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File preview

RollPlay Swan Song - Week 1 Part 1

JP: Hello and welcome to the premiere of Roll Play Swan Song, the latest show in the Roll

Play franchise, I guess you could say. I’m JP McDaniel, one of the cast members here.

You’re going to recognise pretty much everyone on the show, except for the guy right down

in the centre, under the logo, and that is of course Adam Koebel. You’ve probably seen him

around, at least in these parts, for Dungeon World. He’s done a couple of things with

Misscliks as well, but Adam, why don’t you start off and first off tell us a little about who

you are, what you do and why you’re here?

Adam: Alrighty. I am Adam Koebel. I am the co-creator of Dungeon World, but today I am

the Space Master of Space. What I do? I master space, right now, for the next few hours.

Yeah, that’s all I’m about right now.

JP: What about not right now? What else do you do aside from that? You DM – how many

other campaigns do you DM actively?

Adam: This is campaign number three. For me, I’v got two live campaigns that I’m running

right now. I’m playing a game of Burning Wheel that just got started, and I’m playing a game

called Night Witches, which is about-,

JP: I’ve heard a lot about that.

Adam: Soviet bomber pilots in World War 2, which is also pretty cool.

JP: That’s like a table-top RPG as well?

Adam: Yeah, it’s pretty bad-ass.

Geoff: Do you guys get into the accent?

Adam: I do, for sure. Accents are key. For everybody else, it varies.

Steven: Damn straight.

JP: Nice, we’ll have to-,

Geoff: If you’re going to do a Soviet D&amp;D thing, you’ve gotta be-, everyone’s gotta be-,

JP: You’ve gotta be into it.

Geoff: Comrade.

Adam: Yeah.

Wheat: Listen to me. Let’s go bowling.

JP: That’s all Wheat knows. That’s his entire repertoire of Russian-,

Geoff: Bowling for Nazis.

JP: Exactly.

Geoff: Oh shit, is everyone wearing glasses but me?

JP: Er, yeah.



Steven: Get with it, Geoff.

JP: Also, Wheat shaved his beard. We were gonna have a fully-bearded cast, but Wheat

fucked it up.

Steven: Wheat.

JP: What are you lookin’ back at the-,

Steven: He’s got the soul patch.

JP: I see, like, this, but then I look at Adam and I’m just like, well shit Wheat-,

Wheat: I had to reset.

JP: You had to reset. Let’s intro everyone else on the show. Again, you probably recognised

them before as they are all already on other Roll Play shows, but Wheat, why don’t we start

with you? Who are you and what do you do?

Wheat: Yo, I’m djWheat. You might have seen me in other Roll Play shows, such as R&amp;D

and Cross the Good Life and other things, and I’m excited for this one, here. Let’s do it. I

stream and I do some shows with JP. I do some shows with Geoff, and I just want to go on

the record, I’m glad you let me go first because, yeah, I’m excited obviously because we have

Adam as our Space Master, but I am fucking thrilled that I get to play with the one and only

Steven Lumpkin, so boo yeah, let’s do it!

JP: We’ll use that as a segue. Steven, it’s your first Roll Play show as a player character.

Steven: It’s true.

JP: No longer are you pulling the strings. Well, maybe you are but-,

Steven: Ah, that’s what you all think.

Geoff: You’re going to have your hands full, Adam. This guy…I DMed this sonofabitch.

Adam: I’m not scared of Steven. I’m not afraid.

Geoff: I believe he was rolling around in poop. I think he tried to set Neal on fire and kill

him.

Adam: I particularly remember you guys butchering my game. That was great. Thank you

for that.

Steven: No, I had a lot of fun rolling around in poop, in Dungeon World.

JP: Nice. For those just joining from the front page, Steven’s the weird one. He’s the odd

guy. Just go with it.

