EDITORIAL
Pina Coladas, Honey Monsters and the
sampling of a great deal of refreshments
is not what the convention circuit is
about. They have a place but the truth
of the matter is that attending a
convention involves meeting up with
people who largely share the interests
and mindset of you as an individual,
your group of friends, or if a
commercial entity, the products it
produces. It is also a good time to see
what is on offer in the world of gaming
these days, what sells, what’s hot and
invariably – what’s not. At this stage,
BDP is in the territory of checking out
venues
for
potential
marketing
opportunities. Attending purely as an
individual or as a group interesting in
playing is not the same as going there
with a commercial eye to the future.
You no longer look with the same
perceived outcome – as a buyer, as a
gamer and with a fair measure of jaded
awe. You begin to look at the whole
event as a seller, viewing opportunities
for marketing and the potential for
displaying products that are on offer
through BDP.
On a publishing note, the pending
release of Knightshade – The
Grandmaster’s Tome is upon us and
that will make this the second back to
back release of major significance to
BDP: Saga of the Sentenial Book Three
– The House of Silmarin culminates the
Sentenial Trilogy. Fallen is also
pending release to complete the trio of
the Vampire ‘Brethren’ series. While
the latter two complete those particular
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writing goals, Knightshade – The
Grandmaster’s Tome marks a halfway
point in the core product releases for the
Role Playing Games project. So, what’s
next for BDP? Well, based on our
current production calendar, that would
be Ripples from a Darkling Pool, the
fifth and… final in the series, followed
by Fumbling Volume One. This year
has been a lot about closure, but it has
also been about new beginnings. There
are always new beginnings. I think we
will never run out of opportunities to
invent, reinvent and explore. There will
always be stories to tell. With that note,
you might notice an underlying ‘less
than subtle’ theme to this issue. This is
what could have happened if a gamer
went to buy a cake for his wedding…
and so, congratulations to Sir Alan of
Kelly and Lady Fiona of Ryan on their
pending marriage. We will all be
keeping a close eye on the cake but I
am sure it will be quite safe. If not, it
will provide an opportunity for another
story in time to come.
Regards and fare thee well for now…
William Anthony Shea – Master Sage
Editor – Bad Dog Publishing.
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had its run, or how long that will be for
that matter? Don’t get me wrong, I like
a good story but how many more parts
are there to the current run?
Curious.

Dear Curious,
Welcome to the Letters page of Fumble
Newszine. There was a time when we
believed that this column would not survive
and then our readership proved us wrong –
a fact for which we are grateful.
Dear Fumble,
I wanted to take the time to thank you
for Fumble. I don’t know if you receive
praise for the effort you put into each
and every Newszine, but – Thank You.
I for one appreciate receiving Fumble
and it always gives me a moment of
delight when I get the e-mail heralding
its arrival and know that I will get a
taste of what is going on with the
games I don’t often have a chance to
revisit except in my memories.
Thanks for taking the time to let me
hold on to some shade of my Misspent
Youth.

No, we don’t often receive letters
applauding our efforts, but we most
certainly welcome any feedback, good
or bad, as long as it is constructive. We
thank you for taking the time to write to
us to offer words of encouragement.
Dear Fumble,
I see you are still dedicating a fair
portion of your Newszine to the same
serialised story. One wonders if you
have any plans for shorter pieces – say
one or two parts, when Killing Time has
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Good question. As of this issue we are
at part XV (15). Therefore, there are 5
left (with a 6th additional ending being
held for the subsequent release of the
novel). This means that the current
story will end in Fumble Issue
Fourteen, in 2015. The intent is to
revert to shorter pieces at that time,
assuming we get suitable submissions. I
know ‘Killing Time’ has been a long
running piece but most of our readers
seemed to have enjoyed the story. Such
a long running serialisation is
something that Fumble is unlikely to
commit to again. We generally plan
Fumble about four issues in advance.
The ‘Killing Time’ story was the
exception as the serialised parts were
set in place up to Issue Fourteen. We
have committed to four issues this year
and four next year, though if you have
been reading Fumble since the relaunch, you will know that this is not
always possible. If you have a story
piece that may fit one or two issues –
now is the time to submit it, as once we
get into planning stages for those
following Issue Fourteen, it may be too
late.
SNAIL MAIL SUBMISSIONS:
BAD DOG PUBLISHING
‘THE KENNEL’
C/O 16 KILLREENDOWNEY AVENUE,
BALLYPHEHANE, CORK, IRELAND.
submissions@baddogpublishing.ie

