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EDITORIAL

2016. Our Facebook page can be found here:

NewCon beckons, and while this event is
almost exclusive to the Knights of Misspent
Youth, I cannot contain my anticipation. What
is NewCon? – Well, it’s a retreat to discuss
KOMY’s future attendance at conventions – in
particular, to find a new event to attend
annually. The countdown began a long time
ago but as the day draws closer, the reality is,
that at the time of writing this Editorial, we
are just over a month away from the
gathering that makes me want to run around
the room and dance with joy. This year has
been difficult, but there is always hope of a
brighter future. On the plus side, Killing Time
was released in March in both paperback and
Kindle editions. If you haven’t yet got your
copy, you can find the book available here:

So what does the future hold for KOMY and
the games we play. This game year July 2015
/June 2016 has not been ideal. Games have
been less consistent than I would have liked
and the focus has suffered similarly. Both
issues are easily corrected, but in reality, the
new world does not lend itself to consistency
as the challenges of living get in the way. The
quality of life can be eroded by little or no
restrictions on working hours, and a casual
24/7/365 acceptance of everything from
working to shopping. While we cannot change
everything, and it is unlikely that the world
will revert to a family and people orientated
approach, one word of caution is needed –
live life before it passes you by.

Amazon.co.uk
Kindle Version: http://amzn.to/1Ta5Kop
Paperback version: http://amzn.to/24D4ePt
Amazon.com
Kindle Version: http://amzn.to/1p0QGgx
Paperback version: http://amzn.to/1L6mcUf
Also available on all other Amazon sites!

Fallen, the third in the Brethren series is
currently in editing and will be released
shortly along with newly edited editions of
Nightmare and Vampire.
The long awaited GM’s Guide Knightshade:
The Grandmaster’s Tome follows with an
expected release date in July 2016, assuming
the Author doesn’t try to change things again.
As noted in the last issue, BDP has been
actively working on increasing our social
media presence, firstly through our Twitter
following. If you haven’t followed us already,
we would appreciate your support. Our
Twitter handle is @BDPubL. Similarly, we are
working to enhance our Facebook presence to
coincide with a number of key launches in
BLANK

http://on.fb.me/1L0Yzqn
Please feel free to share these links.

On a lighter note, congratulations to Sir
Martin of Mason and Lady Eva Widermann of
Mason on the birth of their son, Max, in
March – I feel a disturbance in the force... see
later in issue.
Congratulations to Sir Eoin of Moloney and
Lady Amanda of Moloney on the birth of their
twins, Catherine Linda and Gabriel Gordon in
April.
Congratulations also to Sirs Dane and Luke
of Shea for Dolphin RFC winning the league
and the cup in the under 18s division.
Until next issue, Master Sage.
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Dear Fumble,

Welcome to the Letters page, where we
review comments, answer the questions
posed, and provide appropriate advice to all
of our readers queries.
Dear Fumble,
I am totally disillusioned. I don’t want to
play games anymore when all they do is
depress me. My GM barely acknowledges
my contributions to the game and I face
each week wondering if my Character
would be better off dead. Of course I am
playing a vampire, and I am already dead,
but that’s not what I mean. I always seem
to be on the lowest rung of the ladder. I
attend more games than anyone else but I
can’t help but feel my GM is colluding with
some of the other Players to their benefit
and my detriment. Perhaps they just have
a better grasp of the game but I have been
over the books again and again. I think I
should just betray them all, but even if I
came up with a completely plausible plan,
the GM would just tell the others and stop
me. Any suggestions?
Disillusioned.
Dear Disillusioned,
Wow, that’s a lot to take in, but there is only
one answer – find new friends! Do it now! You
do not seem to be a part of this group and life
is too short. Find other Players and a better
game. If you think that talking to your GM will
help, do that first, but if the game is making
you feel that way, its time to get out. Perhaps
it is time to run your own game.