Steven: Hi guys. So, I run some other roleplaying shows on Role Play, including R&amp;D and

maybe there was another one, I don’t know, and I work in the video games industry. I’m

currently working on a game called Warhammer 40,000: Eternal Crusade. It’s going to be

awesome, and I think that’s about it for what I do online.

JP: Wheat, I’m just going to give you the platform. People are wanting a close-up of the shirt.

I saw you going like this, trying to get it in there.



Wheat: Let’s go.

JP: Is that a One Piece shirt?

Wheat: It is, and who’s the best One Piece character, do you think?

JP: I don’t watch the anime or anything.

Wheat: That’s alright. The correct answer is ‘Nico Robin,’ just so you know.

JP: Oh that’s right. You’ve lectured me before about Nico Robin.

Wheat: She’s the best.

JP: Yeah, it’s a female character that-, I forget. Wheat, just tell us.

Wheat: She grows hands out of her body.

Adam: Yeah, I do that too, look.

Wheat: No, like, multiple. She’s the best.

Geoff: Do they stay on her after she grows them?

Wheat: If you want them to stay on her, they can, but they’re not permanent.

Geoff: Oh my god, Wheat.

Wheat: Look at chat. They’re agreeing, so…

JP: Chat’s lovin’ it.

Geoff: That’s good, right? Chat agreeing with you? Yeah?

Wheat: Yeah, actually it is. It’s pretty good.

JP: That ‘once in a lifetime’, when the stars align, chat agrees with someone on the stream.

That’s what happens. Geoff, what’s going on with you? Who are you and what do you do on

the Internets, or in life?

Geoff: What’s up everybody. In case you’re just now joining us, I’m a former, full-time,

professional Starcraft 2 player for Evil Geniuses. Now I’m more of a commentator, host,

personality kind of thing. I still play. I’m still competing. I’ll be at Red Bull Atlanta

Battlegrounds this coming weekend where Wheat will be joining us, I believe, right, Wheat?

Wheat: Negative.

Geoff: Goddamn it. I just assumed. I apologise.

Wheat: Hey, you know, I’m bummed. I was supposed to be there. I think I actually said it

already, but yeah. I wish I was going.

Geoff: He sometimes shows up there. I’ve been doing shows with JP, which is actually kind

of weird to think about, for-,

JP: Two and half years now?



Geoff: Is it only two and a half?

JP: No, State of the Game was-, maybe three years.

Geoff: Three or four now, I think. Gettin’ old, that’s what we’re doin’.

JP: Yeah, we’re gettin’ pretty old.

Geoff: I’ve been with the McDaniels for a while now, doing shows. We’ve been doing some

role play. I’m on Solum. Before that it was just called ‘Roll Play,’ I guess, the original one.

JP: Yeah, it was the flagship show. Still is.

Wheat: You sound salty about that, Geoff.

Geoff: Not salty about that at all, man. Those were good times. Are you fuckin’ kiddin’ me?

Wheat: Asshole!

Geoff: Check out those five. They’re on JP’s thing. His Youtube. And then, for me, I’m also

a Warhammer fanatic. So, Steve and I have bonded over that. He’s creating a Warhammer

computer game. I play the vanilla, the original Warhammer 40,000. Terrans for life. The

Great Devourer. Other than that, you can just, you know, find me on the Internet. We’ll see a

lot of each other if you check out the show, so thank you.

JP: Yeah, I think Geoff is probably a part of-, I think we’re in the 400s, now. 400 hours or so

of content, roleplay related. I think you’re probably in like 200 of it.

Geoff: Yeah.

JP: You’re in a good portion of it.

Geoff: I’ve been around for a while.

JP: Yeah. Alright, cool. That does the intros and everything. Adam, I guess this is your turn

to take it away. Typically the DM will, from here on out, tell us what the fuck this game is,

and I guess you could probably tell us why the show’s called ‘Swan Song,’ because I think a

lot of people are wondering.

Adam: Totally. So, the game we’re going to be playing is called ‘Stars Without Number.’

