IN ASSOCIATION WITH THE KNIGHTS OF MISSPENT YOUTH

EDITORIAL
What a fickle readership we have. You
probably think I am going to explain that
statement, but I’m not. Suffice to say, we
have been through so many changes in
Fumble to date that it is sometimes hard to
keep track of everything. We are heading
for mid-year in Calendar terms and yearend in game terms, hopefully with an
improvement in the weather. We certainly
do so with a reserved, though optimistic,
expectations of an improvement in the
standard of event on offer as we turn our
sights to Germany. Many of the Knights of
Misspent Youth and BDP Associates are
off to Cologne to attend the Role Play
Convention (RPC). It should be grandiose
enough to provide an overall theme for the
next issue of Fumble and serve to offer an
insight into the event for our readership.
We are not going to bother this issue with
the usual requests for social media support,
or to go into any great detail regarding up
and coming titles. At this stage in the
game, there seems little point, other than to
note that Knightshade KST02: The
Grandmaster’s Tome is now on general
release, and KST01: The Initiate’s Tome
has been updated with a REV02 version to
coincide with the long awaited publication
of its companion Tome.
Some changes have been made to the
Bad Dog Publishing website, in particular,
to note a clearer association with the
Knights of Misspent Youth and details of
our forthcoming titles.
We will no sooner be back from
Cologne before the preparations begin for
KennelCon 2017. The wheel just keeps on
turning as we move from event to event

but that is the life we live – how bad.
May the Happy Birthdays be with you,
if you were born in May, and especially to
our Knights:
Sir Bryan of Hegarty (4th)
Sir Alan of Kelly (9th)
Sir Dane of Shea (24th)
Sir Luke of Shea (24th)
There are moments after finishing a game
or a project when it seems worthwhile.
Then there are those times when you have
cause to question if it was worth the effort.
I think more often than not, the truth is
somewhere in between. Writing, editing,
proof-reading, editing some more, and
getting to the stage of a final read through
is a long process. A lot goes into a
publication, and the above does not even
include advanced advertising. I have never
been so busy, tired, elated and alive. There
are moments when we question why, and
that includes producing Fumble for our
readership year after year, but such is the
nature of loving every moment between
those that require copious amounts of
caffeine and screaming at the insanity of it
all – lots and lots of screaming.
Until next issue,

Master Sage.
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Welcome to the Letters page, where we
review comments, answer the questions
posed, and provide advice to all of our
readers’ queries.
Dear Fumble,
I enjoy reading your Newszine, especially
the GMs Guide and Inner Circle articles. I
have a few questions about a Character’s
death which you might cover in a future
issue. How should a GM deal with the
death of a Character, whether well-loved
and maybe long lived or just newly
created. How should Players feel, be
helped at this time? Should a GM ever kill
a PC? Not in the game itself; it happens,
but for example, where a PC has become
so disruptive/surplus to the story or the
other Characters that he is ruining the
whole experience. Maybe he can’t be
retired, lost or put in a hole. Is there a right
or sneaky way to do this? How should a
GM deal with this and the possible fall out,
if any? Is it ever right?
Anonymous (damn right)
Dear Anonymous,
Quite a few questions and some serious
issues for a GM raised in your letter. I will
try to cover each one in turn. A GM should
always be sympathetic to the Player
following the death of a Character no
matter what the stage of play they are/
were in. Some Players form attachments
IGNORE

to Characters quicker than others.
Therefore, all such instances should be
treated with some level of respect. A GM
should encourage other Players to take a
moment to have their Characters
recognise the contribution of a fallen
comrade, even if that is only to give him a
decent burial. After all, they should each
remember that it could be their turn next.
Should a GM ever kill a Player Character
(PC)? The answer is yes. It is often the
nature of the games we play. They are
violent arenas and Characters die. Therein
lies part of the challenge and enjoyment
of playing. Surviving is often a privilege. If
a Player becomes disruptive, there are
ways to address that issue without
arbitrarily killing off a Character for the
sake of punishing the offender. Experience
or Knowledge Points can be withheld. A
GM needs to be fair to every Player, but
he also must be mindful that everyone is
there to have fun. In the end, death will
not solve the underlying issue. A GM
should talk to the disruptive Player
outside the game, and if it continues, the
offender may have to take some time out
until his behaviour improves.
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 2017 - Produced by:
Bad Dog Publishing www.baddogpublishing.ie
Follow us on Twitter and Instagram @BDPubL
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Munich, we have twelve confirmed.
For those travelling from Cork – Please
pay particular attention to the schedule
provided:
ALL TO BE IN THE AIRPORT NO
LATER THAN 10:30 – NO EXCEPTIONS!

