IN ASSOCIATION WITH THE KNIGHTS OF MISSPENT YOUTH

EDITORIAL
What a difference a year makes. The
Knights of Misspent Youth (KOMY) game
calendar is due to kick off with the first
scenario on Wednesday, August 31, 2016,
and may well be underway by the time you
read this, depending on adherence to
submission deadlines and any editing
challenges. One of our Knights and main
GMs has moved to another country and we
wish him well in his new life adventure.
Hopefully, he will return from time to time
to participate in or run the occasional
game. The remaining GMs will have a task
ahead to fill the slots and keep a level of
consistency in the games.
KOMY attend a number of events each
year, with one notable excursion outside
Ireland that has become a necessary
retreat. This year KOMY went to...
Birmingham again, but not to UK Games
Expo which no longer meets our needs.
The selection of a replacement event is still
in flux, with the forerunner for a new
venue, strongly tipped as, the Role Playing
Conference (RPC) in Cologne, Germany.
Our cover and Illustrated column this issue
is given over to the self-named NEWCON.
While the RPC is the most likely event to
replace UK Games Expo, it is by no means
set in stone as many things have to fall in
place for the event to be rubber stamped as
an official alternative. For the majority of
our membership to attend the retention of
the Cork to Düsseldorf flight is a must. We
will of course keep you up to date on
developments through the KOMY
Facebook Group page, the NEXTCON
Facebook Group page and through the
Convention Cube column in Fumble.

Watch out for a major update in our
November issue!
Bad Dog Publishing have released a
revised and re-edited version of the first in
the Brethren Vampire series, Nightmare,
along with a Kindle version. The second in
the series, Vampire, will be out shortly,
followed by the long awaited sequel,
Fallen, on paperback and Kindle. Check
out the Bad Dog Publishing website for
more news on new releases.
On a sad note, Fumble offers its
condolences to our very own Webster
Troll, Sir Fergal of Moore on the recent
death of his sister, Fiona. Our thoughts are
with you and your family.
Life can be so busy from time to time.
Take a moment to stop and breathe. I know
that it may seem easier said than done, but
if you don’t look you will never see all that
life has to offer. Being a Knight of
Misspent Youth is a privilege, one that I
would not trade, though there are times
when it may seem less so. KOMY is about
friendship. It is also about taking the good
with the bad and being there for each
other, to talk, to laugh and to endure.
Until next issue, Master Sage.

FEATURED IN THIS ISSUE:
EDITORIAL ............................................................ 2
DEAR FUMBLE ..................................................... 3
CONVENTION CUBE ........................................... 4
IN GAMES CHEZ GEEK........................................ 6
GMs GUIDE REWARDS ........................................ 7
THE FIRST CASE: PRELUDE IV
DEPARTMENT X 1920 ........................................... 8
INNER CIRCLE ................................................... 11
SENESCHAL’S DECLARATION ...................... 14
ILLUSTRATED .................................................... 16
COMING NEXT ISSUE ....................................... 19
Edited and Produced by Bad Dog Publishing: Issue 21.3
www.baddogpublishing.ie

BLANKNK

2
IN ASSOCIATION WITH THE KNIGHTS OF MISSPENT YOUTH

Welcome to the Letters page, where we
review comments, answer the questions
posed, and provide appropriate advice to
all of our readers queries. This issue we are
taking a break from our regular letters to
bring you an open letter to the membership
of the Knights of Misspent Youth
(KOMY).

AN OPEN LETTER TO KOMY
The Club Fund did not do as well as
anticipated in the last game year, 20152016. As a consequence of diminishing
support, it has become necessary to clear
up a few myths regarding the use of
funding. Contrary to popular belief, the
fund is not used to fill the fridges and
shelves with alcohol, minerals and water.
Nor is it used to pay for any snacks for the
games that go on week after week. It is not
used to supplement lighting or heating in
the gamesroom. It is not used to pay for
cleanup or waste disposal. In most
instances the gamesroom is maintained and
well stocked largely due to the good nature
of the host. So where does the money go?
The Club Fund is used to supplement the
purchase of alcohol, minerals and water (as
well as other beverages) for the Kennel
Party. Please note the word ‘supplement’.
While it would be nice to see the Fund
cover all the costs, under present
circumstances this would not be possible.
The Fund is used to supplement the cost
BLANK

