EDITORIAL
The season of life, renewal and vitality
– what a month February promised to
be in the aftermath of a wet Christmas,
with the advent of a new year and the
possibility for a fresh start. Then the
rain and the gale force winds continued
until everything began to look even
sadder. Of course, WarpCon 24 has
come and gone and we are deep in the
stages of planning for UK Games Expo,
or BirmingCon if you want to be more
accurate. Saga of the Sentenial Book
Three – The House of Silmarin will be
released very shortly after going
through an extensive rewrite and edit.
This culminates a long wait to see the
commercial form of a story that began
over twenty years ago. In the meantime,
the games continue – most notably
using the Knightshade Role Playing
Game (RPG) system. The scenarios
currently being played are those that
will ultimately make up The
Questmaster’s Tome and they have
been wonderfully entertaining thus far,
more so due in no small part to the
participation of the Knights of Misspent
Youth. Unfortunately, while we would
like to report on the progress of the
stories as part of Inner Circle, these
game scenarios will be complied into a
collection for the forthcoming Tome.
Therefore, we cannot reveal too much
here as there is still some ways to go
before playtesting will be completed.
Bad Dog Publishing is a hive of
activity with numerous projects in the
works and all will be revealed right here
in future issues of Fumble. With that in
BLANK

mind, our next issue will be released in
May 2014. While we have been less
inclined to set a specific deadline of
late, this one is set in stone as it
promises to be a very special issue –
and that is all I am saying about Fumble
Issue Nine.
So what’s next ‘long term’ for the
Newszine? The fact that we have a
strategy that is now looking four issues
ahead may give you some indication.
We have come over a few bumps in the
road but everything is firmly on track
and looks to have every chance of
remaining that way for the foreseeable
future. Back issues of Fumble are still
available in the Newszine Archive
section of the BDP website, but only as
far back as Issue One. Any issues that
predate this re-launch have now been
removed, though as we go to press, I
believe the pre-instalments of the long
featured story ‘Killing Time’ will soon
be made available so that our readers
can still enjoy this serialisation.
Regards and fare thee well for now…
William Anthony Shea – Master Sage
Editor – Bad Dog Publishing.
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Dear Fumble,
Do you have any plans to produce a
scenario or story in your issue? I
remember the old ‘White Dwarf’ when it
was an open magazine catering for all
aspects of gaming and I was wondering
if you would accept submissions for
game scenarios for other systems such
as D&D, Pathfinder or Cthulhu? I really
enjoyed playing these back then and
the magazines produced in the eighties
and early nineties were the best.
Yours Nostalgik.

Hi Nostalgik,
We do not have any current plans but
that is not to say that we wouldn’t
accept an article in a scenario-type
format if it was original, worthy of
production and followed our Submission Guidelines (which can be found
on the Bad Dog Publishing website). I
too remember those magazine articles
and they were great for promoting ideas
or as campaign fillers for an
overworked GM. They were also great
for one-off convention games. Anything
is possible. Perhaps one of our readers
will submit an original scenario for
consideration.
Dear Fumble,
I recently attended a convention where
I got an opportunity to play some board
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games and Role Playing games. I have
to say that I found the board games a
wonderful diversion but I am not sure I
enjoyed the Role Playing experience.
The game looked to have taken a lot of
effort on the part of the GM but the
audience didn’t seem all that invested. I
mostly attend these conventions to
catch up with old friends I have not
seen in a while. Given the convention
was not very long, I think quick games
are better, those you can step into, or
out of, and which strike the right
balance. I am starting to think the age
of the Role Playing game is waning
amidst a need for quicker forms of
entertainment that allow people to
converse as well as play.
Yours Impatient.

Dear Impatient,
People have busy lives and they come
to conventions for many reasons. We
still believe that Role Playing Games
(RPGs) have a place at these
conventions, though it is true they
require a greater degree of focus and
engagement. The rewards of playing a
good game can be worth the time and
they should be given a chance.
Conventions are usually attended by
like-minded individuals who enjoy
many games – card games, board games
and RPGs. If you find that one
particular game type is not for you, as
you noted, there are always other
activities you can enjoy.
SNAIL MAIL SUBMISSIONS:
BAD DOG PUBLISHING
‘THE KENNEL’
C/O 16 KILLREENDOWNEY AVENUE,
BALLYPHEHANE, CORK, IRELAND.
submissions@baddogpublishing.ie