NEXTCON/WITH
ROLE PLAY CONFERENCE (RPC)
NEXTCON MAY 24-29, 2017TH
RPC: MAY 27-28, 2017
LOCATION: COLOGNE, GERMANY

DAY ONE: Wednesday, May 24
Depart Cork – 13:15
Arrive in Dusseldorf – 16:10
Shuttle Service Pickup scheduled for 16:30
Arrive @ Hotel in Cologne 17:15-17:30
Hotel: IBIS Budget
Brügelmannstrasse 7,
Cologne, Germany.

Koeln
Deutz,

Messe,
50679,

http://www.accorhotels.com/gb/hotel-7843-ibisbudget-koeln-messe/index.shtml

Day One is a Free Day with no events
scheduled – we will make it up as we go
along 
DAY TWO: Thursday, May 25
Bus Outing – Hop On/Hop Off – Most
suitable option will be selected in Cologne.
DAY THREE: Friday, May 26
Boat Tour – Most suitable option will be
selected in Cologne. Cinema if possible.
Koelnmesse GmbH
Messeplatz 1
50679 Köln, Deutschland.
http://www.koelnmesse.de/
http://www.rpc-germany.de/C2089/rpcgermany-english.htm
There is going to be a good attendance
from KOMY this year at NEXTCON/RPC.
With seven travelling from Cork, one from
Dublin, two from the UK, and two from

DAY FOUR: Saturday, May 27
Event: RPC
D&D 5th Edition – Confrontation Finale:
There are always Darker places…
With Sir William of Shea
14:00 – 18:00
DAY FIVE: Sunday, May 28
Event: RPC
PATHFINDER RPG
With Sir Martin of Mason
14:00 – 18:00

IGNORE
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DAY SIX: Monday, May 29
Leaving for Cologne Airport @ 13:30
Depart Cologne – 16:30
Arrive in Dublin – 17:35
Aircoach to Cork – 18:30
Arrive in Cork – 22:00
Home or into town for one last drink in the
Rising Sons Brewery???

SPECIAL EVENTS:

PLEASE TAKE NOTE: The events and
activities for NEXTCON/RPC are only
suggestions but, if selected, they require
‘participation’, and it means just that! If
you want to go 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! There will
be many opportunities to step in and out of
group events.

NOTES: This year the position of
Seneschal will pass to another Knight for
the 2017-2019 (two year) term of office.
Please review the KOMY Charter (Section
4.2) for eligibility and let the incumbent
Seneschal, Sir Martin of Mason, know that
you are interested in the position.

The Knight of the Year Award
The Fumble Awards
Passing of the Sword
Special Guests:
Return of the Bearded One.
TBA.

KOMY Members: If you are planning on
running a game next year, please let the
Seneschal know by no later than August
15th so that it can be added to the Schedule.

KENNELCON
A.k.a. The Kennel Party
Saturday, July 15, 2017 – Invitation Only!
@ 19:00 until Late!
The Kennel & Knights Bar
Cork, Ireland, T12 H9X5
Hosted by KOMY.
Drinks and Food provided to the limit of
our budget – please feel free to add to our
stocks, though to date we have never run
out…
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end. Or you can make up your own rules.
A story can be long or short and use the
images only as a guide, i.e. the moon could
refer to a number of different things in a
story, night, late, etc.

STORY CUBES

Use the game to help your imagination, it
won’t always go right but it is fun and
‘there are no wrong answers.’
There are a number of sets available.
There are combination sets, and there are
also Storyworlds sets based on Characters/
stories; Batman, Doctor Who, Scooby-Doo
and more.
This is a good game to play when
travelling, where space is limited, or you
need a short break from the ‘Hack & slash’
of Role Playing Games.