HISTORICAL OVERTURES

KNOWING THE PAST!
Many games have come and gone in
cards, board games and Role Playing
Games (RPGs). Some of these have
been based on the history of the world
rather than specific game recollections.
Runequest had Vikings. Call of
Cthulhu, and supporting material for a
historical backdrop into real world
history, primarily centred around 1920s
America
but
included
many
supplements devoted to other eras.
Vampire the Masquerade provided
lessons in history surrounding the
vampiric societies throughout the whole
scope of a historical world that could be
used and exploited to the advantage of
any story. If Players happened to learn
something along the way, that was a
bonus. Even in Fantasy Role Playing
Games, the scenario uses many aspects
drawn from a real medieval world. Fun
and learning all in one place. Similarly,
there are card games and board games
based on very real world knowledge.
Knowing the intricacies of the past and
using these elements in games should
be applauded. I remember a time when
RPGs were seen as a diversion for
deviants and social misfits but so much
has changed with advances in
technology and the access it has given
to a historical backdrop that can only be
good. The ease of access to historical
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Information allows GMs incorporate
very real elements into the games we
play, and learning, even in an abstract
way, cannot be bad. However, one must
be careful to separate historical fact
from any elements integrated into a
game to be sure the ‘truth’, as told by a
GM, is not used arbitrarily in the real
world where facts must be correct.
Don’t go using something you heard in
a game in a history reference or paper
without checking the facts first. A game
is one thing, and historical accuracy
may not be the main motivation. I don’t
think a tutor will accept the excuse ‘But
I play a Viking in a Role Playing Game
and he uses a broadsword made from
steel.’ Games can take liberties and be
as diverse as required.
History has a part to play in some
games. War games in particular have
always had a part in board games, card
games and RPGs. Use historical
references, but in a game, you do not
have to feel inhibited by facts unless the
object of the game is historical
accuracy. One such game based on the
Horrible Histories series relies on a
level of precision that is not only
entertaining but educational. For other
games, it is important to remember why
we play them – they are a diversion.
There is no problem with going for a
level of historical accuracy, especially
when such facts are used to enhance the
experience. Play, have fun, learn where
possible, but if you ever plan to quote
something from a game, take the time to
be right or accept the possibility of a
potential challenge. Knowing the past
can help a GM to enhance the gaming
experience to its full potential.
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THE GMs GUIDE

MOTIVATIONS
WHAT PLAYERS WANT!
A Player wants power, to be invincible,
to transcend death, to be rich beyond
avarice and adored beyond any moral
inhibition – and that’s just the Player…
then there’s his Character. What a
Player wants and what a Player should
want ‘for his Character’ is to embrace
the challenge and expect suitable
rewards. This may surprise you – but
‘most’ GMs are not all knowing. They
do not always know how to strike the
right note or what a Player wants.
Experience helps but that takes time and
getting to know those who attend his
games. With that in mind, asking
Players what they would like to see in a
story is the next best thing. People are
diverse. They can want very different
things for their Characters. Some are
content with surviving, advancing
within the game role and participating
in a story that offers the reasonable
expectation of entertainment. Giving
every Player what he wants, or too
much too fast, diminishes the challenge,
enjoyment and ultimately devalues a
story. A GM is a storyteller. If the story
is diminished, the Players will only
applaud the lack of effort for so long
before going through the motions. In
most Role Playing Games the Players
are meant to be the heroes, or certainly
the focus of the story. Players want to
see their Characters grow and have the
time to enjoy some of the rewards
earned from their adventures. Like in
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real life, there has to be downtime to
make the adventure worthwhile. Players
want their Characters to thrive and be
rewarded for the effort of being
adventurous or heroic but they also
want to revel in their achievements
without being robbed, attacked or
antagonised at every turn. The
adventure has to stop sometime – brief
interludes of contentment to take in a
breath and know their Characters exist
in a world that reflects the values of
life. The GM must be mindful of the
expectations of the Players when such
are reasonable. Equally he must be
careful not to overindulge their egos too
quickly. Notoriety comes with deeds
and time. There is always another
adventure. Give the Players what they
want within reason, but also give them
the time to enjoy that which they have
gained.
The tone of the game is important in
any consideration. I have never been
fond of Players who disrupt a game or
play to a chaotically darker nature just
for the sake of getting away with acts
within the story that are casually
explained away by their Persona. The
games that work best are those where
the Players share common goals. This is
not to say that they will not achieve
their personal wants, but it means that
in any ambition they should be mindful
of the group – the other Players if not
their Characters. The GM sets the story
and can sway or direct the motivations
of the Players. They in turn can greatly
assist the GM by making the desires of
their Characters known, as long as a
Player accepts that, just like in life, he
cannot always get everything he wants.

