the sofa back quietly. Zombies thrown outside. Yes.

(40:21 - 40:26)

Zombies taken to the zombie pile, which like Helgi did earlier. So at least you take it further away
from the house, maybe not all the way. Yeah.

(40:26 - 40:35)

And you're able to rebarricade yourselves back inside the house. Now here comes the awful part.
We're about to do the infection roll.

(40:35 - 40:47)

So there are two of you who definitely took damage. Helgi also took damage. So these three are
definitely going to have to roll.

(40:47 - 40:51)
Okay. So the target number for this infection round is 10. You have to get under.
(40:51 - 40:58)

If you get 10, you are infected and you will die. So you need to get nine or lower. With all the
dice? Yes.

(40:58 - 41:02)

All five dice. So we have five dice. They are special dice.



(41:02 - 41:08)

Two sides of them are blank. Two sides of them have one and two sides of them have two. So
yeah.

(41:08 - 41:17)
Good luck. Jesus Christ, Neil. Did he? No.
(41:19 - 41:27)

| would not have jokingly gone Jesus Christ, Neil, if he actually got his character killed on the first
session. Sure am trying though. Okay.

(41:28 - 41:32)
Since that was dramatic, Bryce, what did you end up with? Seven. Okay. You're fine.
(41:32 - 41:41)

You're not infected. A few tense hours will go by, but you aren't showing any real signs of
infection. None there.

(41:41 - 41:44)

Six. Okay. You are also totally fine.

(41:44 - 41:50)

Your Uncle Helgi? Okay. Not totally fine. Why? Okay.

(41:50 - 41:56)

What did you roll? Nine? Huh? What did you roll? Nine? Oh, no. He rolled seven. Okay.
(41:58 - 42:06)

So the infection number will go down because nobody got infected and this makes me sad. So
we will. Your new infection number is nine.

(42:07 - 42:22)

This will keep going down until somebody gets infected. So what do you guys want to do now?
Oh, we need to figure out what your permanent injury is going to be. Oh, no.

(42:23 - 42:38)



So what do we feel is appropriate for a permanent injury considering what has just happened?
There are sometimes mechanical effects from this, so maybe be wise on your first permanent
injury. Yes. I'm imagining cold sensitivity.

(42:39 - 42:44)
You have a big, ugly scar across your chest and it's just sensitive. Yeah. That makes sense.
(42:45 - 42:58)

But that's literally the first suggestion. So like he gets more itchy when it's cold outside or
something? Yeah, yeah. Like the old guys.

(42:59 - 43:18)

If you've ever gone to the pool on a Sunday at like 8 a.m., there's old guys talking about sensitive
scars in the pool. Oh, | hate how specific that is and how accurate that is. | mean, that's always
an option.

(43:18 - 43:33)

You just have just an incredibly itchy scar for basically the entirety of this game. It's just going to
be a constant irritation. You could go for... My idea was going to be like nerve damage.

(43:34 - 43:44)
Like you have more difficulties with some fingers maybe? Yeah. Yeah. | got hit in the chest.
(43:44 - 44:01)

And there's a lot of muscle movement there. So my only thing was maybe like a dexterity type of
restriction. The skin tightens up the muscles there and | lose a bit of arm.

(44:01 - 44:03)
Mobility. Yeah, yeah. We can do that.
(44:04 - 44:10)

But that's really bad for... Yeah, it is pretty bad. I'm also in for this. | would say you would like flip
a coin.

(44:11 - 44:18)

You either take one or two dex damage. Like I'm fine with that. | don't want you to roll a d8, which
is what | would want to have done.



(44:18 - 44:24)

But | think this would be fair first time around. So you could flip a coin basically. And then you're
either going to take one or two damage.

(44:26 - 44:31)

One. Okay, you take one dex. That may or may not affect your dodge skKill.

(44:32 - 44:36)

Yeah. So you just need to check that. Oh, yes.

(44:36 - 44:41)

One change. Yes, | will kill you one piece at a time. I'm pretty sure it does, doesn't it? Hold on.
(44:41 - 44:51)

Because it's half and then... Yeabh, it is half. If your dex was an even number, then it definitely lost
one point. If it was an odd number, then it probably didn't.