VAMPIRE

CARD GAMES FOR THE VETERAN

AND UNINITIATED!
MICHAEL O’MAHONY
There are so many! Which ones do you
choose? Well it depends on the kind of
night you are looking forward to – intensely
competitive, brain dead, humorously
challenging – or just something to do while
you catch up on current events with your
friends. The diversity of games available
can cater to any mood – from Chez Geek to
Groo, from card games to semi-board
games with a Role Playing overture. Let’s
not talk about Twitch – the card game that
makes your heart stop if you don’t pay
attention. So which ones are the best to buy
and to play? The list is endless with more
coming out every day.
I bought my first card game (Groo) at
my first Con in ’96. Think card games are
not really Role Playing Games (RPGs).
Well in some ways RPGs are less
competitive because the Players cooperate
(for the most part) in a common goal; while
with some card games, i.e. Groo or
Munchkin, you win by screwing over the
other players. Another difference between
RPGs and cards is game time. An RPG
adventure can take from a few sessions to
months to complete while we can manage 5
to 10 games a night.
And so to the card games we play: I
thought about rating these by skill/
enjoyment level, but for us card nights are
about relaxing from the stress of killing and
(not) being killed and I feel it is not so
much about the game making the night as
the night making the game.

3-5 players (we have stretched this a bit). A
player wins by capturing the most
‘Vampire’ cards. While there is a certain
level of ‘skill’ involved, there is also a lot
of luck required. A player can’t capture
vampires without ‘Carriage’ cards (there
are 10 in a deck) and I have gone entire
games without drawing one; imagine trying
to hold 15+ cards in your hand.
Rio Grande Games: riogames@aol.com
DO YOU WORSHIP CTHULHU?
5-30 players. Yes I did say 30 players. An
altar appears in the village, villagers are
dying. It is up to the ‘Seer’ and ‘Protector’
to find the Cthulhu worshipper before it’s
too late. Lots of scope for poetic license
here as well as enjoyment (it isn’t always
the idiot brother but he is hung anyway).
Toy Vault Inc.: www.toyvault.com
GROO
2-4 players, 6 with the expansion deck, and
yes we have stretched this a bit. Build your
town, and army. Attack other towns with
your troops and hope ‘Groo’ keeps away
while you do it. Great stress relief. Play the
‘Minstrel’ card, it’s worth it.
Archangel Entertainment:
E-mail: archangel@archangelent.com
CHEZ GEEK
Up to 5 players, 8 with the expansion deck
‘Slack Attack’. Yes, of course we stretched
this. Different ‘slack goals’ for different
player’s ‘jobs’. The more ‘free time’ and
‘income’ a roommate has the more slack
can be gained. Free stuff is also good for
slack, as are animals. Get rid of unwelcome
guests, send them to your friends rooms,
screw your friends over to win, and watch
BLANK
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out for the Old Guy Upstairs. There are
variations of this game, ‘Block Party’,
‘Chez Grunt’. Tokens or dice not included.
Steve Jackson Games.
www.sjgames.com
www.sjgames.com/chezgeek/

‘filler’ event, with very few played each
year. Now, however, they have been
properly scheduled into the game calendar
and I feel that as we spend more time
playing them we are getting more out of
these nights.

GOLD DIGGER

AND SO TO BOARD GAMES:

2-5 players. Pick your character. Stake your
claim, find your fortune, but watch out for
claim jumpers and fools gold spoiling your
mine and reducing your fortune.

HEROQUEST

Out of the Box Publishing Inc.:
www.otb-games.com
MUNCHKIN
3-6 (or in our case more) players, with
expansion decks, ‘Munchkin 2 - Unnatural
Axe’, ‘Munchkin 3 - Clerical Errors’ and
‘Munchkin 4 - A need for Steed’. This
game will probably take longer than the
others (the box said about an hour). Create
a character and class during the game, get
better weapons and armour and ’kill the
Monsters, Steal the treasure, Stab Your
Buddy’ (Steve Jackson Games). Or help
them for a share in their treasure. There are
variations of this game, and other
expansion decks, which can be combined
with each other. To name but a few,
‘Munchkin Bites’ , ‘Munchkin Cthulhu’
and ‘the good, the bad and the Munchkin’.
Tokens/level indicator dice not included,
but you can buy Munchkin Dice and
figures.
Steve Jackson Games.
www.sjgames.com
www.sjgames.com/munchkin/
I have more card games but as we haven’t
actually got around to playing them yet I
have not included them in this article. For a
time with our group, card games became a
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2-5 players. Expansion sets available.
Simple combat system, different room and
board layouts and some nice game pieces
and plastic figures. Not too sure if this
game is still available from the publisher,
but you could possibly pick it up at a game
convention or hobby shop dealing in older
games, or through an auction site such as
eBay.

askhasbro@hasbro.co.uk
DUNGEON THE BOARD GAME
A short relaxing game (not). Pick your
character class, search the class rated
(wizards fight bigger monsters) rooms for
treasure (killing monsters on the way) and
race the others back to the start for victory.
Wizard of the Coast: www.wizards.com
PANDEMIC
2-4 players. Expansions available. Draw
cards for your speciality field. Help (yes
help) the others stop/fight diseases
worldwide. There is only one winner/loser
here, the human race.

www.zmangames.com
Board games do not really provide (unless
the Games Master is willing) the details,
gory or otherwise of a typical RPG but they
most certainly have a place in any games
room, even as a filler event.