Rory’s Story Cubes
A change from card games, Story Cubes is
a game where Players use their
imagination and create a story based on the
images on the dice, or as the box says,
‘Roll the cubes. Make a story.’

There is also an APP available.
www.storycubes.com

For one or more Players. In the box, there
are 9 Story Cubes and the Rules. The 9
Cubes, or dice, have a variety of images on
their faces.
So how do you play? There are a number
options: A Player rolls all 9 dice, and
starting with ‘once upon a time’ tells a
story based on the 9 face up images, a
story with a beginning, middle and end.
A Player rolls 3 Cubes to create a
Character, and then rolls all 9 Cubes to
weave a tale around this Character.
The first Player rolls the 9 Cubes and
begins the story. Each Player in turn rolls,
then adds to the story leaving the last
Player to bring the story to a ‘logical’…

IGNORE
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THE GMs GUIDE
THE LIGHTER SIDE
Using humour in games without taking it
too far...
Humour can take many forms in a game. A
planned humorous moment is not as easy
to execute as those that come naturally
during play. Sometimes it can be difficult
to gauge what motivates Players to engage
in joviality. Still, as much as lighter
moments can serve to add to the enjoyment
of the game, too much humour can disrupt
the flow of a story, especially when
playing a game with a more serious aim. A
GM will need to be mindful when to let it
go or when to rein it in. Still, some games
are meant to be humorous, and that can
often be a difficult thing to pull off in a
Role Playing Game. In time, a GM will
become more aware of the general likes
and dislikes of his Players. Humour can be
important. Knowing what works and what
doesn’t takes practice.
Reaction to incidents in a game that
have a humorous outcome must not be
taken to the point of making a Player
uncomfortable or self-conscious. Being the
prolonged ‘butt’ of a joke can serve to
upset if taken too far. Still, laughter is
good, and in the end, if we can’t engage in
a little fun in a fantasy game, there is little
hope of humour in real life.
As noted, some games are designed to
maximise the joviality around the table.
Not everything works, but those that do
should be remembered and used again as
long as doing so will not make the
repetition stale. One such game that comes
to mind began with a group of Hobbit
Characters who had to prepare their sleepy

little village for the coming of Santa
Claws, a terrifying creature who crept in to
the homes of the Hobbos once a year and
stole away with a victim or two unless a
gift was left for him on the chimney top.
Doesn’t sound like fun, or very humorous,
but it was truly hilarious watching the
Characters engage in all sorts of antics to
outwit Santa Claws. The games evolved to
introduce further elements that played to
some noteworthy incidents. To name a few
– The Easter Bunny, Night of the Vimpyr,
Attack of the Gully Dwarves, crossdimensional forays against Aliens,
Predators and a Cthulhu-esque crossover
as Hobbos-in-Plaid (HIP) Agents that took
on some of the strangest and most
humorous challenges to ever grace a game
– Muffies, Ghoulies, Big Red Tracktoors
and an abundant use of Squirrels. Humour
is always good from time to time, but not
if it compromises the real goals in a story
that is geared towards a serious outcome.

IGNORE
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SHORT STORY

Space is so vast and dangerous that one
would be remiss not to feel the intensity of
leaving home every time their vessel broke
orbit. While many compared the effect to
the old seafaring days depicted in stories
and in the history of Earth, it was much
more deliberate in providing a level of
anxiety. If one were to dwell on just how
like a fish out of water humans were when
making the leap into an unknown that
could, for all intents and purposes, be
considered
infinite
and
diversely
dangerous, it was beyond comparison. It
was the urge to explore that brought
humanity out into the cosmos, but it was a
primal fear that kept him from resting
comfortably outside of an ecology that was
deemed safe. Exploration was not the only
consideration.
Captain John Bregan remained stoic in
front of his crew but he felt the inclination
to retreat from the immensity of dwelling
on just how bold humanity had become to
believe it had any right to step beyond the
safety of an environment that was tailored
to protect the species from the enormity of
space. He had chosen this life, but it did