KILLING TIME PART XV
MATTHEW HARDING
WILLIAM ANTHONY SHEA
Everything was ready for tonight.
Matthew had tried to warn Alice Lake
of a past she in all likelihood could not
remember, but he had failed miserably.
He wished he had more time but the
consequences of his own actions were
closing in about him all too quickly. His
fate was already certain. Alice’s fate
was now in the hands of others. Perhaps
he had only tried to open her eyes in the
hope of finding some small bit of
redemption for himself, but he had
never really cared about such things,
even when he was cold, hungry, alone
or decadent in a life that had led him to
ruin. Nothing much had changed. He
had sold himself back then and had sold
himself in a different way now. John
Diablo hadn’t liberated him. He had
given him a different kind of prison in
which to choke his creativity. He was
nothing more than a pawn in a game
that he would not understand had they
given him ten lifetimes. Matthew has
become lost in his creations and wasted
another all too short existence by letting
the fragility of his mind overwhelm
him. The truth, once again, had become
too much to bear. Living with that dark
reality was not something the tortured
artist could do. He had never been
innocent and did not believe that any
trace of virtue could survive amidst the
malign ambitions of a society that cared
only about self-interest.
Matthew had not returned to his
penthouse apartment and adjoin studio
after attacking James Murdock. He
BLANK

8

was not altogether sure what had
possessed him. He had been overcome
by an immense rage sometime after
finishing the last painting but he could
not be concerned with that right now.
Matthew’s most recent insights had
eroded his spirit, more so because the
time of his demise in a past that played
across his mind in vivid colour deemed
fit to drive him to distraction. His mind
felt stretched and fractured at the same
time, as if taking on the past and present
of those who had agreed to John
Diablo’s hopeless redemption had
affected his psyche. The Diablo
Foundation was corrupt. Worse, they
were inherently evil. If the world had
any inkling into one-tenth of what the
‘Foundation’ stood for, they would have
torn the place to the ground brick by
brick. All would be revealed, or as
much as Matthew had been able to
glean from the images that chaotically
plagued his mind. His visions were
implanted into his art. Whether or not
any of it would be believed was another
matter. He had done all that he could
after he realised that he was unable to
live with being culpable with the
ambitions of evil. The time of his past
life’s expiration would intersect with
the present. When it did, Matthew
Harding knew he was going to die…
violently, though not necessarily in the
same manner as before. As much as he
was about to provide a hazy window to
the past for those who had accepted
Diablo’s offer of resurrection, his
personal insight was only into his
future. He could not see beyond this
night. Every canvas showed only
darkness, deeper hues of an absence of
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light until there was nothing but cold
and empty black. The vibrant colours
were for others. Not for him. His future
was not uncertain. It was over. He could
not see more and trying only sent
slivers of discontent through his skull,
pain followed by disorientation and
nausea. Even when he recovered, his
judgement was often impaired, the
emotions of his work overwhelming the
flat emptiness of his own persona.
Whether the blindness to his own fate
was a consequence of what he had done
to defy Diablo or it was because his
existence had already been determined,
he did not know and had no time left to
undo that which had cut the thread of a
life that was stretched too thin to be of
worth. Even if he understood the cause,
it would do him no good. Matthew had
stared at the canvases for a long time
before realising that they told a story of
finality. He had taken even longer to
accept his fate. This was the night that
Matthew Harding would be killed all
over again. His fate, in spite of the
inevitability of it all, no longer caused
him fear. He had the measure and
memories of two lifetimes, albeit short,
that ended in tragedy. Nothing was
going to change this outcome. Matthew
did not know the specifics of how his
end would come about. If he had any
apprehension, it was for those who
shared a fate of their own doing. John
Diablo offered a second chance but the
motivation had been selfish. Six pawns
to push fate in a different direction so
that Diablo could stimulate a shift in
power. This was not the first time they
had done such a thing. Matthew feared
it would not be the last.
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There was no going back now.
Matthew had taken a room in the
Central Plaza Hotel where his
exhibition would be hosted later that
night. Now he waited. He had
showered, shaved with the razor he took
from Murdock and dressed. In the
interim he just sat there on the edge of
the bed staring out the window of the
room where they had found Quibley –
where at least two of Morris’ victims
had met their end. Matthew did not
move. He just looked deep into the
darkened glass and tried to push passed
the empty void to see something more –
anything to provide a hint of how it was
all going to end. He no longer had the
urge to paint or create in any shape or
form within his artistic ability. The
painting he had used to lure James
Murdock into his studio was the last
macabre creation and revelation but
there were so many more to be revealed
tonight. Matthew had been careless to
invite John’s attention so soon.
Reckless. He might have been denied
his finale. He thought about Alice
again. If only there had been time. If
only he could have solved the faceless
image on the canvas that would have
redeemed her. She was beautiful. She
had been exposed to ugly truths but the
innocence was undeniable.
Matthew’s eyes were wet. He had
not been aware that his thoughts had
moved him to tears. He had cause to
wonder if the emotion was his or some
abstract imposition from his creative
endeavours, the trace element of
someone else’s laboured life. Pain
throbbed in his temples and he reached
up to rub the ailment away, knowing the
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effort was futile. It was a natural reflex.
Matthew closed his eyes to relieve a
strain that could not be alleviated. As he
allowed his mind to wander, the
impression of the razor growing
stronger, he could see John Diablo
standing over him, the sudden flash of
the blade, the cut precise. He felt
nothing more than a moment of
discomfort before the darkness took
him. Afterwards there had been doubt,
as if he had woken from a nightmare,
with nothing sinister to prove or
disprove what had happened. Then John
Diablo came to him again and his
inclination to disbelieve washed away
like water running through the cheap
paints he had been forced to purchase
when he could barely afford to eat, let
alone create. As Matthew shuddered
from the thought, he became conscious
of something different in the demeanour
of John Diablo. A mocking smile
curved the lips of a face sculpted in
granite, but it was not the deportment of
the man alone that shook Matthew. It
was the uniform; a hazy reflection of a
past that predated the artist’s meeting
Diablo. A gasp escaped Matthew’s lips
as he took in the full weight of what he
was seeing. The swastika, the SS
marking on the lapels, the sneering
contempt from a man who looked upon
him as if he was nothing more than
something to be trodden on. The image
faded and Matthew was left only with
the darkness. It took him some time to
realise that the light of day had faded
and a moment longer to comprehend the
significance. He was late. He had no
time for revelations. Even if he thought
to tell someone, like everything else he
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knew, belief would not be forthcoming.
The truth was too terrible to ever see the
light of another day. Even if John
Diablo permitted his continuance,
Murdock would kill him on sight.
This was his last hurrah, the only
chance he had to gain a modicum of
redemption. His final exhibition would
not soon be forgotten.
KILLING TIME PART XVI:
JAKE TULLY
CONTINUES IN FUMBLE ISSUE TEN
Be sure to check out the previous instalments of
Killing Time Parts I – XIV, still available for
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
BOOK TWO: FOR THE LAND THAT FELL
BOOK THREE: HOUSE OF SILMARIN
KNIGHTSHADE
THE INITIATE’S TOME:
KNIGHTSHADE
THE GRANDMASTER’S TOME
COMING SOON!
RIPPLES FROM A DARKLING POOL
COMING SOON!