It’s a sci-fi roleplaying game, based primarily on basic Dungeons &amp; Dragons, so real oldschool, real lethal, very simple mechanically. It’s got a skill-set that comes to us from a game

called ‘Traveller,’ which if you’re an older nerd, you’ve heard of. If you’re not, Traveller is

to sci-fi RPGs what D&amp;D is to fantasy. It came out in the 70s and Stars Without Number has

got a skill system that’s sort of based on that, and Stars is what we call a sandbox game. So,

rather than me leading the players from plot point to plot point, I’m just going to say, ‘Here’s

the universe. Go be in it.’

Geoff: Go forth.

Adam: The show is called Swan Song because that’s the name of the ship that the characters

are responsible for. It’s technically property of the Sunbeam Multistellar Corporation. You

guys owe an ass-ton of money on it, and the games going to be about paying that money

down, in your ship. Or, you might just bail out part way through, and then it’ll be about

evading people trying to collect money for the ship.



JP: I hope, actually, within the first ten minutes we lose the ship, and then it’s called Swan

Song for no fuckin’ reason.

Steven: ‘Part way through,’ Adam? Debt is one of our primary responsibilities.

Adam: Well, the great thing about the show being called Swan Song is that ‘swan song’ also

means ‘the last glorious thing you do behind you die horribly,’ so, you know, multi-purpose

title there.

JP: There you go.

Adam: So, for today, it’s the name of the ship.

JP: We can just name each season. I mean, I can fit eight characters in there. We’ll be good.

We can change the title any time we lose the ship. Just, let’s get through a couple of episodes,

because it’s not cheatin’.

Adam: So, the setting is inspired primarily by classic era, 70s, 80s, sci-fi, Sid Mead concept

art, Blade Runner, the novel ‘Dune’. I’m particularly inspired by Ian Bank’s culture novels,

so if you want any extra media to absorb while you’re desperately waiting for the next

episode, go and do that. So, things that exist in Stars Without Number: faster than light travel.

Ships have what are called ‘spike drives’ that allow them to drill down into sub-space and

travel at faster speeds. Psychic powers are really important to the setting, primarily because

the sector that the characters are in – it’s called Asgard Sigma – it’s very far away from Earth.

So far that no one that lives in that sector knows where Earth is anymore. The people of this

setting have been separated from Earth for a very long time by an event called ‘The Scream’

which was horrible psychic backlash that killed most of the powerful psychics, and now

you’re stuck out in the wilderness, trying to get by.

There are aliens. We may or may not see them. Cybernetics are a thing. You know, standard

sci-fi stuff. Energy weapons, repulsors, space ships, cool motorcycles, that kind of thing. But

one thing you don’t have is faster-than-light communication, so in a lot of ways the setting

feels a little like a high-seas thing where you have to take communication on-board your ship.

There are mail ships, travelling from sector to sector, delivering news. So what might happen

in one sector might not reach the far reaches of the sector for a while, so that’s something to

keep in mind. The characters are all members of the crew of the Swan Song, filling various

roles. The Swan Song is a small, free-merchant ship built on a freighter hull. It’s got a simple

spike drive. It’s got 1000 or 100 tons of cargo space, on the sheet, you guys have it, and

hopefully you’ll be using that cargo space to move expensive stuff around.

So, what we’re going to do for character creation, we’ll jump right into it, we need attributes

for the characters. As I mentioned, the game uses the oldest of old-school, the 3D6, rolled in

order and assigned to strength, intelligence, wisdom, dexterity, constitution and charisma.

Let’s get doing that.

JP: So, who wants to go first?

Geoff: I suggest Wheat.

Wheat: Why!? No, I’m not going first! No, fuck you. Steven has been GMing for years. He’s

going first.

Steven: Alright, I’ll go first.



Wheat: And fuck you, Geoff!

Adam: We’ll do them altogether. Steven, roll your 3D6 six times and then we’ll move on.

