 From: sjenks@midway.uchicago.edu (Scott Jenks) Save Address - Block Sender

 Reply-To: flesh_rpg@edenstudios.net

 To: flesh_rpg@edenstudios.net Save Address

 Subject: [Flesh_rpg] Future of AFMBE line (long)

 Date: Thu, 18 May 2000 17:01:53 -0500

Earlier, somebody wrote a post suggesting that the genre books are too specific and a book of monsters (more elaborate than that but that was the general idea) would be better. I don't know if that would work. The whole premise of the game is zombies and we don't want to turn it into another "world of darkness".

As far as supplements go, genre supplements are good idea if they are done right. The formula zombies + X isn't going to be sufficient. Enter the Zombie is a good example it is not just zombies with kung-fu, at least from the marketing it looks like it will have a definite attitude with innovative settings. For people who want a fantasy or super hero supplement how would you do it and make it fresh?

Potential Settings:

Enter The Zombie and A Fistful of Zombies are done deals.

I think Deep Blue Zombie is way too specific in focus (still zombie pirate stories DO sound really cool).

This list has shown an interest in science fiction settings and it is the one I'm most interested in.

Pulp Zombies I have no interest in, but I think it would be popular.

From the list I would also suggest "Zombies at War" it would deal with heavy weapons, vehicles and things military- it would also elaborate on the Mien Zombie setting and have a few other war settings with different premises and themes. For example, I see Mien Zombie as being very action/adventure oriented while the WW1 or Civil War setting we have talked about might emphasis more "the horror of war".

My own personal preferences:

An alternative history supplement, all the settings except "Dawn of The Zombie Lords" are set during the initial disaster, what happens afterwards? How about, "In 1492 Columbus discovered a new continent, and evil land where the dead terrorized the living....."

A Post Apocalypse setting, I think this is part of the appeal of AFMBE- the post apocalypse genre thas only been done well by a few games that are now all out of print.

Any thoughts? What do people want to see?

 From: sjenks@midway.uchicago.edu (Scott Jenks) Save Address - Block Sender

 Reply-To: flesh_rpg@edenstudios.net

 To: flesh_rpg@edenstudios.net Save Address

 Subject: Re: [Flesh_rpg] Zombie intelligence in Argos (long)

 Date: Thu, 18 May 2000 16:07:01 -0500

>Actually speaking as the guy that wrote the story in question I have to say

>that it wasn;t anything in the rules that made me think of that. It just

>seemed likea good idea. It explained, for me anyway, the difference between

>the regular shambling zombies and the "Send more cops." kind of zombies.

>

>Ab3

I plan on running "1st wave" zombies-the 5,000 or recently dead people in funeral homes and mourges as being fast and smart, although the characters might not run into any of them and it will be covered up as an "insane global suicide cult"... sure. 2-3 days later the "2nd wave" of 300,000 will emerge from the grave (side note- zombies that dig themselves out of the ground are going to have super human strength at least for a short while). Since these guys have been sitting in the ground at least a couple years they will be slow and stupid. The characters will be surprised when they face the 3rd wave of all the people these zombies killed the night before- they will be "fresh" and thus smart and fast.

I kind of geeked out on this, here is how I got the numbers:

Some thoughts on zombie demographics, for Chicago- your locale will undoubtedly vary. The death rate in Chicago is 30,000 people a year (mostly old people). The first wave will be around 1/50th of that, all the people that are dead but not buried yet. The second wave is trickier, I had a hard time finding decay rates (I think it is something morticians don't want people to think about) one forensic pathology source said 2 weeks to 10 years depending on environmental conditions I took the top number of this range since people are embalmed, sealed in a coffin, buried 6 feet deep etc. That makes the 2nd wave 300,000. I figure the first night is going to be a "freebie" for the zombies, people are going to be completely surprised. With each zombie killing an average of 1 person that leads to 600,000.

After that it is a question of how people react. We all know what we would do- get food, a gun, and hide. What are normal people going to do? Despite the mayor declaring 24 hour curfew "Do not panic, stay in your homes" (unenforceable because the cops are dead, running away or hiding) many people are going to try to run leading to massive traffic jams a lot of these people are going to die-

 Lame joke: What does a zombie call I-90? A cafeteria line.

By 3-4 days the number of zombies will be at least 1.5 million, the remaining population will have escaped or be hiding.