not lessen the intensity of feeling wholly
inadequate at times when he stopped long
enough to dwell on just where he stood –
inside an elaborate tin can that hurled
intentionally through space at a velocity
that made the mind question every
inclination to step beyond the periphery of
sanity. He was not meant to have these
thoughts. He was the Captain of the United
Earth Marine Corp (UEMC) starship
designated ‘Sparrow’ and he was meant to
provide a stable influence for his crew, but
out here, he was only human. He could
scream inwardly if necessary but his crew
needed him to be more than a man with all
the same doubts that he often indulged,
and just as quickly checked, in others.
‘Captain, we have picked up a faint
signal entering the system now. She is
slowing and… on an intercept course.’
Lieutenant Frank Murphy was a capable
officer. He would not be on Sparrow if
deemed otherwise. In spite of the
momentary break in his voice, he was
reliable and no more prone to displaying
bouts of anxiety than his Captain.
‘The object is moving fast and
trajectory has been confirmed,’ added
Ensign Rolland. He was young, brash,
often enthusiastic, and subjectively less
capable at curbing his feelings of
trepidation.
‘Bring us around and drop us down half
a click,’ commanded Captain Bregan with
all the assurance of knowing exactly what
needed to be done.
‘Sir? That will bring us into the
atmosphere...’ began Ensign Rolland in
protest, the higher pitch of his voice
sparking a look of disdain from the
Captain.
‘I am aware of where it will position us,
Ensign. Carry out my orders.’

IGNORE
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PROTOTYPE: NARSISS
AN INTERSTELLAR RPG STORY
WILLIAM ANTHONY SHEA
This is an original story and is NOT based
on the Christopher Nolan ‘Interstellar’ film.
The story is a prelude to a current BDP
project that began prior to title of the
aforementioned film being made known.
The decision was made to ignore the
potential confusion and press on with the
planned development of the product and
all related material.
*
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There was time. Narsiss, assuming she
was the source of the signal entering this
quadrant, was still an hour out. All
Sparrow could do was prepare for her
arrival and wait. Captain Bregan mulled
over his own orders as the crew
manoeuvred the ship into a slow descent to
carry out his commands. He could still
hear the words of Admiral Nolan. He had
played it over and over again in the
aftermath of transitioning Sparrow through
an FTL (Faster Than Light) jump to reach
this position, but her orders still made him
pause.
‘You are to proceed on a course to
intercept UEMC Narsiss. The ship left
Mars Highway Station two days ago
without authorisation. We have calculated
her FTL trajectory and Sparrow is ordered
to intercept.’

Generator, Tungsten Hull and Reflective
Shielding that enhances her stealth
capabilities in close-quarter engagements.
She also has a 2nd Series Shaw Energy
Shield which means standard inertia
negation and the potential to maintain FTL
for longer.’
This was another flaw in the Admiral’s
statements that defied reason. ‘Longer FTL
jumps.’ A jump was between two fixed
points. Sparrow was at least thirty times
the size of Narsiss with a crew
complement matching the differentiation
in mass. And yet, the Admiral treated the
smaller ship with a degree of reverence
and trepidation that made Bregan take
notice and check his complacency.

Calculated her trajectory? He had no
problem with that part of the Admiral’s
statement. It was the interception part that
concerned Bregan. FTL was finite. If the
Narsiss had a two day head start, she was
effectively gone. They could ‘calculate’ all
they wanted, but all that would do was to
send the Sparrow to her last uploaded
coordinates. Even if they had found a way
to anticipate where Narsiss would be,
risking Sparrow in this pursuit seemed to
touch on desperation, a flaw that had never
been attributed to the Admiral’s reasoning.
She did not make brash decisions, or
reckless ones. Essentially, Bregan had not
been briefed. He had been ordered to listen
and to carry out his instructions without
recourse to questioning the validity of
those directives.

‘The ship is smaller and more
manoeuvrable
than
Sparrow
with
comparable weapons. She is newer, faster,
sleeker and deadlier. The ship has an onboard Combat and Maintenance AI. A
piece of technology that was untested when
the vessel was commissioned. Narsiss is
the culmination of a project that Walter
Shaw did not live to see completed, and
quite frankly, one of which I am certain
that he would not have approved. His
design dates back to 2061, but Narsiss
Blueprints remained untouched and
unrealised since that time. He added
significant improvements to the proposed
systems, and advances made in the interim
may have been incorporated into the
construction of the vessel. We have no way
of knowing the extent of any classified
developments. The design blueprints and
Walter Shaw’s personal notes were purged
from all databases prior to the ship
breaking orbit.’