We’ll get everybody’s attributes before we-,

JP: So, I want to state that in other Roll Plays, typically where we do the 3D6 or the 4D6, I

guess mostly Solum and D&amp;D, it was always 4D6, remove the lowest one. So this is even a

little bit more hardcore than that, but, what’s the ruling again Adam? You can change it from

an 8 to a 14, or something like that?

Adam: There’s two ways you can move your scores around. So, you can reduce scores that

are above 13. You can basically mediocritise yourself, so if you got a 16 you can bring it

down to a 13 to bring your 4 up to an 8. So there’s a middle band between 8 and 13.

JP: Or to a 7?

Adam: Yeah. You can move them up, but you can’t bring a low score above 8 or lower a

high score below 13, and then when you choose your class you’ll be given the opportunity to

bump one of your prime requisites up to 14 if it’s not already. So, the thing about this is,

because it’s based on that old version of D&amp;D, the attributes really aren’t that huge a deal.

Your skills are way more important. The way you just get shit done, in character, is going to

be way more effective than being like, ‘I’ve got a plus 17,000 on my strength. I’m going to

punch everything to death.’

JP: Okay.

Geoff: Which is still cool, Adam. Alright?

Adam: Yes. It is cool, but do it without the numbers, man.

JP: Also, do we go in order? Is it, the first roll is strength?

Adam: Yeah, the first roll is strength, intelligence, wisdom… It’s terrible.

Geoff: Alright, let Steven do it first.

Adam: Alright Steven, what’s your strength?

Geoff: Should we describe our characters after the attributes? Should we introduce our

characters after?

Adam: Yeah, we’ll do character introductions-, because we’ll do attributes, classes,

backgrounds and training, and then we can talk about what your character’s about.

Geoff: Okay, cool.

Steven: Is it, strength, dex, con, intelligence, wisdom, charisma?

Adam: It’s whatever the order is on the character sheet.

Steven: I’m going, strength, dex, con, int, wis, char. Here we go!

JP: Oh my god, fifteen!

Steven: Alright, let’s see what the next one is. Oh my god, why doesn’t it let me go up? 9

dex.



Geoff: JP, can you send the warrior one?

JP: Oh, you mean the PDF?

Geoff: Yeah.

Steven: 9 con.

JP: 9s pretty good.

Adam: You peaked early, Steven.

Steven: 15, 9, 9, 9, 9, 9. (Rolls a 7). Oh no! (Rolls an 8). Oh no, this is going to be the worst.

Geoff: It’s not all about the numbers, though. Remember that.

Steven: (Rolls a 14) Ahh, so nice!

Geoff: You’re a (?), charismatic guy.

JP: So it goes, strength, dex, con, int, wis, charisma.

Adam: So Steven, while we move on to the next person, you can keep that 15 and 14 if you

want to, or you can bring them both as far down as 13, to bring up the other scores, but the

only thing you could bring up would be int, by 1.

Steven: Oh, I’m keep them.

JP: I’m going last.

Wheat: I’ll go now. So, strength, 11. 10. 12.

Adam: ‘Slightly above average’ guy.

Wheat: 12, and, bring it home!

JP: 13.

Wheat: No, Adobe, why do you do that? Now my character sheet crashed.

JP: Don’t worry, I’m recording all of this. Well, you’re going to be adjusting it, so you’re

going to have to tell me what the final ones are.

Wheat: Okay, I’ll re-do it again. What was my int, 13? And then, 12.

JP: King of mediocrity.

Geoff: Well-rounded.

Wheat: And charisma (rolls a 13).

JP: Damn, good fuckin’ rolls from Wheat. Geoff, one of us is going to suck, man.

Geoff: I know, I know. Can we just have Wheat roll for me?

JP: Geoff, you’re up next.

Geoff: Alright, alright. Roll 3D6.



JP: 10.