Opening Hours May 30th to June 01st
Show Hours
9.30 – Late on Friday (no trade Halls).
(Tickets available from 8.30 am to 8.30
pm)
9.30 to 5pm Saturday Trade Halls are open
and from 5pm to late open gaming. (Tickets
available from 8.30 am to 5.00 pm)
9.30 to 4pm Sunday Trade Halls are open.
(Tickets available from 8.30 am to 4.00
pm)
Friday Games Day

UK GAMES EXPO 2014
a.k.a BirmingCon
th

May 30 – June 01st
(attending May 28th – June 01st)
NEC Metropole
Birmingham, UK.
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On Friday from 9.30 am till late there will
be open board game games rooms available
as well as Role Playing sessions at the
Hotel. There is no trade show and no family
zone, seminars or tournaments on Friday.
Traders can set up on Friday.
Below is a draft floor plan and is liable to
change so DO NOT take it as written in stone.

Saturday, May 31st and Sunday, June 01st:
there will be full trade and public show,
tournaments, seminars and family fun.

Below: The palace, Library and King's suites
will house all the exhibitors and game demoes.
The tournaments, roleplaying and open gaming
will go on in the various suites of rooms around
that core area.

Show Entry Tickets

KENNELCON 2014

Anyone attending the show needs a show
entry ticket. This gives full access to the
Trade Halls, Demo games, Open Gaming
Area, Family Zone, Playtest, Seminars,
Cinema and Food Court (where food is a
lot cheaper than in the Lounge.) It also
grants 20% off Bar prices in the Lounge
(not the food court which is already
discounted.) In other words your Entry
ticket and the Trade stand fees is what pays
for the show as well as the accommodation
costs for the army of volunteers who make
Expo happen. In addition if you want to
play in any Tournament or Roleplaying
Game there is an additional fee as specified
on each Event Page.