(44:51 - 44:55)

Oh, it was 55 and now it's 54. Then you probably didn't lose one. Okay.

(44:55 - 44:57)

Because we always round up. Correct. Okay.

(44:58 - 45:03)

Look at the old maths wizard in the corner. Oh, I'm doing maths so fast. Just watch out.
(45:03 - 45:17)

It's going to be so wrong soon. Okay, it was that, right. Yeah, what do you guys want to do now?
That was such a brutal combat for a first encounter.

(45:20 - 45:24)
I'm looking at that number with glee. Oh, God. Absolutely.
(45:25 - 45:40)

How is Helge looking? Is he... He's fine. It really was just a graze and he's like, you know,
something they were wearing just kind of like cut part of his skin and it doesn't look a fairly



straight cut. But, yeah, he seems totally fine.
(45:40 - 45:49)

Just literally just a scratch. Well, I'm expecting Anna to do first aid on the person that can't do first
aid on themselves. Yeah, yeah.

(45:49 - 45:56)
She can do that. | have to move the NPCs, the DM controls. Yes.
(46:02 - 46:16)

Wow. She sits you down. She looks at the area that has been bitten and she kind of gives that,
like, God, | hope not.

(46:16 - 46:19)

But she doesn't say anything. She's a professional. It's a graze.
(46:19 - 46:23)

It's just a graze of teeth. Yeah, yeah, yeah. Sure, it'll be fine.
(46:24 - 46:37)

Yeah, she cleans it out. She does, like, two stitches, the worst there probably is, and then, like,
wraps it up very, very, like, well, makes sure there's a little salve on it. And she did a hard
success, so you get five points back.

(46:38 - 46:44)
Five hit points? Yeah. Well, I'm at max, so. So, yeah, every level of success is an extra D3.
(46:45 - 46:53)

Nice. Yeah. And for those who have suffered wounds, they can do medicine checks in the
morning, so it's a possibility of getting more healing.

(46:54 - 47:09)

All right. But, yeah, this is your evening. Anything else? Okay, | feel like we should start, like,
looking over supplies, checking out, like, gathering backpacks.

(47:10 - 47:22)

Like, if we're going to be doing this, let's at least prep now so that, like, in the morning when



daylight arrives, we're not just going to be fumbling around. Right now. Sorry.
(47:23 - 47:40)

Right now, spoken in very hushed tone. Yes, | will assume everybody is speaking in hushed
whispers. We should be as quiet as possible to not attract more attention, and in the daylight, we
can make as much fucking noise as we want, and | don't care what Anna says.

(47:41 - 48:00)

And then he just looks back over at Bryce, who is probably lying on the kitchen table. You know
what? | was probably very fast. | think it's definitely, like, woozy from blood loss, but trying to, like,
trying to think of, like, what now? Look around and assess.

(48:01 - 48:14)

Probably starting with, like, moving things back into barricade because he's strong and he can't.
Bryce, Bryce, Bryce, lie down. You're going to bed now.

(48:15 - 48:19)

Please. I'm fine, I'm fine. No, you're not.

(48:20 - 48:25)

No, I'm not, but it doesn't matter. We can move these things. It's okay.
(48:25 - 48:28)

Please lie down first. You can move them. You'll make noise, though.
(48:28 - 48:32)

| heard you do it before. We didn't. We made no noise.

(48:33 - 48:48)

And Helgi just kind of puts a finger out his lips and says, let the boys move the furniture, and you
and Anna, you go lay down. We've got this, and, yes, we will do supplies tomorrow. The intention
is we will be leaving.

(48:50 - 48:53)
| have to go with Anna. | have to go with this. This is the right thing to do.

(48:55 - 49:01)



So we will grab what we can and we will go. We will. Too bad.
(49:01 - 49:16)

Please. With the two wonky and wounded put to bed, you're able to pass the night quietly. | was
going to say calmly, nicely.