The last issue seemed a little off with
regards to editing. I don’t want to list the
errors as I can’t honestly hold my hand up
and say that I contribute a lot, but it
seemed rushed in its execution in spite of
being ‘technically’ late in its release.
I just want to say that I am not
criticizing, you do a great job keeping us
all up to date, but if this is caused by late
submissions, then you may need to get
tough and put some strict deadlines in
place. I know it is easy for me to say, but
it’s just a suggestion.
Yours in support.
Dear In Support,
Yes, the issue was rushed in the end and we
will certain take your comments on board. We
have already looked to impose stricter
deadlines but we are largely at the mercy of
our contributors to fill the content of an issue.
While a great number of our articles are
produced internally, it is the external
submissions that can lend a variety to an
issue. We will try to impose some limitations
for our contributors within reason, rather
than resorting to a reduced page count. You
could try sending us a submission.
http://www.baddogpublishing.ie/index.php/c
ontact-us/submissions/
Please send letters and submissions to:
Bad Dog Publishing
C/O The Kennel,
16 Killreendowney Avenue,
Ballyphehane,
Cork, T12 H9X5,
Ireland.
Alternatively you can e-mail:
submissions@baddogpublishing.ie
© Bad Dog Publishing 2016 * Produced by Bad
Dog Publishing * www.baddogpublishing.ie
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Any games played should be quick and require as
little brain capacity as possible. Drinking games are
good. Card games that incorporate drinking are
better. At this stage it may all be about pacing. At
times, some attendees may not wish to play. DO
NOT FORCE THE ISSUE. There are enough people
going to the event to fill spaces for those who wish
to participate.
---------------------------------------------------------------------------------------------------------------------------

NEWCON – MAY 25-30, 2016 – LAST WORDS
KOMY’s annual retreat will be in Birmingham
UK, the best option in 2016, for price,
convenience and familiarity, while we work
out the particulars of future excursions. This
event will also be used as a planning
conference to explore the possibilities
available to KOMY in 2017 and beyond.
Contrary to any impression given in the last
issue, NewCon is not about visiting an endless
stream of ‘hic’ refreshment establishments,
though a few visits are planned, and that will
certainly be an element. NewCon is for
everyone to get together, to relax, and to let
the pressures of the world behind for a few
days. It is essentially a retreat for our KOMY
members and a few close associates. Nothing
is written in stone, and the object of the trip is
to have fun and chill out. For those who don’t
know – this is all about maintaining the bonds
of friendship, in defiance of time or distance.

No women!!! This may seem a little harsh, but, we
are going away as a group to unwind and to leave
the world we live in behind for a while. No children
under 16 years of age or females permitted.

Some points from Fumble FN16 are worth
mentioning:
Wednesday, May 25 – Let the fun begin!
Everyone... and I mean ‘EVERYONE’, is to be at
the airport no later than 05:00. This is a group
booking with pooled bags. Please be mindful
that the moments of stress are highest when
we are travelling. With that said, first drink
will be in ‘The Last Call’ as soon as we make it
through security. If you make it through
before everyone else, have them waiting!!!
Depart Cork via Aer Lingus @ 06:40
Arrive Birmingham @ 08:15
Take train into city centre as soon as possible
(15-20 minute journey).
Thursday, May 26 – Sunday, May 29

PLEASE TAKE NOTE: The events and activities for
NEWCON require participation, and mean just
that! If you want to do it alone or stay behind
during any of the planned activities (including
meals) please do so. Social protocol states that all
bills will be shared equally, without exception.
Meals include drinks. Some activities may also
include drinks. If you are participating, then all bills
will be settled equally. If you decide that you are
not willing to abide by this rule – do not attend the
activities or events!
ANK

Everything in between is not set in stone.
There will be games, food, drink, the
occasional mad excursion, but most of all –
fun!
Monday, May 30
Do whatever you want day but book out of
hotel before 12:00. Breakfast, cocktails, and
the usual. Departing City Centre for airport @
approximately 18:00. This will allow three
BLANK
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hours to make a journey that should not take
more than 30-45 minutes. The actual train
journey is approximately 15 minutes.
Depart Birmingham via Aer Lingus @ 21:00
Arrive Cork @ 22:35
THE OTHER STUFF
Birmingham Museum & Art Gallery
Pre-Raphaelites, city history & treasure.
Cadbury World
Chocolate history & interactive exhibits.
Thinktank, Birmingham Science Museum
Hands on science & technology displays.
National Sea Life Centre
Oceanic exhibits & play areas.
Museum of the Jewellery Quarter
Jewellery heritage in preserved factory.

Wayland’s Forge
Game Store
Unit LG06A Zellig, The Custard Factory,
Gibb Street, Digbeth, B9 4AT
Opening Times:
10am - 6pm Monday to Saturday
Games Workshop
Fantasy Board Games & Miniatures.
36 The Priory Queensway,
Birmingham B4 7LA, United Kingdom.

REMINDER:

KENNELCON – JULY 16, 2016
The Kennel & Knights Bar
Cork, Ireland.
Invitation only!
19:30 – Late.