THE GMs GUIDE
Creatures to be feared:
The big, the small and the deadly.
When it comes to injecting a little fear
into a story, what creature actually
elicits a gasp of horror or terror? The
biggest creature may only invite groans,
especially the cliché use of a Dragon
without substance or context to a story.
Throwing a creature in just to get a
fright factor going precludes the notion
that the Players view the beast as a
terrifying foe. Worse, they can view it
as a chore. Subtlety or good placement
will often serve the story better. Even
the smallest creatures can be effective
in numbers or confined spaces – the
Scarabs from the movie ‘The Mummy’
come to mind, or the use of Rust
Monsters in tight tunnels like in a D&D
game I ran some time ago. Rats are
viewed as a nuisance but they are an
opportunity often wasted. Sometimes
you have to build the mood to tap into
the fear. The creature itself may not be
viewed with any trepidation until the
situation puts the Character in a bad
position. Having the Character fall into
a tight hole and feel the Rats move
about his feet where he can’t get at
them can be extremely unsettling. They
can gnaw away at him with impunity,
creating a desperation not hitherto seen
when facing this normally weaker foe.
Disease is another factor. Showing the
Players what the Rats did to a previous
victim can instil the right element of
trepidation. I like using Rats, especially
in desert terrain as they burrow up
through the sand beneath sleeping
>>>>>>>>>>>>

Characters with dire consequences. The
location and situation can be just as
important as the chosen creature.
Burrowing creatures in general can be
just as real a threat. Creatures that can
be concealed are also good for a fright
or two – they’re coming out of the
walls! Surprise is very much subjective.
If the Player believes his Character is
invincible or that he can be put back
together easily, lasting debilitations
rather than killing can be a suitable
motivation towards fear. Even showing
the Players what a creature (big or
small) is capable of can often be enough
to capture the right mood. Opening with
a scene where the Characters find a
victim or victims of a creature can set
the right mood for future encounters. Be
careful with overly graphic scenes –
painting a picture to disgust the Players
is not as effective as revealing some
nuances without playing out your hand.
Sometimes what you hold back is just
as important. Spiders large and small,
Snakes of varying sizes, insects and
even a stalking, ferocious feline, can all
add to a story if used in the right
environment and context. When adding
any creature to a story – ask: Why are
they there? How did they get there? Do
they serve a purpose? I am not fond of
playing in games that utilise random
encounters. Nor do I favour using these
in a story. Nothing should be
unexpected for a GM, as an undesired
outcome or unfortunate rolls of the dice
can alter a scenario for the worst. Stick
to the story and plan the foes to be
encountered. The GM should always be
in control of his selections and his story.
From the lowly Goblin to the
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fiercesome Dragon, using a creature to
full effect means getting creative and
understanding the nature of the
antagonist. Never portray the creature
as just standing still. No foe is just
waiting for the Characters to arrive
(unless they are waiting in ambush).
Goblins who use the terrain to fight
utilising hit and run tactics or a Dragon
who stays within a haven that has only
one avenue of entry to fill with its
deadly breath can make the Characters
think twice if they have to pay dearly
for any ground or treasure gained. Bugs
burrowing beneath the skin or creatures
who leave behind lasting harm such as
poisons or disease can be equally
effective. Even marauding hordes may
have a contingency to escape if
followed, a rearguard who lie in wait
for those who think nothing of rushing
blindly into the night in pursuit of an
enemy. When introducing any creature,
think of its mindset and its terrain
advantages and use them to effect. No
matter how much beasts are used to
entertain in an encounter, a sense of
self-preservation must apply. Even the
Characters of the Players should run
away (unless they are hopelessly
trapped) if their ego permits. The GM
must often instil the same ingenuity into
the creatures he chooses as a Player
does for his Character. Not every foe is
a mindless automaton set in place as
window dressing or cannon fodder.
Still, some are exactly that and nothing
more. Remember that the big, small and
indifferent will be viewed with true fear
and grudging respect if portrayed with
an attention to detail that lends an
antagonist a level of realism.