 From: "Oaxaca /Daryk" <dastoelting@hotmail.com> Save Address - Block Sender

 Reply-To: flesh_rpg@edenstudios.net

 To: flesh_rpg@edenstudios.net Save Address

 Subject: Re: [Flesh_rpg] Future of AFMBE line (long)

 Date: Thu, 18 May 2000 18:18:20 CDT

> Earlier, somebody wrote a post suggesting that the genre books are too 

>specific and a book of monsters (more elaborate than that but that was the 

>general idea) would be better. I don't know if that would work. The whole 

>premise of the game is zombies and we don't want to turn it into another 

>"world of darkness".< 

I agree with you there, sort of. I think genre specific books would work, but they may take a whole lotta work to make them good. Enter the Zombie definately seems to have a few hidden dragons. I'm not sold on A Fistful of Zombies, yet. But, I haven't really liked too many wild west rpgs. 

I'm also not fond of Swimming with the Zombies. But, it may work. 

I don't think sci-fi zombies is a good idea. I like sci-fi. I really like creepy sci-fi. (Hence, I like much of the Fading Suns line.) 

> For people who want a fantasy or super hero supplement how would you do it 

> and make it fresh?< 

Would sneezy like to jump on that super hero topic? 

Pulp Zombies is good, but may be too narrow. Definately creepy, though. 

Weird War Tales (anybody besides me still have copies of that comic from DC?) is a great idea. With the number of wars (approx. one per generation) that have occurred in our history, there's plenty of source material. 

And speaking of history, how about Zombies Through the Centuries? A definitive look at the zombie throughout history. 

Post Apocalypse settings are also a good idea. So many of us are from the 80s, where we lived under the threat of the mushroom cloud, that I think this would be good. 

One idea for sourcebooks, would be to put them out in thinner supplements. Lower the number of pages (and artwork if necessary), and lower the price. That way, there's not as much filler. Filler's nice, but too many companies have been putting out books of filler - not books of information. 

How about scenario/adventure books? Not just books on the different genres that we can use AFMBE in. I've heard that sales on scenario books is bad, but that's just rumour. 

Oaxaca

 From: Graveyard Greg <graveyardgreg@netzero.net> Save Address - Block Sender

 Reply-To: flesh_rpg@edenstudios.net

 To: flesh_rpg@edenstudios.net Save Address

 Subject: Re: [Flesh_rpg] Future of AFMBE line (long)

 Date: Thu, 18 May 2000 20:25:17 -0500

> A Post Apocalypse setting, I think this is part of the appeal of AFMBE- the 

> post apocalypse genre thas only been done well by a few games that are now 

> all out of print. 

I disagree--Deadlands: Hell On Earth is *far* from out of print! 

Graveyard Greg

 From: EdenProd@aol.com Save Address - Block Sender

 Reply-To: flesh_rpg@edenstudios.net

 To: flesh_rpg@edenstudios.net Save Address

 Subject: Re: [Flesh_rpg] Future of AFMBE line (long)

 Date: Thu, 18 May 2000 21:44:56 EDT

In a message dated 5/18/00 6:19:54 PM, graveyardgreg@netzero.net writes:

><< >A Post Apocalypse setting, I think this is part of the appeal of AFMBE-the

>>post apocalypse genre thas only been done well by a few games that are now

>>all out of print.

>

>I disagree--Deadlands: Hell On Earth is *far* from out of print! >>

No its not out of print but its not selling the numbers they want and its not gaining new players.

George Vasilakos

Eden Studios

Zombie Lord

From: Geoff Skellams <geoffskellams@demonground.org> Save Address - Block Sender

 Reply-To: flesh_rpg@edenstudios.net

 To: flesh_rpg@edenstudios.net, flesh_rpg@edenstudios.net Save Address

 Subject: Re: [Flesh_rpg] Future of AFMBE line (long)

 Date: Fri, 19 May 2000 11:46:03 +1000

 While shooting down the Zeppelin at 08:25 PM 5/18/00 -0500, Graveyard Greg wrote: 

> A Post Apocalypse setting, I think this is part of the appeal of AFMBE- the 

> post apocalypse genre thas only been done well by a few games that are now 

> all out of print. 

>

> I disagree--Deadlands: Hell On Earth is *far* from out of print! 

Not to mention the Alternity version of Gamma World, which will be released inside the next month or so. 

cheers 

Geoff 

-- 

Geoff Skellams geoffskellams@demonground.org 

Editor DEMONGROUND - Reflections of a Darker Future 

http://www.demonground.org/ 

"It's plot exposition. It has to go somewhere." 

· Lady Holiday in "The Great Muppet Caper"

 From: Kyle Voltti <voltti@neilnet.com> Save Address - Block Sender

 Reply-To: flesh_rpg@edenstudios.net

 To: AllFlesh <flesh_rpg@edenstudios.net> Save Address

 Subject: [Flesh_rpg] Find the true you, the NU you

 Date: Thu, 18 May 2000 23:13:52 -0400

only One day until the dawn of the NU you

< Begin TransCom feed >

Welcome to the first broadcast of TransCom, the leader in business infofeed.