Bull Ring, Birmingham
Large, revamped indoor mall & dining.
Barber Institute of Fine Arts
Small museum of great artists & coins.
Sarehole Mill
Water museum with Tolkien Exhibition.
Birmingham Botanical Gardens
Plants, flowers, butterflies & birds.
Blakesley Hall
16th Century Tudor farmhouse museum.
Winterbourne Botanic Garden
Edwardian walled garden & woodland.
Birmingham Hippodrome
Ballet, Opera, Theatre.
Nostalgia and Comics – Forbidden Planet
Cult sci-fi books, comics and collectibles.
14-16 Smallbrook Queensway,
Birmingham B5 4EN, United Kingdom
Opening times:· 9:30 a.m.– 5:30 p.m.
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cards in his hand during his turn, he can
decide to play these on another player’s town
i.e. destroy a building. Wild cards can be
played at any time, for example to move Groo
from a player’s town, while Event cards are
game spoilers.

GROO
Sergio Aragonés, Groo is based on the
Marvel/Epic comic. It is the first card game I
bought at a convention and it is still played by
the group, along with other card games
picked up over the years. Card nights for us
provide a break from the more long running
RPG scenarios. The basic game (2 to 4 players)
comprises 60 cards: Groo, Building, Troop,
Wild, Event and Groo effect; 7 dice and a rule
book. There is an expansion deck which adds
a further 55 cards to the deck and allows for a
six player game. Approximate play time: 30
minutes.

The Minstrel card: This is an army card and if
played the player must speak only in rhyme or
discard it. Problem is the card in itself has no
attack or defence benefits. So as an optional
rule we gave it 3 points to attack / defence,
but as yet only two players have ended a
game with the minstrel in their town. Guess
some people just aren’t poets.
Groo is a relaxing, enjoyable game with a
competitive edge. KOMY give it *****
More information on Groo products can be
found at http://groo.com/. Books are also
available on amazon.

The object of this game is to be the first player
to reach 7 victory points (on their turn) and
this is achieved by building a town. Each town
card has a number of victory points displayed.
Cards can also be combined to add extra
points to a player’s total or used to gain other
benefits. Of course it doesn’t hurt to have an
army to defend your town, or to attack other
player’s towns if they are getting too big,
remember buildings equal victory points. Each
card has a cost on it and these can be
‘acquired’ during the building phase (the dice
roll).
The dice: seven blank white dice come with
the game, along with stickers to attach to
these. Yep, do it yourself dice. The symbols on
the raw material dice are: Kopins (money),
supplies (raw material), Labour, (people),
Groo heads. There is also a movement die to
decide which town Groo is visiting during a
player’s turn. If a player has Groo effects

BLANK00
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THE GMs GUIDE

ATTITUDE
Changes in Player Expectations
Player expectations can change with time.
Most games begin in some form of a dungeon
or other, chasing treasure, magical items and
other rewards that fall within an anticipated
genre. As a GM grows with his Players, the
requirement for more starts to take hold.
Players begin to expect a greater level of
detail and a more involved plot. They want to
know where they came from, what life within
the realm of the game world has to offer, and
to feel the flow of a living world that not only
reacts to their presence but continues to
move and flow even when they are absent.
Pharan the Innkeeper does not stay in the
tavern waiting for their return, unmoved by
time or events. In a living world things happen
and they have consequences to the
supporting Characters as much as to those of
the Players. The GM can struggle to give this
level of fluidity to his game. There are many
pre-determined Campaign Worlds out there,
with a bounty of material to support a GM,
but again this will only help for a short time if
the backdrop of events and Characters do not
flow with the game. If the Characters of the
Players constantly return to a locale only to
find it unchanged, there needs to be a reason.
A town or village may seem stagnant or
unaffected by events from afar, and that is
acceptable from time to time. Real world
places can often seem that way in rural
communities. However, it cannot be the
norm, and it cannot be the same for every
locale. Vary the scenes. Take note of the last
time the Characters visited an area. If it has

been a while, a lot can change. The fortified
wall they were building around the town may
be quite advanced now. If only a short time
has passed, the changes may be few, although
an Innkeeper may recognise the Characters
and react favourably, or not, depending on
how they behaved during their last visit.
The wonderful thing about Player
expectations is that they can grow with the
game and motivate a GM to add more flavour
and detail. This in turn can lend itself to a
better story and a more enjoyable
engagement for the Players and GM. Of
course, it does not mean giving the Players,
and by extension their Characters, everything
they want. There are times when a good old
dungeon crawl is a break from the humdrum
of life. The GM may wish to just delve deep
with his Players without having to add layers
of political intrigue, a fluidity for a world that
borders on the obsessive, and noting every
change to the nuances of a town that border
on madness. As in all things game related, the
GM needs to use his best judgement.