KILLING TIME PART XIV

CAROLINE RICHARDS
WILLIAM ANTHONY SHEA
The leaves gathered and all at once
when they seemed to reach a point of
cohesion, they unravelled in a flurry,
rising hopelessly against any attempt to
infuse order into something inherently
chaotic. Caroline felt a stabbing pain in
her chest and woke. The room was in
darkness. Night. She fumbled for the
switch on the bedside lamp. Her body
was drenched in an anguished sweat,
the weight of a nightmare having
passed, but still the stark impression
remained to leave her with no doubt as
to the images that plagued her mind.
Caroline had never forgotten her other
life but she did not dwell on the past. At
least she had not done so until recently.
Caroline had been nothing in that past.
Insignificant. She felt the bile of
contempt rise in her throat. Even then,
how had she let herself become
something so… ordinary? Worse, fear
ruled her heart. A heart that had been
poorly suited to a life of distress.
Caroline knew she had the propensity to
fail. Thoughts like this drove her to be
more, but in turn, each measure of
success had to be weighed against the
possibility of a recurrence of the
condition that ultimately cost her the
only thing that mattered – life. She
might have been a whore for Diablo but
otherwise she treated her body with
respect. Her diet and exercise routine
were precise. Why then did she now
feel a pang of anxiety? Why after all
this time did the discomfort in her chest
cause her concern? Caroline had been
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diligent about medical checkups. There
was nothing to concern her in those
reports and she had been thorough,
bordering on paranoia, about her health.
All this business with Morris
Quibley had just brought up old
memories. She had been raped. Her
heart had given out but she always
wondered how soon after the last breath
escaped her lips did her attacker notice?
Did he stop? There was also something
about Jack Gabriel that provoked these
thoughts. He was connected to her past
or he perceived some connection in a
way that eluded Caroline. John was not
necessarily concerned but Detective
Gabriel had interested him enough to
take notice. A redemption clause? The
very words implied a need to be
redeemed – to be saved. Caroline could
not ask John Diablo, but finding out
what Jack actually knew might gain her
an insight. John was unlikely to
volunteer anything more that he
believed was necessary.
Caroline shook off the ghosts of her
past, jumped from the bed and made for
the shower. 04:30. It was too early but
she would never be able to get back to
sleep. She wondered if Morris knew she
slept naked. Caroline had never been
able to take heavy bedclothes or
clothing since her rebirth into this
second chance. They gave her the
impression of being smothered. She had
tried pyjamas, even those that were
little more than lingerie, but she always
woke and discarded even the flimsiest
of underclothing. Anyway, she had put
a lot of effort into keeping her body
trim. Caroline’s figure was a picture of
perfection. In the light of the bedside

lamp the smooth curves of her body
would have been enough to delight and
tease. She wondered if John ever turned
on the hidden cameras in her apartment,
in particular those in her bedroom. The
system was of course coded, but
Caroline was not so naïve as to believe
that John would not have had an
override on the system, even when she
changed the code. James Murdock too
for that matter.
Let them watch. Caroline was no
longer shy about her appearance or her
conquests. There were moments when
she craved a little privacy, but then she
remembered what being alone had cost
her. Besides, Morris had been dealt with
by James Murdock. He would not
trouble Caroline or anyone else again.
She was no longer a victim and as much
as she indulged in the occasional sordid
affair on behalf of the Diablo
Foundation, she chose those to whom
she offered sex or intimacy, though the
latter was always nothing more than a
charade. Rachel Moore had opened her
mind to other possibilities, short-lived
but not without virtue some time in the
future. Virtue was perhaps not an apt
word considering her more recent
conquests. She was not yet ready to
seek out any lasting companionship or
to seriously explore that aspect of her
sexuality. Rachel had been nice. The
encounter had provoked a powerful
sensuality, and in truth, Caroline had
never felt so… satisfied. Morris had
taken that away in a brutal moment. He
had been a deviant and a predator, but
one who lacked the full intensity of a
predacious nature. There was nothing
cultured or intelligent in his advances.