Saturday, July 12th – Invitation Only!
The Kennel & Knights Bar
Cork, Ireland.

Saturday and Sunday - The Full Show

There are no Events planned other than
the Knight of the Year Award.

OTHER POSSIBLE EVENTS
GaelCon 2014
October – TBA
Dublin, Ireland.
GamesExpo Scotland 2014
November 04 – 05th
Edinburgh, Scotland.
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Session 18: November 20th 2013
THUNDERSPIRE LABYRINTH
Players at this session: Liam, Bryan, Paul,
Martin, Michael, MJ, Fergal, Dane and Luke.

This column is dedicated to all things
Knights of Misspent Youth. Updates
regarding many of the gaming group’s
activities are made available through
Inner Circle every issue.
Dungeon and Dragons 4th Edition
Dungeon Master: Sir Alan of Kelly

Cast of Characters
Barnabe – Human Fighter
Sir Michael of Mahony
Bronson Axefoot – Halfling Barbarian
Sir Paul of Mason
Eli – Human Rogue
Sir Bryan of Hegarty
Fayce – Goliath Barbarian
Sir Michael of Heffernan (MJ)
Finnan – Halfling Fighter
Sir Fergal of Moore
Hannibus – Elven Cleric
Sir William of Shea (Liam)
Murdokulus – Human Wizard
Sir Martin of Mason
Splug – Goblin Cleric
Non-Player Character (NPC)
Support for absent Players
Squires Dane and Luke of Shea

Days have passed since the A Company
rescued Rendil Halfmoon, who they found
out was the nephew of the owner of the
only inn in the Seven-Pillared Hall – The
Halfmoon Inn. Days which involved the A
Company being treated like royalty in the
inn.
The intervening days gave Bronson a
chance to catch up with his friends. He had
stayed behind at Winterhaven after they
cleared out the Keep on the Shadowfell, but
within a day of being left behind he grew
extremely bored. He finally cracked and ran
screaming from Wrafton’s Inn, out of the
town and east towards Fallcrest. Various
reports were filed with Officers-of-thePeace between Winterhaven and the
Thunderspire Mountain, but who was going
to try to stop a crazed, axe wielding, gimp
mask wearing, Halfling that looked to be in
a hurry.
Bronson arrived dirty and tired at The
Halfmoon Inn the night after Rendil’s
rescue and joined his friends in their
celebrations.
The next morning at breakfast, Rendil
brought them news. He had discovered the
location of the Bloodreavers (the slavers
the A Company had come her for) base of
operations. They could be found in a part of
the Labyrinth known as ‘The Chamber of
Eyes’, just a few hours march to the east of
‘The Hall’. The party finished breakfast and
started gathering their things. Murdokulus
took the chance to pull Rendil aside and
bully him into coming with the party.
Rendil reluctantly went to fetch his
‘adventuring’ gear.
It was an uneventful trip through the
Labyrinth; Rendil seemed nervous but
familiar enough with the tunnels. The first
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time they came across another group of
travellers Rendil ran behind Fayce for
protection, but he soon realised that no one
seemed interested in attacking this wellarmed group.
After 5 or so hours they arrived at the
‘Narthax’, the entrance hall to the
Chamber of Eyes: a large room with rubble
strewn all about it. At the far end of the hall
are two sarcophagi and a balcony around 15
feet high. On the east side of the hall is a
short passage leading to double doors with
a large eye carved into them and on either
side of the passage way are statues of a
winged demon.
Murdokulus approached Rendil before
they entered the hall, he seemed very
nervous about being there. Murdokulus was
suspicious and demanded he handed over
any weapons he had. Rendil tried to draw
his dagger but had some trouble as it
seemed to be stuck in its scabbard. Bronson
went to help but as he tried to draw it the
hilt just snapped off, the blade having
rusted away.
Satisfied after disarming the threat,
Murdokulus entered the hall and
approached the doors on the east side. He
heard some movement on the other side. He
could hear voices, it sounded like a couple
of goblins on guard duty.
Murdokulus waited for his friends to
search the rest of the room and then
showing remarkable acrobatic skill he
straddled the wall above the door. Eli
looked on in disbelief as he checked the
demon statues to see if they were trapped.
He didn’t find any traps but decided to add
one. He and Finnan tied a rope between the
statues a few inches off the ground in case
they had to leave in a hurry.
Eli proceeded to check the door for traps
and to see if it was locked; not trapped but
locked.
Bronson and Barnabe searched the
sarcophagi. There was nothing in them but
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Bronson and Barnabe searched the
sarcophagi. There was nothing in them but
rats.
Bronson spotted a door leading from the
balcony. He and Finnan climbed up to
investigate. They found it unlocked.
Barnabe and Splug also climbed up to the
balcony. Bronson carefully opened the door
and snuck into a narrow passageway.
Ahead of him he saw a stairs leading down
into what looked like a sleeping chamber
for the creatures guarding the entrance.
There was a nasty looking bugbear and two
cowering goblins in the room, but before he
could return to the others Finnan
accidentally kicked a stone toward the
stairs.
They watched the stone bounce down
into the room whose occupants watched in
surprise as Bronson charges towards them.
Finnan, Barnabe and Splug charged into
the room behind him and the fight was
joined. Hearing the roars coming from
Bronson, Murdokulus, Fayce and Eli tried
to get through the doors in front of them.
This proved to be a difficult task, but
between Fayce’s shoulder charges and
Murdokulus’ spells they eventually got
through.
Murdokulus rushed to the corner of the
room and proceeded to set everything and
everyone on fire. Fayce joined the melee
and they soon overcame their foe.
After the fight the party searched the
room, finding a bathroom with a fresh
underground spring feeding it and three
doorways along a corridor. Bronson heard
something large moving behind the nearest
(double) doors; sounding wolfish. There
was a door up some steps and another at the
opposite end of the corridor with people
arguing on the other side of it. That’s the
one they chose first.
The door wasn’t locked and Murdokulus
opened it, filling the room with fire. Inside
were hobgoblin soldiers and human
BLANK
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bandits playing cards at a table near the
door and two goblins at the far end of the
room in what looked like a storage area.
The gamblers drew weapons as the party
charged in, but after being taken by surprise
they didn’t put up much of a fight. The
group searched the area and found a secret
door leading to a short passage with a
ladder and trapdoor at the end.
They returned to the corridor with the
three doors and tried the single door up the
steps next. After consulting the map they
had been drawing and thinking there might
be a second door into this area, half the
party moved along the corridor and up the
steps leading from the bugbear’s sleeping
chamber.
Shortly afterwards the party broke
through both doors to find two Duergar
guards by a fire.