BLANKLANK
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There are many things in life that can break a
man, and many more that serve to erode the
soul. A living world can be unforgiving, but it is
the one that exists beneath the layer of
perceived normality that can crush a mind and
leave a man lost beyond hope of redemption.
Samuel Colter had touched that underworld
and now he was faced with a reality that he
could no longer deny in the light of day.
Everything seemed tainted. The subtle traces
of darkness pushing against the light no longer
seemed contained within the practical or the
explainable. Sometimes the dead did not stay
dead. Sometimes a shadow on the wall was
something to be feared. Samuel Colter was a
cop from Chicago. The place didn’t matter. He
now knew that the world had been turned
upside down and it was not confined to this
locale. He stood in an alley as the rain fell in a
haze that seemed far more capable of
drenching him than if it just let loose. Colter
had been tracking a suspect for the last three
nights, ever since the man got up and walked
away after taking three bullets to the head.
This was not the first time that something
strange and unexplainable had occurred but it
was the most obvious and undeniable
instance. It had not been casually observed, or
seen at a distance. Colter had stood five feet
away and he had been the one to put the
bullets in the man’s head. Johnny Barros. The
suspect had butchered a woman and her
three young daughters. Celia Jerad. Her
daughters were Alice, Jane and Mary. The
husband had died two years back in an
industrial accident. Alice was the oldest of the
daughters. She was nine. Jane and Mary were
twins. They were seven. Celia was only
twenty-eight. Barros had used a cleaver. He

had made the children watch as he did the
most awful things to their mother. Her death
had not been quick. The deaths of the
children had been swift, almost an
afterthought. Colter had lost his perspective
after seeing them. He had pursued Barros. He
already knew that he would not be taking him
in by the time he had caught up with the
deviant. Barros grinned at him from eyes of
liquid blackness, devoid of colour or any
indication of a soul. Colter had pulled the
trigger before he even realised that he had
raised his gun. The second shot was more
deliberate and without remorse for Barros. All
that Colter could see was the children. The
only regret he had was that Barros died too
quick. He did not suffer even a modicum of
the harm he had inflicted on his victims. When
Colter went to walk away, the hissing noise
drew him back. He watched as the darkness
around Barros seemed to coalesce with intent
and move towards the body. It oozed over
him like a black liquid and poured into his
mouth. Moments later, Barros sat up, his eyes
rich with the same blackness. He climbed to
his feet and stooped to retrieve the meat
cleaver he had been holding. Colter was held
in place, transfixed by elements of the
darkness creeping about his person that he
had not noticed forming. He could not raise
his arm to brandish his gun. Barros grinned at
him, an awful, twisted satisfied smile that sent
a shiver of fear into Colter’s being. Then he
turned and ran, leaving Colter struggling with
the dark tendrils that incomprehensibly held
him in place and kept him from pursuing. The
darkness did retreat, but it was too late to
catch Barros. For the last three nights, Colter
had walked the streets looking for Barros,
trying to make sense of it all. Tonight he had
found him, still stained with the blood of his
victims, still brandishing the meat cleaver.
Colter had his gun. He also had a hunting knife

BLANK
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THE FIRST CASE: PRELUDE PART III
DEPARTMENT X 1920
WILLIAM ANTHONY SHEA
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and a souvenir left over from the war that he
hoped would make the difference and give
Celia and her children some sense of justice.
Barros stood openly in the alleyway ahead,
brazenly waiting for Colter. He was a hulking
man of considerable size, standing well over
six feet and muscled to a point that made his
physical attributes seem excessive and
grotesque. Barros was white, but he had slick,
dark black hair and a pronounced goatee that
betrayed a trace of his Mexican heritage. His
skin, however, was deathly pale. His eyes still
exhibited the same empty and soulless black.
Colter’s first instinct was to repeat his
previous actions and shoot Barros in the head.
He resisted the urge. Barros stood no more
than ten feet away. It would have been an
easy shot. He was leering and menacing but
standing in the open. The hazy rain did not
seem to perturb him in any way.
‘What are you?’ asked Colter.
Barros grinned the same maniacal twisted
smile that he had at their last encounter.
‘Not the talkative type, then?’ quizzed
Colter while taking a step closer. He was
confident that he could get the gun out of his
hip holster and put a bullet in Barros before
the man had the chance to raise that cleaver
and counter the move.
The darkness seemed to swell around
Barros. Colter was mindful of his previous
predicament and stayed to the light cast from
a nearby building and a wholly inadequate
street lamp. He looked for signs that the
darkness extended in his direction but nothing
seemed to diminish the light.
‘You need to run, little man,’ growled
Barros. His guttural voice was strained and
had a deep throaty quality that made it seem
forced.
Colter did not hesitate. His gun was in his
hand and the shot fired before Barros had
taken his first step. The bullet hit Barros