>>>>>>>>>
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He was just too much of a sleaze. What
he had done to Rachel only confirmed
Caroline’s opinion of the miscreant. On
reflection, she was forced to remember
the circumstances of her own unfortunate demise. This only added to the
disgust she felt for the man.
Being in a shower was probably not
the most appropriate time to be thinking
of Morris Quibley or her past. Again, a
stab of pain cut across Caroline’s chest
and set alarm bells ringing. The
discomfort only lasted a few seconds
but she was still concerned. Why now?
Caroline wasn’t particularly anxious.
Jack Gabriel may have invoked a few
distressing memories, but she was not
worried, stressed or in any way out of
sorts. In fact, she felt comfortable right
down to the tips of her toes.
Just then Caroline’s phone rang,
startling her out of her thoughts. It
couldn’t have been more than five a.m.
Who would be calling at this time?
Caroline stepped out of the shower and
picked up the phone. John Diablo.
‘Hello, Miss Richards. My apologies
for calling at this early hour. We have
had an incident,’ said John, his voice
calm, even and without any emotional
connotation by which to gauge how
severe an incident had occurred.
However, as Caroline had guessed, it
was coming up on five a.m. No matter
how John spoke, it had to be serious.
‘What kind of incident?’ asked
Caroline when nothing seemed to be
forthcoming.
‘The Matthew Harding kind of
incident,’ replied John.
Caroline half sighed and half
groaned.
>>>>>>
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‘What has he done now?’ she probed
with a trace of annoyance.
‘Assaulted James Murdock,’ replied
John coolly.
‘Assaul… assaulted… James… how
did he manage that?’ she questioned in
disbelief.
‘Badly,’ offered John. ‘Can you
come in early? We need to discuss any
potential repercussions.’
‘Yes, of course,’ answered Caroline
quickly. ‘I will be there as soon as I
can.’
‘Have Alice come in with you. She
has not responded to any of my calls.’
Caroline looked to where she knew
the cameras were hidden. She wondered
if John was watching her now, wet and
naked. Did he know that she was
already up when he called? Did he
purposely ring while she was in the
shower? Caroline dismissed the thought
as John hung up the phone without
waiting for an answer.
Caroline meticulously dried off her
body and dressed before crossing the
hallway to Alice’s apartment. She was
surprised to see the door slightly ajar
and hesitated. The impression of leaves
rising in the air crossed her mind.
Caroline bolstered her courage,
dismissing a thought that should have
remained in the past. She had long
decided against ever becoming a victim
again. Alice would never leave the door
open. She was too paranoid about her
security to have made such a lapse. In
spite of how she antagonised Alice,
leaving her to any potential harm was
beyond even her propensity for being a
bitch. Caroline tip-toed closer as she
heard voices. One was definitely
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Alice’s. The other she took a moment to
recognise but it had to be Matthew
Harding. Surprise and concern turned to
curiosity, particularly in light of John’s
revelation that Matthew had attacked
James Murdock.
‘You have to listen to me, Alice.
You are the only one who has any hope
here!’
Matthew’s voice was insistent and
pleading all at once.
‘No, Matthew, I don’t. It’s five in the
morning and you should not have come
here. I must have been insane to open
the door!’ she cried.
‘We are all part of this, Alice. I know
pieces, not everything, but enough. The
Diablo Foundation is evil. What they
are doing is wrong, and this is not the
first time. We are all connected. How
else would I know that you were an
addict and a whor… victim in the other
time?’
Caroline was even more intrigued.
Miss Prim and Proper had a dark past
just like the rest of them. Whore? And
an addict? Of course, it had to be
something tragic.
‘Get out, Matthew!’ snapped Alice.
Harding was never very diplomatic
with his turn of phrase. Less so when it
came to Alice it seemed.
‘I… I am sorry, Alice, but you have
to know the truth. There is a man in my
visions that I do not know. At least, I
can’t see him clearly. I think it is
because I didn’t know him or he is not
part of what John did to us. He is your
way out of this awful charade of living.
You have to…’
There was a sound that Caroline
could only surmise was Alice pushing