Session 19: December 04th 2013
THUNDERSPIRE LABYRINTH
Players at this session: Liam, Michael, Fergal,
Dane and Luke.

The doors burst open within seconds of
each other startling the two Duergar
standing by the fireplace. The party charged
both guards hoping to take them by
surprise, however they were a lot tougher
than the party might have hoped. The
Duergar shouted for help and were soon
joined by a large hobgoblin with a flail, (the
leader of The Bloodreavers) and a
hobgoblin wearing robes.
Barnabe and Bronson suffered a lot of
wounds at the hands of the Duergar, who
were concentrating their attacks on single
targets (something The A Company needed
to learn…) and were only kept on their feed
by the healing talents of Hannibus and
Splug.
The robed Hobgoblin proved to be more
of a nuisance than anything else and his
attacks (moving Barnabe into more
BLANKKK
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vulnerable
positions)
couldn’t
be
capitalised on by the Duergar due to
Finnan marking them.
Once the first Duergar dropped the
Hobgoblins and other Duergar soon
followed. The A Company quickly searched
the immediate area for more enemies and
finding none began searching for treasure.

Session 20: December 11th 2013
THUNDERSPIRE LABYRINTH
Players at this session: Liam, Michael, Fergal,
Dane and Luke.

In a chest in Krand’s room they found
magic chainmail (which Hannibus took), a
healing potion, gems, lots of gold and silver
and a letter. The letter, dated 2 days earlier,
was a contract from Murkelmor
Grimmerzhul for the purchase of the
Riverdown slaves for 1,000 GP. Rendil
explained that the Grimmerzhul were a clan
of Duergar with a trading post in The
Seven-Pillared Hall.
After dividing their treasure they moved
on. Eli took point and moved carefully
towards the door where Bronson had earlier
heard the sounds of a large wolf, possibly a
Dire Wolf. But just before he got to the
door he tripped and smashed against it. He
waited a moment, but hearing nothing, he
signalled to the party to move forward and
he opened the door.
The three Hobgoblins in the room had
heard the noise, and having positioned
themselves on a balcony opposite the door
peppered Eli with arrows. He slumped to
the ground, bleeding out.
Before the party could react, the
Hobgoblins got off another volley of
arrows, this time at the unarmoured
Murdokulus and he dropped too. Finnan
charged forward and engaged one of the
Hobgoblins. While Fayce and Bronson
charged down the steps towards the Dire
Wolf, Hannibus and Splug were kept busy
BLANK