of the food and snacks for the Kennel
Party. Again, please note the use of the
word ‘supplement’. The Fund is also used
to purchase the Knight of the Year Award,
any special gifts, and to buy a token gift
for the Lady of the Host. Again, it is not
used to pay for anything else at this time,
though it has been used in the past for a
token gesture of a round of drinks on
limited special occasions.
The original aspiration for the Club
Fund was to provide a supplement for
those things that are taken for granted at
each and every game. The intent was to
grow the fund to a level where it could
supplement the cost of going to events for
those who could not otherwise attend. In
time it was thought that the Fund would
provide additional perks for the
membership, but alas, after over 20 years,
this is not the case, and such a scenario
looks increasingly unlikely.
Last year the Club Fund was put on the
‘honour system’, and sadly this has proven
untenable. The Club Fund for the last year
had the lowest takings in 5 years. With
that, the ‘Shake the Tin Vigourously
(STV)’ policy has been reinstated.
Responsibility for this will rest with ALL
members and not just the DM/GM or host.
The Knights of Misspent Youth is there to
support all of its members. Please be
mindful of that when viewing the STV
with disdain.
http://www.baddogpublishing.ie/index.php/contactus/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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Part One – The First Ship
i. Shipshape
ii. Out of the Void
iii. Broken Prime
iv. Escape into Darkness
v. The Lost Entity
Any parts of the opening scenario not run
at Warpcon XXVII will be assigned to the
regular weekly KOMY game run.
The adventures will continue throughout
the year, but one Campaign to be launched
in 2017 at some noted events is worth
highlighting. All going to plan, the
Campaign: The Five Ships prequel will
continue at HalloweenCon 2016, but will
begin in earnest at WarpCon XXVII.
HALLOWEENCON
SATURDAY, OCTOBER 29, 2016
D&D 5th Edition
The Five Ships Campaign
DM: Liam O’Shea
Prequel – Confrontation
i. Fractured
ii. Rise of the Red Death
iii. Escaping into Darkness
iv. Heroes Heart
v. Closure
Any parts of the prequel scenario not run
at HalloweenCon will be assigned to the
regular weekly KOMY game run.
WARPCON XXVII
JANUARY 27-29, 2017
University College Cork
Western Road, Cork, Ireland
KOMY Event:
D&D 5th Edition
The Five Ships Campaign
DM: Liam O’Shea

RPC – ROLE PLAY CONVENTION
MAY 27-28, 2017
(Possible replacement for UK Games
Expo – not set in stone)
Koelnmesse
Messeplatz 1, 50679 Cologne, Germany
D&D 5th Edition
The Five Ships Campaign
DMs: Liam O’Shea and Martin Mason
Part Two – Dead World
i. Living Parody
ii. TBA
iii. TBA
iv. TBA
v. TBA
Any parts of this scenario not run at RPC
will be assigned to the regular weekly
KOMY game run where possible.
KENNELCON 2017
SATURDAY, JULY 15, 2017
Provisional Date only – Date to be
confirmed!
The Kennel & Knights Bar
Cork, Ireland.
Invitation only!
19:30 – Really Late!
KennelCon is 25 years old in 2017 and
there will be some very special events at
the Kennel Party to mark the occasion.
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PLEASE TAKE NOTE: The events and activities
at Conventions and Events 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!

on the Bad Dog Publishing (BDP) website
KOMY Conventions section:
http://bit.ly/2bjCWpR
The information pertaining to events and
games presented in this column is subject
to change.

Any games played at conventions (unless otherwise
stated) 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 usually enough
people going to events to fill spaces for those who
wish to participate.
-----------------------------------------------------------------------------------------------------------------