(49:16 - 49:18)
It's a really good night. It's not. It's a terrible evening.
(49:19 - 49:40)

But there is no more sounds coming from the outside other than the obvious, like, animal sounds.
And, yeah, | think probably maybe an hour before dawn proper, Helgi is up and awake, and he's,
like, beginning to check on everyone, making sure that everyone has something to eat,
something to drink, that people are beginning to be roused. He's already gotten, like, a lot of the
packs that are around together.

(49:40 - 50:01)

He's also very quietly and subtly managing, had already, like, stacked up all the sleeping bags
that you guys have and had begun to move a lot of the food into one place and then was like, you
know, I'm going to get everyone else to help me with this now. He'd done his best to get
everything ready to not, like, cause fusses and arguments. And, yeah, you're able to get up and
start your morning and figure stuff out.

(50:01 - 50:12)

For the walking wounded, we should probably get some medicine checks done on Bryce. All
right. Was first aid ever done on Helgi, or are we just ignoring him? I'm assuming he's going to be
fine.

(50:13 - 50:18)
It really was just, like, one hit point. Okay, thank you. Yeah, man.
(50:20 - 50:39)

21 on the roll, so that's a hard success. In that case, that is 2d3. You can use the teeth dice to do
al 2,3.500is1,1lis 2, 2is 3.1was going to go with the blank being 3. Oh, yeah, that makes
sense.

(50:39 - 50:45)



Whatever you do, you just remember it. Yeah. So that's 3 total.

(50:46 - 50:51)

Nice. And he gets a point because it's the start of a new day. Yes.

(50:51 - 50:56)

We're ignoring the 1d3 healing per week. We are doing 1 HP per day. So at the crack of dawn.
(50:57 - 51:12)

Thank you. See, now all you need is some orange juice and you'll feel right as rain. Why would
you say that? There is no orange juice on all of Iceland anymore.

(51:13 - 51:24)

Look. Look, I'm just working with what | learned from the textbook, all right? This is what | know. |
got to confer the knowledge, man.

(51:26 - 51:36)

It's certainly a choice. Oli doesn't say it, but he's thinking then keep a fucking diary to yourself.
Yeah, everyone's up and about.

(51:36 - 51:43)

You do notice that Anna is coughing a little bit more. You don't spot any more blood. Maybe she's
really good at hiding it, but she's definitely not good.

(51:43 - 51:48)
Not good. But she's functional and moving. Yeah, and you all find yourselves up in the morning.
(51:48 - 51:57)

How is Bryce doing HP wise? He's at nine. Okay, that's not bad. Some more hit points than some
of my NPCs you're doing for.

(51:57 - 52:04)
Not even worried about you anymore. Yeah, Anna's got scurvy. She's about to die.
(52:05 - 52:09)

We really need that orange juice. You were right. The only time that would have been applicable.



(52:10 - 52:16)
There's none here. All right. | was thinking about it last night.
(52:17 - 52:28)

I'm assuming we're like standing around the already packed fucking hallway. Yeah, like
everything is kind of like nothing's been put to bags, but everything has been like laid out. Just
like these are the things we should probably take with us.

(52:28 - 52:33)
So that is all there. All right. Last night was a shit show.
(52:33 - 52:41)

An absolute fucking shit show. So | think that reinforces my point that we will not make it in five
days. We will be dead.

(52:42 - 52:45)
Period. There is no arguing about it. Look at what happened just from us making noise.
(52:46 - 52:56)

We have to take it slowly. So the first thing we have to do is like Nonni said, we have to find the
radio that works. And tell Vig we are on our way, but we are moving slowly.

(52:57 - 53:07)

| think that is healthy notes. | think that's a very wise course of action. We should make, if we
pass through towns, we should make it one of our priorities to find a radio.

(53:07 - 53:13)
Yes. And if we find the radio, great. If we don't, we just keep moving.
(53:13 - 53:27)

But we move at a steady pace, a smart pace. A couple of hours before dusk, when the sun sets,
we start looking for safe places to be. We need to just do it smartly.

(53:27 - 53:43)

| think that's wise. Also, not that | doubt your skills, but do you know how to use a gun, Anna?
She knows. Okay.



(53:46 - 53:53)

Terrible story though. She takes the pistol apart and you can see there is only one shot left. Oh
God.

