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We all have a brother or some crazy aunt,
whose movie obsession, understand we just can't.
Be it Star Wars, or Star Trek, or Lord of the Rings,
The movie’s praises they loudly do sing.

They keep a count of the times they’ve seen each show,
and to see the latest movies, they’ll wait hours in the snow.
They live as their heroes and quote famous movie lines,
and they cover their rooms with posters and signs.
They play all the games and chat with other fans online,
and their bathroom is decorated to look like a shrine.
They have boxes that are filled with collectibles galore,
with so much stuff you can’t even open the door.
They look forward all year for the time of Halloween,
Because the costumes they wear are straight off the screen.
I can’t understand all these the super fan views,

Just don't touch my limited edition basketball shoes.

To Kerry and Donna, the obsession rages on
2013
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