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

Please watch out for updates in
forthcoming issues of Fumble, on the
NEXTCON Facebook Group page for
members only http://bit.ly/2bYH9TV and
BLANK
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CHEZ GEEK
A competitive and relaxing game with
comic moments thrown in; Chez Geek is a
game for up to five players. More if you
add the extension sets Slack Attack, and
Block party to the mix.
The object of this game is to be the first
player to reach their ‘Slack Goal.’ This
target depends on the players ‘Job’ card
and Slack is achieved by playing ‘Life’
and beneficial ‘Whenever’ cards.
The deck contains a variety of cards:
‘Job’, ‘Thing’ (items to purchase),
‘Activity’,
‘Person’
(this
includes
animals), and ‘Whenever’ (wild or game
spoiler) cards. Dice are not included but
are handy for marking the variable Income
or Free time on some cards.
A player uses their income and free
time to gain Slack by the purchase of
items, however some activities, like sleep,
are free.
Calling ‘People’ to your room can have
a positive effect on Slack, i.e. ‘Mr
Reliable,’ or animals. But there are some
people you don’t need and these affect
your Slack negatively, by eating your food
(‘Hungry Girl’), or driving away your
‘Live-in S.O,’ (‘Psycho Ex’).
‘Whenever’ cards can be played at any
time, either by you or against you; ‘Extra
Shift’ increases income but ‘Phone Bill’
reduces it. The ‘Old Guy Upstairs’ card
reduces every players Slack and this card
can only be removed if a player uses

the ‘Justifiable Homicide’ card.
So you are dealt a random Job card and
seek your Slack Goal by playing the cards
in your hand at your turn. But as you play
the other players will send unwanted
people into your room, disturb your
activities and your sleep, and cost you
money. After all they want to win too. Just
because it is enjoyable doesn’t make it
easy.
The basic game has two expansion sets,
Slack Attack and Block Party. However,
as with ‘Munchkin,’ Steve Jackson Games
have produced a number of spin offs.
Chez Greek: college fraternity house
version.
Chez Grunt: in the army.
Chez Goth.
Chez Guevara: revolutionaries.
Chez Cthulhu.
Chez Dork: in the world of Dork Tower.
Some versions are no longer in print.
www.wikipedia.org
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THE GMs GUIDE

REWARDS
Beyond points or skill increases,
what else is there?
Most games have their own reward
systems but sometimes it pays to get
inventive and tweak the rules a little in
favour of your Players, especially when
they have played well. So your Players
want more? Points and skill increases are
not enough? Survival is not enough? What
else is there? The most obvious reward is
often the most overlooked. The benefits of
playing in any game often stem from
getting together week after week as friends
in a common goal to kill things and take
their treasure. There are many variants of
games but essentially its the ‘friends’ thing
that is its own reward. As a GM running a
game, this may not be enough (even if it
should be), so how do you get creative and
reward the Players outside of the obvious.
Firstly, listen to those in your group. They
will often tell you what they want for their
Characters or from a game. Not every want
is possible, but it helps to give a little from
time to time to ensure that your Players
remain content. Friends often need a
reason to come together, be it an occasion,
event or other activity. Role Players and
other gamers alike are blessed as they
already have that hook. The trick is not to
let things go stale or to stick strictly to the
rules and rewards systems in games. Little
rewards from time to time, or working
special items and skills into a game can
help to keep a Player interested. If a game
is particularly dark or dangerous, a timeout
BLANK