(53:54 - 54:04)

All right. This is a question for the group. Who's the best shot here? Is it you, Anna? Has anybody
else been shooting? No.

(54:04 - 54:15)

Never touched a gun in my life. | can shoot a little bit. | don't think we really want to unless it's last
resort.

(54:16 - 54:34)

Yeah. But if it is the last resort, | prefer the best shot as the gun. Anna has been describing some
weird zombies, so there might be a scenario where we have to.

(54:36 - 54:53)

How heavy is the black case with the vials and all that? If you were going to put it on a scale, I'd
say encumbrance two. It's bulky more than it is heavy. It just takes up a lot of space.

(54:55 - 55:03)

Okay. | have a little bit more ammo in selfless, but not much probably. Ammo? Yeah.

(55:05 - 55:13)

You don't have a second gun in selfless? Yeah. He'll describe to you where it is. It's stowed away.
(55:14 - 55:27)

It would be stowed away under a floorboard in the office of your home. Wait, under a floorboard?
Is it not a legal gun? Not really. It's a long story.

(55:28 - 55:51)

Anna kind of puts her hand on your arm. She kind of gives you like a look and then she flips the
gun and she hands it, the handle out to you, Bryce. How good are you with it? Good enough to
use the last bullet when | would want it, but not if you actually needed to shoot something
properly with it.

(55:53 - 56:00)



| can take it if you want. If it's too much, | can take it. You just hold on to it for now.
(56:00 - 56:07)

She puts it back on her waist. She puts an arm around you and rests her head on your shoulder.
Okay.

(56:08 - 56:12)
Gun sorted out. We'll use it if we have to. I'd rather not.
(56:12 - 56:25)

Obviously. So how many days worth of rations do we have now that there's five of us? Let's say
that a full day's ration is about two and a half encumbrance. All right.

(56:25 - 56:36)

You need that to really save off hunger and thirst. That's the bare minimum, but you do need that.
That's a mixture of like cans, dried stuff, water, which is always going to be one of the heaviest
things.

(56:37 - 56:52)

You can replenish water fairly quickly though. You probably have about 40 rations here. You
have enough for if you are going to be holed up for a while, but your encumbrance is limited by
whatever your encumbrance number is.

(56:53 - 56:57)

4-0, 40. Yep. | have a good stockpile here.
(56:57 - 57:04)

So eight each. Right? Math. Yeah, that's correct.
(57:04 - 57:16)

You are correct, Bryce. | was trying to multiply eight by 2.5. That's 20. Yeah, it's like a straight up
even 20.

(57:16 - 57:20)
Okay. Well, that's more than | can carry. Yeah, that's bad.

(57:22 - 57:44)



| have about 10 encumbrance points to spare. So the encumbrance is kind of a mixture of the
backpacks they're carrying, the sleeping bags that they have, any cooking equipment, spare
clothes, because you're probably going to get wet or cold in Iceland. And if you're wet and cold
when you're trying to rest, you will be exposed and you will not get your fatigue back.

(57:45 - 58:04)

So, yeah, they've really gone through and figured out what they would want on the day they
extract from the cabin. So not everybody has a lot of free encumbrance space. Anna has all the
encumbrance in the world, less the three, which is her bag and the magic black box.

(58:06 - 58:26)

I've got a lot of space in my bag and | can carry it. Put whatever you need to in there. I'll grab four
days of ration.

That is already a lot. I'll join you in that. So now | am 0.3 below maximum.
(58:27 - 58:37)

I'm 0.8 below maximum. Okay, so how much did you both take? Four each. Four encumbrance of
it each? No, four rations.

(58:37 - 58:49)

Four rations each. Okay, so eight. How much can Helgi carry? Helgi has... Just tell me how much
to take off my fatigue.

(58:50 - 59:01)

Basically, as much as we can. | could probably take all of that. You do still need to include your
sleeping bag and whatnot? Mm-hmm.

(59:01 - 59:18)

Okay. With everything that | have, | have 9.9, so 10, with basic things without rations. And then if
you added all of the rations, | have a maximum of 32.