Harding.
‘Get out!’ she screamed.
The sound grew louder as Alice
forced Harding to the door. Caroline
retreated, slipping inside her own
apartment just in time to avoid
discovery. She waited and listened but
after a muffled exchange she heard the
sound of Matthew Harding leaving.
Caroline counted the moments; giving
him time to reach the door to be certain
he had indeed left. Feigning a yawn and
a sleepy countenance, Caroline opened
her door to come face to face with the
brooding and agitated expression of
Alice Lake.
‘What do you want?’ snarled Alice,
an emotional outburst that only served
to delight Caroline.
‘John has been trying to get hold of
you,’ replied Caroline with the
appropriate amount of irritation. ‘Oh,
and good morning to you too,’ she
added with a sardonic smile.
‘What… what does he want?’ asked
Alice awkwardly, her ire wavering.
‘He wants us both to come in early,’
replied Caroline, stifling a genuine
yawn.
‘Why? Did… he say why?’
Caroline smiled. This was all too
delicious.
‘Something about Matthew Harding
assaulting James Murdock. I know, it
sounds crazy, right, but that’s what John
said. I mean, Murdock could probably
kill Matthew on a bad day.’
Caroline chuckled, hoping it wasn’t
too much. The colour, such as it was,
drained from Alice’s face.
‘Assaulted… James?’ whispered
Alice in disbelief.
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‘Yeah, I know. I’ll be ready in
twenty minutes. Do you want to drive
or will I?’
Alice cast a furtive glance towards
the door to the stairs that Harding had
only passed through a few minutes ago.
‘Alice!’ said Caroline louder as
Diablo’s Legal Liaison remained
unresponsive.
‘Oh, sorry, can you drive? I’ll be
ready when you are,’ she said.
Caroline had never seen Alice look
so… diminished. Secrets were like that.
They had a way of biting back when
you least expected, especially those that
Harding had imparted to Alice.
Caroline smiled and left Alice to her
thoughts. She had always wondered
what Alice had done in her other past to
require her to make a deal with John
Diablo. Caroline had died alone after
retreating from any bodily connection.
Now she was perceived as Diablo’s
whore by Alice. The irony was not lost
on Caroline. Alice had been a whore,
probably doing tricks for drugs. She had
become cold, detached and emotionally
inept. What a pair they were, two sides
of the same coin in a past that had been
unravelled, only to come full circle on
opposing sides again. Still, for Caroline,
one thing stood out. Matthew Harding
had come to warn Alice about
something important. This in itself was
something significant to report to John.
She didn’t dislike Harding. She just had
no regard for him at all. Alice was her
focus here. Anything that tarnished
Miss Prim and Proper in the eyes of
their mutual benefactor was all that
interested Caroline in this game. The
thought that she had momentarily been
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motivated to save Alice from an
imagined fate at the hands of some
deviant did nothing to diminish a return
to their former status and mattered little.
Secrets were wonderful things when
uncovered. Caroline couldn’t wait for
Alice to brand her a whore again. The
retort of ‘takes one to know one’ would
only be too delightful. No time for that
now though. Caroline quickly did her
makeup and went to join an obviously
distracted Alice. John did not like to be
kept waiting. For a man who played
with time, he did not often practice
patience. Caroline had even forgotten
about the stabs of pain in her chest that
dissipated in the absence of dwelling on
her past in favour of delighting in
Alice’s debilitation. Whatever Harding
had done, it seemed her sins were being
compounded by the minute. Tonight
promised to be a charged event,
assuming James Murdock didn’t get his
hands on the foolhardy artist in the
interim. She was so glad she had invited
Jack Gabriel. Between having a cop at
the affair should the event take on a
darker note and the impact Harding
imposed on Alice, this was shaping up
to be quite a day.
The bleeding had stopped, but attending
Harding’s event with bruises and cuts
would not be considered kosher.
Murdock wanted so badly to kill the
little worm – not just kill him – make
him pay in ways that would make living
undesirable.
‘I understand your concerns, Mr
Murdock. However, I cannot permit
you to…’ BLANK
James Murdock shook with rage. He

slammed his hands on John’s desk,
evoking a definite cracking sound that
did nothing to perturb Diablo.
‘We had an agreement. An
agreement that you have broken. I am
not supposed to remember anything, but
between the nightmares and Harding’s
damned paintings… you broke this
contract – not me!’
Murdock’s anger was compelling.
His restraint was singularly remarkable.
‘Impossible,’ retorted John.
‘No! I remember everything!’
bellowed Murdock. ‘I was already
having flashbacks long before I saw
Harding’s painting! I just didn’t know
what they were!
Murdock could not calm down and
John realised that asking him to do so
would only exasperate the situation.
However, when he pushed against the
desk, moving it several inches towards
Diablo’s facilitator, John stood up and
stepped closer to Murdock.
‘Do not overstep your position here,
James,’ said John firmly with all the
hint of a reprimand.
Murdock suddenly caught John by
the throat.
‘I am going to find Harding and I am
going to deal with him once and for all!
When I come back here – you are going
to give me what I was promised!’
Every word from Murdock was an
enraged shout. He let John Diablo go
and stormed out of the office.
The surprise that had crossed John’s
face became a snarl of contempt.
Murdock had stepped over a line that
had consequences. John had no
intention of letting this challenge go
unanswered. BLANK

KILLING TIME PART XV:
MATTHEW HARDING
CONTINUES IN FUMBLE ISSUE NINE
ON RELEASE MAY 2014

Be sure to check out the previous
instalments of Killing Time Parts I –
XIII, still available to download from:
http://www.baddogpublishing.ie/index.php/newszinearchive/