Geoff: That’s about what I was imagining.

JP: Next, 10. 9. 9.

Geoff: Is there one more?

JP: There’s two more. 10.

Geoff: Oh, god!

JP: Last one, charisma.

Geoff: It’s going to be a 9. (Rolls an 8).

JP: Those were the worst rolls. Goddamn it.

Geoff: You guys are lucky I’m really good at, you know, imagination shit, because the

numbers ain’t doin’ it for me.

Adam: Try to imagine yourself having better stats, maybe?

Wheat: So, Adam, we have two columns in the stats.

Adam: One of the columns is for the number. There’s a modifier that’ll be what you roll,

when you have two rolls. You can see it if you have the PDF on page 10. We’ll get to that in

a second. Just be consistent, like fill out the left-most one with the numbers you’ve already

got.

JP: Okay, here we go. Strength 13. Not bad. Dex 7. Con is next, right? (Rolls an 8). Fuck me.

Int 11. That’s not good. Wisdom. (Rolls a 7). Motherfu-,

Steven: Yeah, boy!

JP: Last one is what?

Steven: Charisma.

JP: I need this one. (Rolls a 6). Fuck! I only have two double digits. That’s so bad.

Adam: Alright, so you can move points between your scores, lowering abilities above 13 and

raising above 8 to even out. No such modifications can lower a high score below 13 or raise a

low one above 8.

JP: So I’m fucked.

Adam: Alright, so now everybody needs to choose a class. There’s only 3 in the game.

Warriors are survivors, proficient in fighting in combat. Psychics are gifted with unique

mental powers. Experts are everybody else. Experts have expertise in a wide range of useful

skills. So, pick one of those three things and then we can talk about your prime requisite.

Wheat: By the way, does anyone else have this issue with the character sheet? When I

change my dex, the con changes as well.

Adam: Oh, the fields might have the same name.



Geoff: How do you save this, actually, now that I look at it?

JP: What do you mean?

Geoff: How do you save your sheet? Or like, right-click, save as, I guess?

JP: You’ve gotta download it.

Adam: Yeah, if dex and con are linked then I’ll have to fix it. I’ll just make a note

somewhere.

Steven: Can we talk about character concepts for a second? So, Wheat, what’s the idea

behind your character?

Wheat: What do you mean?

Steven: You know, we need someone to drive the ship. We need someone to-, what is it, we

need navigation, computers and vehicle flight?

Adam: Navigation will allow you to chart your trip from one place to another so you don’t

end up in like the middle of a star or in empty space with no fuel, so it’s useful. Computers is

for managing all the stuff that happens in the system, so, communications in the ship, both

the jamming and detection, there are scanners, that kind of stuff, ‘Spock shit.’ Then the

‘vehicle space’ is the actual piloting of the ship, and it would be probably helpful if someone

had ‘business’ so you can haggle when you take jobs, but not necessary.

JP: So, Wheat, what were you going to go with? Were you going to take any of those?

Wheat: So, my character is going to have the computer skill.

Steven: Okay, cool.

Geoff: I’ll take business, too, if we need that. Can a warrior take business, or do you need to

be an expert to take business?

JP: It depends on your background, right?

Adam: Yeah, what’ll happen is, after you pick your class-, so the class really just modifies

your stats and gives you a special ability. Your ‘background package,’ which is your

characters early training and origins, like where you came from, you can pick up business

from that, if you want to, and then your training package is like, what kind of warrior you are,

so like space marine or primitive dirt world, or whatever. If you want a skill that’s outside of

what you’d expect in your normal skill package, usually the background covers it.

JP: Okay. I assume everyone’s picked a class, so Steven, what class are you going with?

Steven: I was thinking I was going to be an expert.

JP: Okay. Wheat, you’re going psychic? Is that still true?

Wheat: I’m going psychic, yes.

JP: Okay. Geoff, are you still going warrior?

Geoff: Yep.
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