trying to keep Eli and Murdokulus alive.
Rendil carefully moved forward to get in
range of the hobgoblins and use one of his
bardic powers.
With the heavily armoured Finnan
slashing at them the hobgoblins focused
their attacks on him, but were quickly dealt
with while Bronson and Fayce made short
work of the Dire Wolf. The two downed
party members were healed and Rendil
quickly composed a short poem about one
of the hobgoblin’s mothers and her
supposed relationship with the local
wildlife. The Bloodreavers had been
defeated.
The chamber they were in was about 40
feet wide and 70 feet long. At the far end
were the double doors behind which
Bronson had heard the Dire Wolf. The other
walls had 5 foot wide balconies about 10
feet above the ground. In the pit in the
middle of the room were lengths of chain
covered in blood, rust and various types of
bodily waste. This was where the
Bloodreavers kept their slaves between
markets. But the most disturbing things
about the chamber were the shrine to
Torog, (an evil deity worshipped by the
Minotaurs) and the eyes that had been
carved into every square inch of wall, floor
and ceiling space of the entire chamber.
The shrine was on the balcony opposite the
double doors.
The party returned to Krand’s room to
rest. They barred the door and settled down
for the night.
Murdokulus didn’t have much of a
liking for Rendil and used their time on
watch to torment him, by not saying a
word, making constant eye contact and
intimidating Rendil with a variety of
prestidigitation effects.
No one slept well that night, their sleep
being constantly disturbed by terrible
dreams filled with violent images of the
most disgusting acts imaginable being
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inflicted on victims by the Minotaurs who
worshipped Torog here.
After a few hours of trying to rest the
party moved out. Their trip back to the Hall
was uneventful and very quiet as they
reflected on their dreams.
Back at the Seven-Pillared Hall, the
party went to The Halfmoon Inn for some
hot food and a few drinks. Murdokulus
took the opportunity to sneak away and pay
a visit to the Grimmerzhul Trading Post.
He entered a 20 by 30 foot room with a
fire in one corner and a counter across the
far end. This had two Duergar merchants
behind it, one of whom addressed
Murdokulus as he entered stating that he
didn’t look like either a merchant or one of
the Mages and asked his business.
Murodkulus got straight to the point,
said that he was interested in buying slaves
and had heard that this was the place to try.
The Duergar told him he had the wrong
place and that he should leave. Murdokulus
took offence and cast a fireball at the
Duergar. However, as they are somewhat
resistant to fire his actions did little more
than anger them. As he fled he was impaled
by several poisoned quills the Duergar had
thrown at him. They hurt and caused a bit
of dizziness but didn’t prevent his flight.
He was halfway back to the inn before
he realised he was not being chased. He
would have to tell Hannibus that he didn’t
follow the plan again and hope Hannibus
would still heal him.
The Chronicles of the ‘A Company’ will
continue next issue, and perhaps the other
DMs or GMs will commit to providing an
update of their current game runs. As
noted, for commercial reasons, we are not
able to produce updates to the playtesting
games for Knightshade as these would
reveal details of possible outcomes to the
stories presented in KST04 Knightshade –
The Questmaster’s Tome.
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FEATURED ARTICLE
CREATIVE WRITING
IN EVERYTHING YOU DO!
No matter how good you think your
writing is, there is no substitute for a
critical and subjective eye. Editing is
not just nice – it is essential in every
aspect of writing. Knowing your target
audience is next. Learning from your
mistakes could take a lifetime and quite
frequently does. Everyone can write –
be it an article, story or larger body of
work. Not everyone can write well. Of
course, the mechanics of writing can be
taught. I have been writing for many
years and I can tell you with absolute
certainty – you can never have enough
proof reading. Ultimately, you have to
draw the line but make sure that you
always get at least one overview
proofing, one professional proofing and
one technical proofing as a minimum.
Once all corrections have been made –
do it again! This may not be possible
for every writing venture but make it
happen for as many as you can and
never believe that you are so good as to
have produced a flawless body of work.
Know and stay within your subject.
The larger the undertaking the harder
this will be – but you have to stay in
context. If something drifts outside the
scope of the writing project, it may be
something you can use later for a
supporting article or short story.
Be consistent – always map/note the
things you have added to a writing
piece, i.e. if using italics in one instance
– make sure they are used throughout
for the same references. BLANK