square in the middle of the forehead and
passed through the head taking a chunk of his
skull with it as it exited. Barros did not fall.
Colter shot three times more before the
hulking form crashed into him and he hit the
ground with a bone wrenching thud. The gun
fell from his grasp. Barros held him to the
ground with one massive hand as he raised
the meat cleaver with the other. Colter
struggled against the grip to reach for his
hunting knife, fixed horizontally to his belt at
the small of his back. His fingers touched the
hilt but he couldn’t gain purchase without
moving his arm and giving Barros the opening
he needed. He pummelled at the arm holding
him. Barros looked upward uttering words
that Colter did not understand; as if the man
was making an offering to some unknown
deity before completing his downward swing
with the cleaver. Colter redirected his efforts.
If he was going to die, he intended to take
Barros with him.
Suddenly, shots rang out, loud bursts of
shotgun fire ripping into Barros, driving him
backwards and away from Colter. The noise
reverberated throughout the alleyway again
and again. Colter was dragged to his feet and
away from Barros. He heard the voices of the
men in a worried exchange.
‘He’s getting away!’ shouted the man
nearest to him.
Colter turned his head towards the voice
and smiled.
‘No he’s not,’ he remarked with an air of
satisfaction.
Moments later an explosion shook the
alleyway, the loud boom resounding until it
eventually died away. The detonation had
been centred on Barros.
‘Let’s see if he can get back up from that,’
said Colter smugly.
The stranger who had dragged him to his
feet offered a nod of appreciation.

BLANK
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‘Wilhelm Vervoort,’ he offered. ‘My
associates are Adam Westerlind, Wesson
Smith and Director James Crane. I think we
arrived in time.’
Colter steadied himself and regarded the
strangers with more than a hint of suspicion.
‘In time for what?’ questioned Colter.
‘To keep you from making a grave mistake.
To save you so that you can make a difference
against things that crawl out of the dark, like
Johnny Barros,’ replied Vervoort as he
reached into his pocket and drew out a pack
of cigarettes. He offered one to Colter, who
declined.
Vervoort shrugged and lit up, resting the
shotgun that he held in his left hand over his
shoulder as he regarded the scene in the alley.
Colter looked to see that there was evidence
of an explosion but none of the existence of
Barros.
‘Did… did he get away?’ asked Colter.
‘No,’ stated a rather unsettling looking
man who came up to stand adjacent to
Vervoort. ‘You pretty much did the trick with
the grenade. Something left over from the
war, I presume?’
Colter nodded.
‘Westerlind,’ he stated, offering his hand.
Colter shook it and returned his gaze to the
alley. The hazy rain had stopped.
‘He had nothing left in him but the
darkness. There is an imprint of him here, but
it too will fade when the light of day comes up
over this place.’
‘You said the other guy is a Director?
Director of what?’ asked Colter.
‘Department X,’ replied Vervoort.
‘And your future, such as it is, if you decide
to join the team,’ offered Westerlind. ‘Let’s be
fair, you can’t really go back to your normal
life after seeing that.’
Colter nodded.
‘Bring him or leave him, people. We have

to leave,’ interjected the older man.
Westerlind smiled. The grin was unsettling.
Perhaps not as disquieting as that of Barros,
but it held an undertone of delighted menace
that Colter could only assume was directed
towards the alley and the thing that had
attacked him, the fiend that had murdered
Celia Jerad and her children.
Vervoort patted him on the back and
retreated towards a black, unmarked car
where another man was waiting, presumably
the one named Wesson Smith, as Colter had
accounted for the other three names. The last
man looked a little unsettled, as if he shared
some of Colter’s misgivings.
Westerlind was right about one thing.
There was no going back to a life that had
been wrought with deception – not after what
he had seen.

BLANK
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This column is dedicated to all things Knights
of Misspent Youth. Updates regarding many
of the gaming group’s activities will be made
available through Inner Circle every issue.

CALL OF CTHULHU
Primary Case: Black Operations / Avenging Angel.
Secondary Case: Black Operations / Cleanup.
Keeper: Sir William of Shea.

