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I'd have been your daddy
but that dog beat me over
the fence!

Hey mate, this one looks
like yvour sister!

I'd love it if you'd STOP
KILLIMG MY MEMN!

Matify his next of kin,
because they're next!

N N N

I didn’t like him aithear, but
damn?

Mow who's going to save
the human race, bright boy?

Take that skirt off and get
back there and fight,
soldier!

Geat up! Get up so | can kill
you again!

And my mum thought | was
gonna be a doctor...

N N

Hey mate, | don't think
they're gonna give you a
medal for that one._ ..
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