encounter where the Characters are less at
risk and where they can spend their wealth
without needing to be suspicious that the
GM is about to pull the rug out from under
them is one reward that might be well
received. Let the Players know that this
one game night is dedicated to letting them
have a free moment where they can do
anything they want (within reason) in a
town or city without the possibility of it
turning into a plot. This might also provide
an opportunity to acquire those items that
the Players have been seeking, or to get
those special modifications made to
armour or weapons.
In closing, a GM needs to be inventive
when adding rewards, and to actively listen
to his Players. They will often be the best
source of gauging the level of contentment
in any game. If in doubt – ask!
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THE FIRST CASE: PRELUDE
PART IV
DEPARTMENT X 1920
WILLIAM ANTHONY SHEA
The world is a very dark place. Perhaps it
had always been this way, but only now, as
human inquisitiveness grows, have we
become aware of just how deep the
shadows are behind the light of day.
People often do not want to know the
truth. Most wanted to be protected from
the truth. Life is fleeting and the things
lurking in the dark need to be kept from
spilling out into a world far too
comfortable in denial. James Crane did not
sign up knowing the sheer depth of the
darkness to which he would be exposed.
Nevertheless, he had accepted the
assignment to become the Director of
Department X, a Special Operations, low
key, and hitherto unknown division of the
Federal Bureau of Investigation. This
smacked of a need for plausible deniability
by the very nature of keeping this
specialist team outside of any possibility of
spilling out into the light. The truth was to
be investigated. More importantly, it was
to be covered up. Crane had recruited
some very diverse individuals to join his
team. The last member of Department X to
be added was Diane Jane Watt. She was a
no nonsense, highly intelligent young
woman who had an uncanny ability to
uncover snippits of information pertinent
to the type of cases that Department X
were interested in. She was skilled at
researching and far more capable than her
title of Secretary gave her credit for. James
Crane had other reasons for including
Diane in his team. Unknowns to her or
anyone else at this time, she was his
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daughter. Illegitimate but no less welcome.
Diane’s mother had died. She had meant
something more than just a casual fling to
James Crane, but his career had meant
more at that time. By the time he realised
the mistake he had made, it was too late.
He had kept track of Diane. After she
joined the Federal Governement he pulled
some strings to move her into his circle of
influence, and thereafter, made sure to
keep her close. He did so without knowing
the consequences of the task he was about
to undertake or how dangerous the world
was about to become for him and his
daughter. In the aftermath of revelations
into the truth about a world that was far
more sinister the men he has chosen would
have to be equal to the task. He had to
believe that they were capable of dealing
with the horror that he had exposed them
to, and would expose them to in the days
and nights to come. He too had been
chosen for reasons that he could only
guess. He was not a man to crack under
strain. He was not a man to walk away
from a fight. He was not a man who
cringed at the sight of the unusual or the
macabre. Beyond all this – James Carter
Crane knew how to keep secrets.
Wilhelm Vervoort stood in the doorway to
Crane’s office. If he had any opinion to
offer with regards to the recruitment
choices that the Director had made, the
time for recriminations had passed. The
deed had been done. Adam Westerlind
seemed capable but a little unstable.
Wesson Smith was definitely jittery,
bordering on paranoid. Samuel Colter
seemed a little reclusive at times but overly
keen to please when engaged. Each of
them had touched the darkness of a world
BLANK
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they could no longer deny and had no idea
what they were about to be exposed to in a
night that might just prove relentless if it
did not end in a final and fatal lesson.
‘Are they ready, Will?’ asked Crane as
he put out a cigarette in an ashtray far too
near to a stack of files for Vervoort’s
liking. The shortening of his name rankled
him.
‘Wilhelm,’ corrected Vervoort. ‘Yes,
they are ready, or as ready as they are
going to be.’
Crane opened the drawer to his desk,
pulled out his .45, set it in his shoulder
holster and grabbed his jacket. He closed
the drawer and gestured for Vervoort to
lead the way.
‘Have they been briefed?’ continued
Crane without acknowledging Vervoort’s
rectification of his name.
Vervoort nodded as Crane followed him
down a long hallway, passed several doors
until they went through the one at the end
that led to the garage where his team were
waiting. They were all dressed the same;
black suit, black tie, black shoes, white
shirt – all with no labels or identifying
markings. The weapons and equipment
they had loaded into a black, unmarked car
were similarly treated to remove any
identifying markings. They carried no
documentation. They wore only a nondescript watch with a plain black leather
band. There was nothing on them that
could be used to identify who they were.
For the duration of this operation, and
perhaps for their continued assignment to
Department X, they were non entities. No
one would come for them. No one would
mourn them. They would receive no
official recognition. If captured, they were
on their own. Crane had told them the
BLANK