The Players:
Primary Team:
 Martin Mason – Special Agent Adam Westerlind.
 Fergal Moore – Special Agent Samuel Colter.
Primary Team Support:
 NPC – Acting Director (AD) Mordecai Bromridge.
 NPC – Agent Allison Crane.
Secondary Team:
 Michael O’Mahony – Acting Assistant Director (AAD)
Wilhelm Vervoort.
 Bryan Hegarty – Special Agent Franklin Daly and
Agent Chuck Miller.
 Paul Mason – Agent Manuel (Manny) R. Cantrell and
Agent Samuel Macky.
 MJ Heffernan – Agent Bryan Brant.
 Martin Mason – Agent Clint Walker.
 Fergal Moore – Agent Frank Harris
 Dane O’Shea – Agent Jack Rooker.
 Luke O’Shea – Agent Brad Wilson.
Secondary Team Support:
 Alan Kelly – Agent Rok O’Neill.
 NPC – Acting Director (AD) Mordecai Bromridge, Dr.
 NPC – Agent Allison Crane.
 NPC – Special Agent Julia Hayes-Vervoort.
 NPC – Special Agent Diane Watt.
 NPC – Acting Director (AD) Mordecai Bromridge.

Avenging Angel began some time ago but the
main story only continued in December 2016.
BLANK

This part of the scenario is mainly concerned
with the Primary Team, but due to some
issues with attendance at the previous game
sessions, the Secondary Team have been
more in play. By the time the story opened,
Westerlind and Colter had already eliminated
two targets, one in San Diego and the other in
Tijuana, Mexico. During the current run,
Westerlind and Colter eliminated three
further targets and are travelling to Las Vegas
to locate and terminate the sixth target.
Meanwhile the Secondary Team are following
in their wake of death and destruction.
Wednesday, December 02, 2015
August 16, 1962 – Chicago, Illinois – Liaison
known as Tarrant was eliminated prior to
reaching Westerlind and Colter in a manner
that could only be considered elemental and
ritualistic in nature. An observer was noticed
on a nearby rooftop. Colter inspected the
scene on the rooftop, where he found a
charred circle. The observer was gone. Colter
came to the conclusion that both water and
fire elements were in play. Tarrant also
clutched a piece of paper on which was
transcribed an upside down triangle with the
letter ‘D’ in the centre. The only reference
that could be found related to the triangle,
thought to symbolise ‘deity’, possibly
supported by the placement of the letter ‘D’,
but what the upside down triangle symbolised
was unknown. Westerlind and Colter
completed their primary assignment, killing
US Senator Malcolm Burrows, but it was up to
Vervoort’s team to uncover information
leading to a second target in Chicago. Burrows
had some very curious protections in place
that involved the water ritual and a young girl
named Kiara, who acted as a focus for the
magic in play. Vervoort’s team completed
their assignment, recovering the missing file
from Tarrant’s apartment, but not before
encountering a cloned kill team. The
BLANKLANK
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Secondary Team received instructions to place
the file in a specific location and to walk away.
The second target, US Senator Hank
Cartwright was found to be in Chicago, but
not part of whatever plot was going on, at
least not yet. Westerlind rescued Cartwright
but then chose to carry out his assignment
and eliminated the Senator. Westerlind and
Colter departed Chicago separately and
covertly. They proceeded to Flagstaff, Arizona
and their next assignment.
Wednesday, December 09, 2015
August 26, 1962 – Flagstaff, Arizona –
Westerlind and Colter eliminated their next
target, US Senator and Industrialist Richard
Alderbridge. Again, they encountered
evidence of a water ritual in play, and had to
bypass the protective magical barrier using
scuba gear. Confronting Alderbridge, they
exposed his rather deviant nature when they
found him using young girls, and an older girl
acting as a focus, to draw their life essences
from them into him. In the aftermath of
Westerlind killing Alderbridge, the girl (Laura),
who acted as the focus, asked Colter to
eliminate her. In spite of the obvious similarity
to the events in Chicago involving Senator
Burrows, Colter complied.
Meanwhile Vervoort’s team were sent to
Flagstaff to recover the same young girl who
was believed to be the key to a dangerous
ritual involving the water element. Vervoort
managed to procure a plane, but one in a
questionable state of repair. The plane could
take off but not land. Vervoort and his team
were forced to parachute into Flagstaff, and
were deposited off course, two miles from the
airfield. They arrived too late, Alderbridge had
been murdered and the girl they had been
sent to extract had also become a victim.
Evidence at the scene exposed possible
Department X involvement. Vervoort’s team
cleaned up the site, covered up evidence and
BLANK