‘Narsiss is a prototype. She is FTL
capable, with an on-board Gravity

Bregan had cause in light of the Admiral’s
underlying disquiet to offer a high level of

IGNORE
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caution.
‘Launch Sentinels!’ directed Captain
Bregan. ‘Lieutenant, prep two Drop Teams
and have them stand ready for immediate
deployment ninety degrees below Sparrow.
Hold for my orders,’ he commanded with
an intensity that would focus his people to
the urgency of the tasks at hand. Bregan
had no more time to dwell on the
Admiral’s orders.
‘Open all topside gun ports and bring
all guns to bear at maximum elevation.
Shields up!’
Bregan tapped a console on his
command chair, his fingers dancing across
the buttons with a practiced familiarity. He
could see Ensign Rolland visibly tense but
continued nevertheless.
‘Sound General Orders! All crew to
combat positions! This is not a drill! Battle
stations!’
Ensign Rolland looked perturbed as he
turned towards the Captain. His mouth
opened in protest but closed again. Then
his unease overwhelmed any trace of
sensibility and got the better of him.
‘Sir, we will not be able to fire with…’
began Rolland.
Bregan stood up, his self-control
wavering in annoyance.
…shields,’ he finished, uncertain.
‘Carry out my orders, Ensign!’ retorted
Bregan as he drew in a sharp breath to
calm his irritation. ‘I am more than aware
of the capabilities of Sparrow.’
Lieutenant Murphy cast a glance of
warning at Rolland to let it go and the
Ensign reluctantly returned his gaze to his
duty station.
Captain Bregan remained standing,
scrutinising each of the stations to see that
they were ready should the need arise. He
could do nothing about the tension that

permeated the air on the bridge of
Sparrow. His people knew their jobs.
Ensign Rolland was keen and fresh out of
the academy on Mars. He would learn that
everything he thought he knew amounted
to a little more than nothing out here if he
wanted to endure in this assignment. It was
the lot of the young to question. Captain
Bregan was here to command, not to teach,
but inevitably he had no choice. Rolland
could not be easily reassigned and the
Sparrow required a full crew complement.
‘Sir! The Sentinels!’ cried Ensign
Morrow in alarm. Bregan waited for the
punchline that clarified the distress evident
in her voice.
‘They’re disarming,’ she added with
urgency when she saw the impatient look
on the Captain’s face.
‘That’s impossible,’ countered Bregan
in disbelief.
‘Captain, our weapons systems are
going offline,’ screeched Ensign Rolland.
‘Sir, Dropship bays will not open. We
cannot deploy Delta and Omega teams.
Security codes have been overridden,’
stated Lieutenant Murphy, his voice more
even than those of Ensign Rolland’s or
Morrow’s, but it was still traced with
concern.
‘What the hell is going on with my
ship?’ bellowed Bregan. ‘Somebody give
me an answer now!’
Only the hum of power from the
stations and the frantic tapping of control
panels served to provide a response. They
had no idea what was happening. His
people, purportedly some of the best in
UEMC, had no idea what was going on
here.
‘It has to be Narsiss,’ offered Ensign
Morrow, looking to the Lieutenant to back
up her supposition.

IGNORE
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The Lieutenant nodded in confirmation.
‘How?’ barked Bregan. ‘Our codes
were changed prior to leaving Highway
Station, as a precaution to prevent any
possibility of this very scenario arising. I
need answers. I need to know for sure.’
Sparrow’s crew immediately set about
the task of cutting through the confusion,
checking and rechecking systems, looking
for any anomalies that might explain what
was happening to the ship.
‘Sir, the override codes used were
Command Rank,’ stated Ensign Morrow.
‘Command Rank, how is that possible?’
asked Bregan.
‘I don’t know, sir, but they are
registered as Alpha Six Level Codes.’
The quiver in Ensign Morrow’s voice
matched the sinking sensation in her
Captain’s gut.
‘Alpha Six? Damn. Ensign Rolland,
deactivate security measures. Stand down
on all alerts. Lieutenant Murphy, set Drop
Teams to holding pattern. Ensign Morrow,
open communications, broad band
spectrum.’
There was a moment of hesitancy that
only served to irritate Bregan more.
‘Now!’ barked the Captain, raising his
voice to a thunderous roar to focus his
people on the tasks at hand.
Ensign Morrow was the first to comply
and nodded to her Captain that
communications were at the ready.
‘UEMC Sparrow to UEMC Narsiss,
please respond. This is Captain John G
Bregan. We are on a Search and Locate
mission. We do not have hostile intentions.
We have detected an Alpha Six command
code, please confirm.’
Silence.
‘I repeat; we are on a Search and Locate