(59:18 - 59:32)

So, | mean, you can almost... 32 would be... No, you have 32 maximum, so you have 22 left over.
Yeah, a good chunk of it. Yeah, you can carry nine rations comfortably, I think.

(59:33 - 59:38)

Okay. Yeah, because 10 would be, what, 22 and a half? Yeah. Okay, then I'll mark nine.



(59:39 - 59:47)

Yeah. Helgi has seven space left, because he is going to be one that's carrying the cooking ware.
All right.

(59:48 - 1:00:02)

So that would be, what, three rations? Yes. And then am | at max fatigue? Do | have a
calculator? Your max fatigue should be the same as your encumbrance. It shouldn't have been
affected by your dex change.

(1:00:02 - 1:00:16)

No, but I'm saying after | put my rations in, | have to recalculate my space, right? What? No, no,
no. Your fatigue gets affected if you go over your encumbrance. But | have to keep track of it.

(1:00:19 - 1:00:27)

So you're... | don't have to keep track of my total. | need to know what | have now. Oh, your
encumbrance.

(1:00:27 - 1:00:41)
Yes. 9.9 plus what you said, 22.5? Yes. 31.4? 32.4. Oh, you're 0.4 over.
(1:00:41 - 1:00:53)

All right, you'll just drop one ration. | will allow this for now, because I'm assuming you guys are
going to have to eat a ration today, so I'll allow this for today. That's actually a good point with
courging before we leave, huh? Yeah.

(1:00:53 - 1:01:00)

Yeah. You eat all the rations that you need for today, so today you don't go hungry or thirsty.
Okay.

(1:01:00 - 1:01:06)

Sounds like we're going to leave rations behind for some other survivors to find. Yeah, probably.
Anna will also take three.

(1:01:06 - 1:01:24)

She doesn't really have a lot of room and also is not very strong. All right, everybody's fatigue
should be at max before you start. And yeah, bear in mind that a lot of physical shit will cost you
fatigue points, so just be mindful of that.



(1:01:24 - 1:01:31)

We should have been doing that in the battle, shouldn't we? Yes, but | knew the battle probably
wouldn't go more than three rounds. Yeah. So | was not too worried.

(1:01:32 - 1:01:40)
Okay. You guys are as kitted as you can be right now. Yeah, you guys make your way out.
(1:01:42 - 1:01:51)

Yeah. We start heading towards Kyrgyzstan. With the sun coming up behind you, you see a
group of five making their way towards the town.

(1:01:52 - 1:02:23)

Hello, and thank you for listening to episode two of Vaarudrpg. | want to encourage everybody
who's enjoying the series so far to go check out our website, vaarudrpg.com, V-A-A-R-U-D-R-P-G
dot com, where you can find a bunch of information about all the characters, about all the actors,
and links to a bunch of interesting stuff. You can even actually listen to every single episode on
the webpage, as if it's, like, 1990 internet, without the existence of our Zest feeds and YouTubes,
so you can definitely do that as well.

(1:02:23 - 1:02:39)

But if nothing else, | hope you guys enjoy us for the next episode, because, yeah, there's going to
be some fallout to some of the things that happened. Yeah. But before you leave, | want to
encourage you to listen to this ad for Ballad of the Seven Dice.

(1:02:40 - 1:02:50)

Thank you very much for joining us, and have a great day. This is Carcosa Online. We are dying
here.

(1:02:53 - 1:03:17)

This game! We here at Ballad of the Seven Dice are sorry for that interruption. That was from a
confused player from our new campaign, Escaping Carcosa, which can be found on the Ballad of
the Seven Dice's podcast feed. Please let us out! They're eating us! They're eating us! The story
follows two groups.

(1:03:18 - 1:03:43)

One is a group of investigators trying to free the trapped players using Call of Cthulhu 7E. The
other is a Pathfinder 2E group that is trapped inside Carcosa Online. You can also find a visual



novel version of our show on our YouTube, and we also have live airings of our episodes every
second Saturday at 4pm CST.

(1:03:45 - 1:03:54)

Tell them I... We hope to see you there! And remember, Nostradamus Corporation cares.
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