AVAILABLE FROM

BAD DOG PUBLISHING
& AMAZON
(.com/.co.uk/.fr/.de/.it/.es) & other
online book stores.
TALES FROM A DARKLING POOL
(AUTHOR’S PREFERRED TEXT)
RETURN TO A DARKLING POOL
A DARKLING POOL AGAIN
BEYOND A DARKLING POOL
NIGHTMARE
VAMPIRE
FALLEN
REVISED RELEASE DATE:
COMING IN 2014
SAGA OF THE SENTENIAL BOOK ONE:
CAULDRON OF TROUBLE
SAGA OF THE SENTENIAL BOOK TWO:
FOR THE LAND THAT FELL
SAGA OF THE SENTENIAL BOOK
THREE: HOUSE OF SILMARIN:
REVISED RELEASE DATE:
FEBRUARY 2014
KNIGHTSHADE
THE GRANDMASTER’S TOME
COMING SOON!
RIPPLES from A Darkling Pool
COMING SOON!
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beyond it being a brief interlude where
friends can hang out and catch up.
Perhaps WarpCon will never be
anything more, but I guess it doesn’t
need to be – after all there were plenty
of events that have come and gone that
tried to change format, only to find that
they reached too far to endure.
UK GAMES EXPO 2014
a.k.a BirmingCon
May 30th – June 01st
(attending May 28th – June 02nd)
NEC Metropole
Birmingham, UK.
So we are doing it all over again in
another gaming year. WarpCon 24 has
just come and gone. UK Games Expo
2014, a.k.a BirmingCon and KennelCon
2014 are currently in the works and
who knows – maybe we might just
make it to a few other events this year.
WARPCON 24
January 24 – 26th
University College Cork (U.C.C.)
Cork, Ireland.
Well, that was a Con to remember. We
played lots of games, imbibed too many
‘hic’ refreshments and had a wonderful
time. I guess that is what it’s all about.
This year we played a number of board
games (Pandemic and Magdar in
particular) along with our traditional
foray into what has become the annual
Original D&D Game. This time out, the
adventure was Dark Moon, where the
night brought a sinister… WereGnome
to the town of Jarus. WarpCon hasn’t
changed much in all the years and there
isn’t much scope to expand the event
BLANKANK

UK GAMES EXPO UPDATE
For KOMY: Check out the BirmingCon
Supplement included with this issue for
all the information you will need to
survive UK Games Expo 2014.
KENNELCON 2014
Saturday, July 12th – Invitation Only!
The Kennel & Knights Bar
Cork, Ireland.
Events to be advised.
OTHER EVENTS
LepreCon 2014
March 07 – 09th
Trinity College, Dublin, Ireland
Itzacon 2014
March 21 – 23rd
Galway, Ireland.
GaelCon 2014
October – TBA
GamesExpo Scotland 2014
November 04 – 05th
Edinburgh, Scotland.
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Fumbling Volume One is currently in
production at Bad Dog Publishing
(BDP). The Characters from Fumbling
have appeared in many incarnations
throughout the history of BDP and the
Fumble Newszine. Elements of these
Characters have also appeared in BDP’s
cornerstone publication, Knightshade.
Fumbling will be marketed primarily as

BLANK
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a promotional publication to support
other titles produced by BDP. This first
Graphic Novel is currently being
resized and redrawn for its pending
publication with a grey-scale/black and
white finish. The images are in the
process of being enhanced, the stories
updated and additional (never before
seen) material added.

The images presented here are a teaser,
depicting things to come. The art may
never win any prizes but BDP have
determined that the journey is still
worth taking. Fumbling is as much a
part of the BDP stable as the other
publications. The Characters produced
BLANK

in Fumbling and making appearances in
other publications have become as
much a part of the BDP experience as
those within the Novels and Role
Playing Tomes. The stories that unfold
will give you an insight into the inner
workings of BDP.

KS00 Stepping Stones
(from KST02: The Grandmaster’s Tome)
The journey to the town of Cravenfall is not
easy, but this frontier habitat is a place that is
full of promise and a waystop on the road to
adventure. Beware – the town itself harbours its
own dangers, but it is here that you and your
companions may find the location to a lost
treasure of old.
KS01 The Tomb of Arloth
(from KST04: The Questmaster’s Tome)
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. This
issue we provide a brief overview of Sir
William of Shea’s Knightshade game within the
constraints imposed by BDP.

KNIGHTSHADE RPG
Cast of Characters:
Ricardo Montebane – Swordarm
Sir Michael of Mahony

Fate has brought you and your companions to
the town of Cravenfall in search of the location
of the last resting place of Navarre Arloth who
is rumoured to had been buried with a fabled
amulet that is said to imbue its wearer with
great power. Arloth was a Mage of wealth and
influence who once lived in the land of Grail.
The whereabouts of his tomb has remained
unknown… until now.
KS01A Return to Cravenfall
(from KST04: The Questmaster’s Tome)

Hudron Pharr – Hermit
Sir Bryan of Hegarty

Optional Story – After locating the tomb of
Navarre Arloth the town of Cravenfall beckons
as winter begins to take hold. You have need of
refuge. However, all is not well in this waystop
habitat as wolves and other creatures harry the
people.