Capitals, quotes, font type, etc. – should
all be the same where possible or
applicable. Presentation matters a great
deal. While the body of work may be
the most important aspect of creative
writing, how you present this material
can be just as important to your target
audience. Be mindful of any submission
guidelines.
Accept criticism and learn from it.
The worst thing you can do is to act
poorly or unprofessionally. You don’t
have to agree with the negative
sentiment, but listen, evaluate and learn
when a genuine snippet of advice could
well advance, or sell your work to
greater appeal.
Know when to call it a day – no
matter how many times you go over
something, the inclination to change it
will always exist. Once it is done – it is
done! Let it be – especially if it is a
large body of work. Keep a corrections
file – update periodically, but unless the
mistake is a show stopper – let it go!
Lastly – you may cringe when you
see a piece of work come back from an
editor with a sea of red corrections.
Don’t panic. Read the corrections,
review the comments, make the changes
you deem necessary. Read the revised
material again, and as above – let it go!
Creative writing is a skill. As stated,
anyone can write but not everyone can
write well. You can learn but it takes
patience and time. It also takes the
ability to accept that you may not know
everything. The biggest disservice you
can do to your body of work is to
dismiss the possibility that you may
have gotten it wrong and fail to learn
from that mistake.
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Knowing what you want to say months
in advance of an issue does not mean it
will remain relevant at the time of going
to press. This can force a certain
amount of generalisation into any
article or write-up. As this goes out in
May, the first year of my second term
as Seneschal is coming to an end (or
will when we hit the Kennel Party in
July). One more year to go before I
need to seek any declarations of intent
from would-be successors. Be warned –
make sure that you want it before
applying. No one is going to hand hold
you along the way and a lot has been
achieved in recent years to put KOMY
on track. This is probably a good point
to reflect on the milestones reached
during the current tenure. The most
significant is the release and ratification
of the KOMY Charter in 2012, but there
is also the rebuilding of KOMY funds,
something that will never be permitted
to lapse again no matter who holds the
position of Seneschal. Other highlights
that are worth noting over the last few
years include the implementation of a
KOMY Group Facebook page, due in
no small part to Sir Martin of Mason;
the KOMY page on the BDP website;
the resurgence of Fumble’s distribution
to our members, those at home and far
away; and a general improvement in
scheduling, diversity of games and dissemination of information concerning
KOMY-related events. When KOMY

BLANKBLANK
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was conceived as an idea, one had to
wonder if it would survive the test of
time. I guess that question has been
largely put to bed with the endurance of
the club for over 20 years. No matter
who ends up as Seneschal for
2015/2017, I know that KOMY will be
in good hands. Just so you know – I am
not going anywhere anytime soon and
will always work towards having my
voice heard for the betterment of
KOMY and its members and to
safeguard the past and the future. The
Seneschal is the Seneschal, but we are
all KOMY.
So, what next? Where do we go from
here? The truth is, one can never be
sure, but I can tell you one thing –
wherever we go or whatever games we
play, they will always be good and we
will always be here.
Congratulations to Sir Alan of Kelly
and Lady Fiona of Ryan on their
pending nuptials on May 24th 2014. I
know the theme of this issue is planned
around a special homage and hope that
you will enjoy the sentiment.
Congratulations also to Sir Shane of
Walshe and Lady Irene of Malone who
are to be married on July 19th 2014.
Two weddings back to back between
issues. One can only wonder what the
future will bring!

William Anthony Shea – Seneschal

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 it can be exchanged with another GM on
agreement by both parties. Please do not make any arrangements without notifying
the host and/or Seneschal (if this is not the same person). In some instances,
swopping of slots may not be possible, especially if in the middle of a game run. If
sufficient notice is provided, an entire allocation of slots may be exchanged with
another GM. Alternatively, slots can be surrendered and a CARD game run in its
stead. The schedule will be updated each issue.
REMINDER: The Kennel Party (KennelCon) 2014 is Saturday, July 12th.
Preliminary date for the 2015 Kennel Party is Saturday, July 11th.
Preliminary date for the 2016 Kennel Party is Saturday, July 16th.
The Manage for the 2015 annual event (currently UK Games Expo in Birmingham)
will begin on WEEK 01 of the new Game Calendar coming in Fumble Issue Ten.
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KILLING TIME PART XVI: JAKE TULLY
Jake Tully is faced with the revelation of Matthew Harding’s painting and its
portrayal of his wife’s infidelity – a fact that he was already aware of from another
past – one which he had kept from Vera. Now as she comes face to face with the
images of her betrayal, Jake is left with the task of concealing the painting before
Harding’s exhibition opens and Diablo’s clients are exposed to more than just
Vera’s shame – secrets that could unravel the past and the future.

IN GAMES:
MINIATURES AND PROPS

ILLUSTRATED
WEBSTER’S DAY OFF!

CONVENTION CORNER
An update on current conventions of interest to KOMY and BDP

INNER CIRCLE
All the latest news from the current games and forthcoming events

THE GMs GUIDE
DOWNTIME:
What happens between adventures?
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