mission. We do not have hostile intentions,
but I am prepared to defend the Sparrow if
necessary.’
An implied threat. One that Bregan
knew was futile given the circumstances.
‘Sir, we are receiving a signal,’ stated
Ensign Morrow.
‘On screen,’ commanded Bregan.
‘Sir, it is audio only,’ interjected
Morrow as she tapped the communications
console. The voice that came through the
COMMs sounded tired but deliberate.
‘UEMC Sparrow, stand down. Alpha
Six Command confirmed. This is…
Admiral Walter Shaw. Please stand ready
to receive docking instructions.’
Captain Bregan was taken aback. The
look on the faces of his command crew
most likely mirrored his own.
‘Repeat. UEMC Sparrow, stand down.
Alpha Six Command confirmed. This is
Admiral Walter Shaw…’

IGNORE
IGNORE
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IF SHAKESPEARE WAS A GAMER
So I was thinking, what if Shakespeare
wrote game scenarios. What would he
write?

This column is dedicated to all things
Knights of Misspent Youth (KOMY).
Updates regarding many of the gaming
group’s activities are normally made
available through Inner Circle every issue,
but unfortunately we have not received the
required material in time for this issue. We
are unable to produce game updates for
Knightshade stories currently in play as
these are related to future commercial BDP
RPG publications.
The current KOMY games in play are:
 D&D 4th Edition with Sir Alan of
Kelly.
 Knightshade RPG with Sir William
of Shea.
Do check out the Seneschal’s Declaration
and Convention Cube for further details on
KOMY activities.

BLAST FROM THE PAST

The Merchant of... Waterdeep? Twelfth
Knight? Hackbeth? The comedy of
Fumbles? A
Midsummer
Night's
Dungeon crawl? The two Gentlemen from
a Hamlet?
More to the point, what would his stories
be like?
‘Is this a Dagger +1 I see before me?’
Some are born great, some steal greatness.
Fighters die many times before their
deaths. ‘Out, damned poison! Out , I say!’
‘All the perfumes of Waterdeep will not
sweeten this hermit!’ ‘When shall we three
meet again, in the Dripping Dagger Inn?’
Suspicion always follows the guilty thief.
‘If you prick us, do we not bleed? If you
tickle us, do we not laugh? If you poison
us, do we not die? And if you wrong us,
shall we not revenge?’ The Merchant of
Venice: Quote Act III Scene I.
‘The devil can cite scripture for his
purpose’. - Quote Act I, Scene III.
‘I like not fair terms and a villain's
mind’. - Quote Act I, Scene III.
‘I hold the world but as the world,
Gratiano, a stage, where every man must
play a part; And mine a sad one.’ The
Merchant of Venice: Quote Act I Scene I.
‘Superfluity comes sooner by white
hairs, but competency lives longer.’ Quote Act I, Scene II.

Four Knights & a Little Lady…

‘I dote on his very absence.’ The
Merchant of Venice: Quote Act I, Scene II.
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‘Mislike me not for my complexion,
The shadow’d livery of the burnish’d sun.’
- Quote Act II, Scene I.
‘It is a wise father that knows his own
child.’ Merchant of Venice: Quote Act II,
Scene II.
‘In the twinkling of an eye.’ The
Merchant of Venice: Quote Act II, Scene
II.
‘But love is blind, and lovers cannot see
the pretty follies that themselves
commit.’ - Quote Act II, Scene VI.
‘All that glisters is not gold.’ The
Merchant of Venice: Quote Act II.
http://www.williamshakespeare.info/william-shakespearequotes.htm

Well not completely.
In TV Land, couples with more kids don’t
need to break up because… couples with
more kids seem to have a high rate of
spousal mortality (death).
‘The Brady Bunch’; Mike and Carol, ‘Blue
Bloods’; Frank Reagan, ‘The Simpsons’;
Ned Flanders. All have lost a spouse in
this way.
But well, you can’t have everything… and
at least you might have a happy marriage,
until/unless one of you snuffs it that is…
and look how good it was for Mike and
Carol second time around.
WARNING: Some of our younger readers
may have to look up references made in
this column by the Old Dude.