truth, but they knew what they were
getting into and could only rely on the
resources and experience that they had
gathered while living on the cusp of the
shadows.. They had already accepted the
need to face the darkness, each in his own
way. Now they were no longer alone.
Crane had promised them obscurity. He
had promised them a life of meaning with
no rewards. They had accepted for the
same reasons that Crane had not walked
away when exposed to the truth. Someone
had to do the things that needed to be
done, to protect those in the light from the
weight of evil pressing on the fringes of
human perception and mortal denial.
Shots rang out. Crane heard a scream but
he could not locate the source. The
darkness was absolute and something
moved in the room no more than a few feet
from his position. He had been hit in the
head before the lights went out and all hell
broke loose. The things in the darkness had
been waiting. They had known that Crane
and his team were coming. When they had
circled the old abandoned church on the
outskirts of Salem, it had seemed a
pointless exercise until they found the
place lit up better than most city homes
and the indications of prolonged neglect
less than accurate. They had passed
cautiously within but the light had been a
lure – a trap that had proven all too
effective. The light was too bright to
permit seeing within any better than had
the church been in darkness. The shock to
the vision had been severe. The light did
not fade. It disappeared and only the
complete pitch of night remained. Crane
had been struck. The file had not indicated
anything of this nature. They were here to
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apprehend a man who had been reportedly
hiding out in this abandoned testament of
mortal failure to preserve the influence of a
divine relic. The church was supposed to
have fallen to ruin over a century before,
consumed by fire in the aftermath of
betrayal and death. Yet, here it stood,
decayed, tarnished but intact. The man was
named Alfred Fallow. He was a acolyte of
a cult known only as the Dark Hand and a
ritual summoner of things that crawled
from the bowels of the night to coerce the
living. He was a faciliator to the same
night for those things seeking to remain on
the periphery of the light to feed on the
innocent. Crane was tasked to find him and
put a bullet in his head before he could do
real and lasting damage to the living
world. Others like Fallow were responsible
for the terrible darkness that had almost
taken the life of Wesson Smith. The Dark
Hand were responsible for the ritual that
had altered the psycopath Johnny Baros.
They had made the dead rise and dance to
a single desire – to consume the living.
They were evil men who revelled in
playing with the darkness, those who
desired the unleashing of things that would
damn humanity and dominate the light.
Crane had come here to find and eliminate
Fallow, but as the light went out he
thought only of surviving the night. When
the flame from a torch ignited and he felt
the heat near his face, he saw Vervoort
climb to his feet. Westerlind, Colter and
Smith were firing. The scream had come
from Fallow as a rain of bullets hit him
repeatedly in the head and chest. The wail
of despair seemed to continue long after
the target should have fallen. Fallow did
not fall however, though the shots seemed
to cause him pain and disrupt his

concentration. Crane regained his feet as
the others continued to fire, reloading in
turn to give Fallow no relief from the
barrage. Vervoort reached out to steady
Crane as Westerlind, Colter and Smith
closed on Fallow to point blank range.
The fire on the torch held by Vervoort
flared and the heat intensified, almost as if
it was being fuelled by the richness of the
air to a greater conflagration. Fallow
screamed as the flame arced from the torch
towards his failing body, now pierced by a
myriad of bullets that should have been
enough to consume any hope of enduring.
All at once, the man they had come to kill
exploded outward in a wash of blood that
seemed too much for one body to contain.
The light went out as the agonised scream
resounded in a night oblivious to the cry of
utter despair – a cry that did not go
unnoticed...
Department X: 1920 is scheduled to be released as
a novel on paperback and Kindle editions in late
2017.
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NSADXIV4: The Ashbourne Foundation

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
CAMPAIGN IV: ENDGAME
Keeper: Sir William of Shea.
The Players:
 NPC – Director of Special Operations Diane Watt.
 Michael O’Mahony –Assistant Director (AD) Wilhelm
Vervoort –on sabbatical.
 NPC – Research Director (RD) Mordecai Bromridge.
 Fergal Moore – Acting Assistant Director (AAD)
Special Agent Samuel Colter.
 Alan Kelly – Adjutant: Agent Rok O’Neill.
 Martin Mason – Special Agent Adam Westerlind.
 Bryan Hegarty – Special Agent Franklin Daly.
 NPC – Special Agent Julia Hayes-Vervoort.
 NPC – Agent Allison Crane.
 Paul Mason – 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.

Wednesday, June 22, 2016
Attendance: Liam, MJ, Martin, Bryan, Fergal, Dane,
Luke, Michael and Paul.

Campaign IV: Endgame comprises four
cases that began with a briefing on game
date; Monday, October 22, 1962:
NSADXIV1: The Missing Gate
NSADXIV2: Dr. Woo
NSADXIV3: The Abduction Stone