withdrew to a safe location.
Wednesday, March 09, 2016
August 29, 1962 – Flagstaff, Arizona - Liaison
Ben Bolan delivered the sealed file for the
next assignment, which pointed Westerlind
and Colter towards Las Vegas, with a
reference to continue to Harrisburg, Virginia
once the task had been completed. The
message also indicated that the courier was to
be eliminated. Meanwhile, Vervoort and his
team were ordered to Silver Springs,
Maryland to stand down for 36 hours and
await orders. They elected to travel by road.
In Silver Springs, they were enjoying a brief
rest and recuperation when Julia HayesVervoort arrived unexpectedly. She engaged
in an illicit sexual act with her husband,
Wilhelm, which resulted in a sensitive injury
to the AAD.
Wednesday, April 27, 2016
September 04, 1962 – Silver Spring, Maryland
– The scene opened with Wilhelm expressing
concerns for Special Agent Julia HayesVervoort after she had exhibited some mental
aberrations at the closing of the last scenario.
Julia had engaged in acts of deviancy with her
husband, Wilhelm that would be considered
completely out of character. In an effort to get
to the bottom of the issue, the AAD requested
that she be assessed by one of his own team,
as given their current assignment, they could
not seek outside assistance. The interview was
conducted by Manny Cantrell and resulted in
a conclusion that some psychological trauma
was fuelling Julia’s aggressive tendencies and
overtures of dominance, towards Wilhelm in
particular. When confronted, she accepted
that she was not right in her mind. She
pleaded with Vervoort to take a sabbatical
with her away from Department X once this
assignment was completed. Wilhelm agreed.
They would take a leave of absence for a
period of six months, but only once the
BLANBLANKK
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once the current situation had been resolved.
Vervoort and his team were currently on a 36
hour stand down in Silver Spring, Maryland
awaiting orders. A call from Acting Director
Mordecai Bromridge from Department X
instructed Vervoort to proceed to Arlington
cemetery to retrieve an item from the grave
of US Senator and former Director of
Department X, James Carter Crane. This was a
covert operation and Vervoort was instructed
to take all possible measures to ensure that
they retrieved the item without incident, but
were not to let it fall into enemy hands at any
cost. The threat level was considered
extreme. At Arlington Cemetery, Vervoort and
his team managed to recover the item from
the grave of James Carter Crane, but not
without incident. Vervoort had four snipers
covering the position of the team in the
cemetery. There they encountered three men
who were also looking for the book. Vervoort
withdrew with the book as the snipers went
to work and took down the other team. On
checking the identity of one of the individuals,
they found he was carrying a card for a florist,
a card that Vervoort also carried, for it was
one of the covert identities used by
Department X personnel. Two of the men
were unknown but the third bore a striking
resemblance to Agent Lenny Larkin.
The recovered book, titled ‘The UFO
Report 1991 by Timothy Good’ presented an
anomaly. Vervoort felt an unsettling chill
around it. Julia, however, got a flash of an
image – a huge stone gate and an impression
of unbearable cold.
Vervoort’s team were ordered to
Harrisburg, Pennsylvania to deliver the book
that they recovered. Once they reached
Harrisburg, Vervoort was directed to assign
one of his team to deliver the package. The
Agent was to go alone and without backup.
The call came from Allison Crane who also
noted that they had lost a team in Arlington,
BLANK