HOW TO HAVE A HAPPY

MARRIAGE
By Wimpy Troll, Bachelor.
So, I developed this theory about reducing
the divorce rate in the US, maybe even the
world… based on TV drama series.
The divorce rate on TV seems to be based
on the number of kids in the family. Dr.
Nicholas Moloney; ‘Moloney’, Erin
Reagan-Boyle; ‘Blue Bloods’, Sebastian
Stark; ‘Shark’, Richard Castle; ‘Castle’,
Kirk Van Houten (Milhouse’s dad);‘ The
Simpsons’. They all have one child, and
they are all divorced!
So the secret of a happy marriage is…
more kids  Brilliant, yes?

IGNORED
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Welcome once again to the hallowed pages
of Fumble Newszine, and to the
Seneschal’s Declaration.
My, how time flies. Not only are we
almost at the midway point of 2017, but
we are also nearing the end of my term as
Seneschal of the Knights of Misspent
Youth. This, of course raises the natural
question, what comes next? Shall this year
see me stepping down as tradition dictates
and a new Seneschal rising to take up the
challenge of leading KOMY? Or shall we
take a left turn, when a right was expected?
Well, the future entirely depends on you,
the Knights, of the Knights of Misspent
Youth. As of writing this article, I have
thus far received only one application to
succeed me. This application has been well
received, but this statement shall serve as
notice that I will only entertain
applications in writing, sent to:
komy.seneschal@gmail.com
The result of my deliberations shall be
shared at this year’s KennelCon. This
year’s event surely promises to be one to
be remembered. The last I shall share on
the matter for now, is a quote I recall from
the great film-maker, Alfred Hitchcock
when he said, ‘A good film should start
with an earthquake, and then the stress
should continuously increase’. There’s a
timely Easter egg hidden in there
somewhere, just waiting to be discovered
…
Following closely on from the above, I
find myself contemplating on the reality of

‘leading’ the Knights of Misspent Youth,
while not being an active weekly member,
and living abroad. Do I think this
compromises my ability as an effective
leader for the brotherhood? Well, yes, of
course it does. Has it given me a somewhat
unique perspective of ‘us’, where we have
come from, where we are, and where we
are headed? Yes, it absolutely does.
Evolution is a damnable thing as it pertains
to organisations that we choose to become
part of. I will be the first one to relentlessly
defend and protect tradition, and so I
always will be. However, that does not
limit one from broadening horizons and
perhaps turning left when a right is
expected. All shall be clarified and
revealed in time.
Now, it is with great eagerness and joy
that I anticipate the impending arrival of
NextCon 2017. This year will see us
convening in Cologne, Germany, at the
site of the annual RPC. I am certain that
the event will be enjoyed by all, and the
convention may well breathe new life into
our Role Playing hearts. However, I must
frankly admit that I am simply looking
forward to seeing you all and creating new
memories with my brethren, while
reminiscing on those treasured (and often
hilarious) moments from our past. I say,
may this year’s convention be one to be
remembered!
As this will be my final address to you
before KennelCon 2017, I would like to
leave you now by sharing a poem you may
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be familiar with, yet I trust you will enjoy
once more:
‘Do not go gentle into that good night, Old age
should burn and rave at close of day; Rage, rage
against the dying of the light.
Though wise men at their end know dark is right,
Because their words had forked no lightning, they
do not go gentle into that good night.

Rage, rage against the dying of the light.
Wild men who caught and sang the sun in flight,
And learn, too late, they grieved it on its way,
Do not go gentle into that good night.
Grave men, near death, who see with blinding
sight, blind eyes could blaze like meteors and be
gay, Rage, rage against the dying of the light’.
Dylan Thomas, 1914 - 1953

Good men, the last wave by, crying how bright
their frail deeds might have danced in a green bay,

SENESCHAL: Sir

Martin of Mason
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ILLUSTRATED
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