Special Agent Diane Jane Watt was
promoted to Director of Operations for
Department X, reporting to the Director of
the National Security Agency (DIRNSA)
Lieutenant General Gordon Blake, the
highest-ranking official of the National
Security Agency, a Defence Agency
within the U.S. Department of Defence.
Oversight for Department X will be
conducted by Senator Jethro L Gibson.
Only Blake and Gibson know the real
location of Department X as the Montana
Head Quarters is relegated to a holding and
research facility. Acting Director of
Operations, Doctor Mordecai Bromridge
was reassigned, at the behest of Director
Watt, to the Montana facility as Director of
Research. The location of Department X
remains a closely guarded secret.
At the outset, Diane makes it clear that
DX need to return to the old-school
approach that was largely successful in the
1920s. No Safe House is to be considered
safe. All purchases made by DX personnel
need to be in cash and expensed.
Identifications are to be used only when
necessary. No outside agencies are to be
brought into DX cases. Standard operation
packages for Agents in the field are to be
upgraded and all vehicles outfitted
appropriately. A Special Agent is assigned
to each case to oversee its execution and to
provide support where necessary.
While Diane had very specific ideas about
increasing the security and operational
readiness of Department X facilities and
personnel, she was also open to input from
everyone on implementation. DX could
not afford another infiltration and she had
to be sure that she could trust everyone
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currently assigned to her command. To
oversee any issues that might arise, she
appointed Agent Rok O’Neill as Adjutant
to DX, and gave him direct operational
command of the Support Strike Team
(SST), comprising five highly trained
soldiers assigned to her facility.
Lieutenant Alan Broderick
Sergeant Robert (Bob) McCormack
Corporal Delvin Nolan
Private John Harrison
Private Maurice Feldergard
Diane also appointed Special Agent
Samuel Colter as Acting Assistant Director
of Operations and Special Agent Adam
Westerlind as Training Specialist. Special
Agent Franklin Daly was given primary
operational control of the Motor Pool.
Assistant Director Wilhelm Vervoort and
Special Agent Julia Hayes-Vervoort are
currently on a six month leave of absence.
Diane also reveals that she had an
operational Agent in the field following up
on a special assignment. She reveals the
identity of the Agent only under duress as
Special Agent Westerlind insists on full
disclosure. Diane promised him the truth if
he returned to the fold after a prolonged
undercover Black Operation known only
as ‘Avenging Angel’. The Agent in
question is Lenny Larkin. He was thought
to have been killed during his last
assignment, but Diane reveals that this
individual was a clone, the last one known
to have infiltrated DX. The real Larkin is
assigned to locate and determine the status
of Manny Cantrell who went missing
during an ‘off-the-books’ DX assignment.
Agent Cantrell is classified as MIA, Status
Unknown.
At the closing of this session,

Department X is deemed operationally
ready.
Wednesday, June 29, 2016
Attendance: Liam, Bryan, Michael, Dane and Luke.

After reviewing all case files and
allocating the appropriate personnel to
Case Leads and Secondarys, Department X
personnel set off to take up their respective
assignments. Acting Assistant Director
Colter remains at DX Headquarters to
assist
operational
teams
with
communications and research duties until
the new location can be staffed
appropriately. Diane will not permit the
allocation of additional resources until the
relevant personnel are vetted, cleared and
BLANK
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undergo an operational period assigned to
less sensitive duties.
NSADXIV1: The Missing Gate
Special Agent Franklin Daly leads his
team to Gary, Indiana, undertaking a
journey by road to avoid calling on
resources that might compromise the
location of DX operational Head Quarters.
NSADXIV2: Dr. Woo
Department X elect to secure the site in the
Catskill Mountains where they know that a
‘Gate’ exists as this looks to be
intrinsically
important
to
current
operations, and in particular, they hope to
intercept the missing Dr. Nyunen Woo
who is believed to have used DX material
for his own ends and is in all likelihood
heading to that location.

no circumstances are they to intervene.
Given that DX Agents and support
personnel are in short supply, Westerlind
elects to keep the advance team to a
minimum complement. A team of two will
reduce the possibility of discovery, or any
potential of compromising the mission.
Department X were poised for intriguing
and dangerous assignments that, at the
outset, appear unrelated. It soon became
clear that the investigations were linked
and might overlap. There are secrets to be
uncovered, dangers to face, and a nation to
protect. Will they be equal to the task or is
this really the end that the title suggests?
Call of Cthulhu (COC) Department X
Campaign IV: Endgame returns on
Wednesday, August 31, 2016 @ 20:30.