two dead and one in critical condition.
Vervoort could not comment but in light of
events he elected to protect the book in the
interim by placing it in a secure satchel and
fixing an explosive device to the bag. The
team took two cars and travelled to
Harrisburg by road. As an added precaution a
second satchel was placed in the other car as
a decoy, similarly outfitted. Unfortunately, the
authentic satchel was wired incorrectly and
was in danger of blowing up between
Vervoort’s legs. They halted en route and
Agent Chuck Miller worked to correct the
problem and defuse the bomb. He managed
to do this but not before a motorcycle cop
came upon them and approached the team.
Agent Clint Walker eliminated the cop and the
team set about making his death appear as an
accident, suitably damaging the bike and the
cop by bashing both off a nearby tree. Miller
worked to reset the explosive device and
inadvertently blew himself up. Surprisingly,
the book was undamaged. The team gathered
up Agent Miller’s body parts, reset the area as
an accident scene and disposed of the second
satchel by exploding the device in the area of
the bike. The team proceeded to Harrisburg’s
safe house where they found Special Agent
Franklin Daly waiting. He had been on
assignment, having been sent to recover a
package that was subsequently picked up by
Agent Rok O’Neill, to be returned to
headquarters for analysis. Daly also got an
impression of cold from the book.
NOTE: The three men eliminated in the
cemetery were Agents Lenny Larkin, Dan
Tucker and Arthur Moran. A black ops
helicopter was sent into Arlington to clean up
and recover. Tucker and Moran were DOA.
Larkin was critical and not expected to
survive. Agent Rok O’Neill has been assigned
to head up the investigation into the incident
and to bring justice to the perpetrators.
BLANKBLANKBLANK
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Welcome once again to the pages of Fumble,
and yet another Seneschal's Declaration.
Life has been busy since the last edition of
Fumble. The games continue to run in
rotation, with D&D 4th Edition, Call of Cthulhu
and Pathfinder all seeing some air time in
recent months. As my own Pathfinder RPG
comes to a close, some of the final pieces click
into place in preparation for the ambitious
and truly epic Skyship Campaign. I am
personally looking forward to this story arc
that will begin in our next KOMY calendar
year. In a group with such gaming pedigree
and experience, it can often be considerably
difficult to raise the stakes to a point where
the players feel sufficiently stretched and
challenged. If the initial game threads are
anything to go by, I am quite confident that
this Campaign will deliver.
As we enter into May, NewCon, the
appropriately titled replacement for our
yearly retreat, is just around the corner. Each
year we look forward to our annual group
convention, but it seems that this year there is
an even greater air of anticipation than we
have seen before. Life has a way of creeping
up all about you, but escaping for just a brief
window in time alongside the best of friends,
can make all the difference and helps us to
push on through the madness. To those
attending, I look forwards to spending some
memorable time together, and for those that
cannot be there, fear not, patience brings all
the rewards worth having in life and there will
be other events, not the least of which is
KennelCon in July.

On a personal note, I would like to extend a
thank you to all of the Knights of Misspent
Youth for the well wishes, gifts and kind words
that were shared with myself and my wife a
few months ago, as we welcomed our son
Max into this world. It's truly humbling to
have such friends and brothers to support you
in what can be such a trying time. Thank you.
This year is truly a special time for many
reasons, and one that brings many a reason to
celebrate. Chief among them is no less than
the impressive family planning of the White
Knight himself to coordinate a number of
momenteous events. As the coming weeks
and months roll on, we will see a number of
milestone birthdays marking a once in a
lifetime moment for the White Knight and his
family. Congratulations and celebrations will
be enjoyed in due course no doubt, but in the
meantime please join me in extending our
heartfelt and sincere best wishes to the
O'Shea family!
On a final game related note before we
reach a close, I would like to announce that
we will be creating a new Scroll of Honour.
After many years of gaming and thousands of
stories told, I believe the time is right to
resurrect the Scroll of Honour, and pay tribute
to the Characters (and the Players who played
those personas) that contributed key roles in
shaping the legacy of adventure that have
been crafted within the halls of the Kennel. At
NewCon, we will have the initial planning
meeting where we will discuss the criteria for
being named in the Scroll of Honour. Stay
tuned for further updates in the next issue of
BLANK
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Fumble.
As with always, I leave you now with words
from a past master:
"Dearly beloved, we are gathered here today
to get through this thing called life"
- Prince (1958-2016)
Seneschal
Sir Martin of Mason
NOTICE: The KOMY CHARTER OF 2012 is
currently being updated and edited with
addendums for 2016. This will be circulated to
all members on the ‘Active Roster’, after this
year’s KennelCon, once any changes have
been ratified by the Seneschal and our
membership. All changes (beyond editing and
corrections) will be noted in an additional
appendix. The Charter will always be the
KOMY CHARTER OF 2012 and the aim is to
update this every four years where possible.
Any special circumstances rules will be added
where required.
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COMING NEXT ISSUE
ILLUSTRATED
Collage of NewCon and KennelCon
Images from KOMY events of 2016
IN GAMES
CHEZ GEEK
Game Review
THE SENESCHAL’S DECLARATION
Words of wisdom from the Seneschal of the Knights of Misspent Youth
THE GMs GUIDE
Rewards
Beyond points or skill increases, what else is there?
CONVENTION CUBE
What’s on the calendar for the rest of 2016?
INNER CIRCLE
Game updates from the Knights of Misspent Youth
THE FIRST CASE: PRELUDE PART IV
DEPARTMENT X 1920
DEAR FUMBLE
More letters from our readers
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