Terribus Gherkin – Swordarm
Sir Michael of Heffernan (MJ)

KS02 The Mask of Tirana
(from KST04: The Questmaster’s Tome)

Milford Modulus Prime – Swordarm
Sir Fergal of Moore

Journey to find the Mask of Tirana. Solve the
riddles and secrets of the scrolls recovered from
the Tomb of Arloth and survive against all odds
to win both fame and fortune as you uncover
more than just a lost treasure.

Alatoff Barrowdark – Mage
Sir Martin of Mason

Wicketley Phessel – Rogue
Sir Alan of Kelly
Fhonwright Carinstein - Rogue
Sir Eoin of Moloney
Rebecca Reis - Scout
Lady Harriet Chambers
Hayzeus Prenderghast – Mage
Sir Paul of Mason
Support for absent Players:
Squires Dane and Luke of Shea.

KS03 Fallen Kingdom
(from KST04: The Questmaster’s Tome)
Lenica is the oldest human kingdom in all of
Ayre, but the borders of the land have been
closed by a terrible darkness, one that has
already spread to neighbouring countries and
threatens to consume the living. Can you stand
against the evil troubling the land?
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We live to play. It may not be all there
is to life but a diversion allows us to
step out of our routine, the real life that
keeps us in the here and now. Games
are fun. They do so much to sustain our
wellbeing – assuming we don’t become
lost in the fantasy. Having a focus
outside of that which is necessary in life
can be a great benefit. Sharing the
experience with friends can make the
diversion even more rewarding. The
Knights of Misspent Youth (KOMY)
were founded for that very reason. We
enjoy the games we play, and in turn,
the pastime gives us a reason to meet up
week after week, to tell the stories we
have lived and to share friendship.
KOMY has lasted more than 20 years
and last year (2013) has seen some of
our members reach a milestone age of
30. It is hard to imagine that quite a few
of them were only 10 when all this
began. Our youngest members are
under 20 and oldest, over 50. I guess it
is proof that KOMY has spanned the
generations and stands as a testament to
our continued endurance.
This is as good as any time to note
what KOMY has come to mean for me.
I have often spoken and written on this
subject but that in no way diminishes its
importance. KOMY may be tied
together because of the games we play,
but at the core, it is the friendships we
have made along the way that make it
all worthwhile. Like KOMY and

BLANK
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perhaps because of that which we built,
those friendships will endure.
So, where will the future lead us?
Ask me 20 years from now. I will be the
grumpy old man sitting in the corner of
the room complaining about how life
was so much harder in a past that few
remember. I will be the one with the
knowing smile on his face watching the
world moving with eagerness towards
moments that are too precious to forget.
I only hope that I am still able to read,
to write, to play and to imagine, and
that I get to share those moments with
some very dear friends who have
survived the test of time and all that
goes with living a life that is just a little
less ordinary.
There are some moments to be
celebrated in the not so distant future.
Living in the present is just as important
as the games we play. I am looking
forward to that which is to come as we
pause from time to time to remember all
that we have achieved. Life is the
greatest adventure of all. I hope we get
to share it for a very long time to come.

William Anthony Shea – Seneschal

Knights of Misspent Youth
Congratulations to:

Sir Eoin of Moloney
on his 30th Birthday: December 31st 2014

Please note that while every effort has been made to make the Schedule as
accommodating as possible, it is subject to change. GMs have been allocated slots.
If a GM is unable to use a slot, then these can be surrendered or exchanged with
another GM. Please do not make any arrangements without notifying the host
and/or Seneschal (if this is not the same person). In some instances, swopping slots
may not be possible, especially if in the middle of a game run. If sufficient notice is
provided, the entire allocation of slots may be exchanged with another GM.
Alternatively, slots can be surrendered and a CARD game run in its stead.
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KILLING TIME PART XV: MATTHEW HARDING
Matthew Harding prepares for the night of his Exhibition in the aftermath of
assaulting James Murdock. He is overcome with the weight of emotional turmoil
after uncovering the truth within the paintings that have infused his mind with
revelations which threaten to further unravel his fragile grip on reality. If only he
had time to see the last threads of something that could well save innocence from
the machinations of Diablo… but there is none left. Time, like Harding’s grip on
sanity is about to unravel.
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