NSADXIV3: The Abduction Stone
This case in Scottsdale, Arizona proves to
be the most intriguing at its outset. DX
personnel arrive onsite to find that the
uncovered stone looks to be a portion of a
gate stone. After being excavated using
diggers it is found to stand over 70 feet in
height. Scaffolding was erected at the site.
The width of the stone is 23 feet with a
depth of 17 feet. No markings had been
reported in the case file but the stone
appeared to follow known characteristics
similar to the one located in the Catskill
Mountains, constructed of black granite.
The dimensions also precisely matched the
side frame of the existing gate.
NSADXIV4: The Ashbourne Foundation
Special Agent Adam Westerlind and Agent
Allison Crane journey to New York to
monitor the Ashbourne Foundation. They
are tasked with surveillance only. Under
BLANK
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Welcome one and all to the latest issue of
Fumble Newszine, and the Seneschal’s
Declaration for the Knights of Misspent
Youth.
It has been quite a period of challenge and
change for KOMY over the last several
months, filled with ups and downs, and many
life changing events for our members. Before
we progress any further, I would like to call on
my fellow Knights to join me in expressing
our deepest sympathies to Sir Fergal of Moore
and his family for their loss. I do not wish to
share any personal information here out of
respect for the privacy of Sir Fergal and his
family, but I feel it is of utmost importance to
stand with our brother in these challenging
times. We are a brotherhood that value
friendship and we stand together at all times.
The Knights of Misspent Youth are here for
you, Sir Fergal.
Newcon and Kennelcon have come and
gone, and were thoroughly enjoyable events.
Congratulations go to Sir William of Shea for
adding to his already impressive résumé of
Knight of the Year victories. I think we can all
agree that this year in particular, it was well
deserved. Sir William has marshalled our
Order throughout the last gaming calendar,
while juggling so many other responsibilities
that would leave the best of us lost and
confused. My heartfelt congratulations Old
Whitey. Evidently you still have plenty of gas
left in that tank.
On a personal front, I have been busy in
overseeing KOMY’s EU expansion, as I have
bravely accepted an extended scouting mission
of one our possible future convention
locations. Much more to come on this as the
month’s progress, but I can already say with

some confidence that next year’s excursion
should be one to remember!
Even more congratulations are due to Sirs
Dane and Luke of Shea. The scribes and sages
of this realm have tested you both quite
comprehensively, and you were certainly not
found wanting. A new chapter of manhood is
before you both, and I have no doubt it is one
you will embrace with eagerness and curiosity.
Just remember to stay a bit foolish, and not
take life too seriously.
Back to games, and a new gaming year is
looming before us. The White Knight shall be
kicking us off once again, with the
continuance of his much celebrated Call of
Cthulhu campaign. I have said this many times
before, but COC is one game that is a MUST
ATTEND for me whenever it is physically
possible. Sir Alan of Kelly will continue his
D&D 4th Edition campaign this year; a
welcome return to our gaming calendar, and a
campaign that keeps growing as our characters
continue to be challenged and to develop their
personalities. For myself, Pathfinder, one of
our longest running regular campaigns will
come to an epic conclusion this coming year.
The remaining chapters of this epilogue will
now be run exclusively in a convention setting,
with part one planned for a special event in
early December that will be entitled, ‘The
Seneschal’s Invitational’. My hope is that this
new event will become a yearly occurrence, so
stay tuned to the pages of Fumble for more
updates coming soon!
With that, we come once more to the
conclusion of another great issue of Fumble
Newszine. Until we meet again, I leave you
with some words from yet another past master.
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‘A little nonsense now and then is relished by
the wisest men’ – Gene Wilder, Willy Wonka
& The Chocolate Factory, 1971.
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’, with FN19
Fumble Issue Nineteen; 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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ILLUSTRATED
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COMING NEXT ISSUE
ILLUSTRATED
AYRE
A look behind the scenes at the maps of Ayre
IN GAMES
DO YOU WORSHIP CTHULHU?
Game Review
THE SENESCHAL’S DECLARATION
Words of wisdom from the Seneschal of the Knights of Misspent Youth
THE GMs GUIDE
PLACING ITEMS
The things an adventurer needs to survive.
CONVENTION CUBE
What’s on the calendar for 2016/2017?
INNER CIRCLE
Game updates from the Knights of Misspent Youth
SINISTER MOON
SHORT STORY
DEAR FUMBLE
More letters from our readers
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