TransCom is brought to you by NU\Tech the fine makers of ... < Feed Interrupted >

We can no longer remain silent. We hold the fate of mankind in our

hands. The church of the pure blood, free of the taint NU\Tech's evil,

will not allow the corruption of pure humans. We will not forsake the

future. We must destroy the False Gods of technology and science. For

the Lord with great wrath and vengeance will strike down the sinners and

idolaters. The day of Lazarus is upon you oh sinners. Repent those of

you who have sullied your flesh and condemned your soul...

< Feed Resumes >

We'll be right back after these words from our sponsors

< Terminate TransCom Feed >

< Begin EnterNet Feed >

Please choose destination.

.

.

Fun zone selected. Please Wait

.

.

< Error >

< Error >

< Error >

< Warning! >

< Warning! >

< Virus Detected >

.

< Launching anti-viral protocols >

.

.

< Fatal error detected >

< Bio-Comp failure imminent >

< Warning! >

< Warning! >

< Warning! >

< Warn..................

01010100

01001000

01000101

01000100

01000101

01000001

01000100

01001000

01000001

01010101

01000101

01010010

01001001

01010011

01000101

01001110

It was going to help millions of people.

It was supposed to make the world a better place.

It should have been the dawn of a new age for mankind.

Oh well, one out of three isn't bad.............

TTFN

Kyle Voltti

 From: "Simon B. Sinister" <simonbsinister@home.com> Save Address - Block Sender

 Reply-To: flesh_rpg@edenstudios.net

 To: <flesh_rpg@edenstudios.net> Save Address

 Subject: [Flesh_rpg] Bureau 13

 Date: Thu, 18 May 2000 23:24:58 -0400

The Other Simon said:

>It also reminded me very much of a series of books

>called \"Bureau 13\" about a government agency that

>investigates and paranormal activities. This stuff was pre

>X-files as well.

Ah, Tri-Tac Systems' RPG "Bureau 13: Stalking the Night Fantastic." I did some artwork for Tri-Tac's other RPGs in the early Nineties, but I'm afraid I never got any illustrations into B13 itself, although I did illustrate several adventures in Outpost Games' supplement for B13, "Stalking the Steel City." Not that I'm bragging -- nearly every job was a last minute assignment, and it shows!

Anyway, Richard Tucholka released B13 back in the very early Eighties, '83 or so I think, but while he came up with some really nice games I'm afraid his marketing skills left something to be desired. I think the closest brush with greatness that B13 got was either winning an award or getting a mention of sorts in an episode of "Babylon 5" (or so I'm told). No offense intended towards Eden's "Conspiracy X," but I think Richard beat most everyone to the modern-day horror/conspiracy theory punch.

In fact, Richard wasn't happy at all with Fox's "X-Files" (although I don't see the connection as much as he does; if anything, "MIB" bears a much closer resemblence) but after he failed to prove that "Stargate" was lifted from his other big RPG, "Fringeworthy," I think he gave up on trying to make a buck in court. In fact, I'd say these days Tri-Tac is effectively defunct.

If you can get your hands on a copy, however, B13 just might be the thing for a ZM with a strange sense of humor. As much as it pains Richard to hear it, however, I was always a bigger fan of Stellar Games' splatterpunk RPG "NightLife," which practically dedicates itself to NotLD, but that's another story...

-----------------

SIMON B. SINISTER

-----------------

http://welcome.to/livingdeadgirl

 From: "Simon B. Sinister" <simonbsinister@home.com> Save Address - Block Sender

 Reply-To: flesh_rpg@edenstudios.net

 To: <flesh_rpg@edenstudios.net> Save Address

 Subject: [Flesh_rpg] Rogue 417

 Date: Thu, 18 May 2000 23:43:12 -0400

I said:

>If you can get your hands on a copy, however, B13 just might be the thing for a ZM with a strange sense of humor.

And like an idiot I forgot to mention that one of Tri-Tac's "Fringeworthy" sourcebooks, "Rogue 417," details an alternate Earth in which a man-made plague has created millions of mindless victims who stagger around trying to murder anyone they can get their infected hands on. They might not be eating people, but otherwise it's effectively an AFMBE setting.

Trust me, you will never see another book that goes into as much detail as this one. Richard devoted two full pages to the nutritional value of food, right down to the individual fruits and vegetables. No, I don't think he had much of a social life.

On the other hand, it has a very disturbing adventure which takes place over the course of a single night. The players, as soldiers, must protect a building from an angry mob that is convinced they have stockpiled a cure inside. The players will soon discover what it's like to fire on civilians once the crowd stops begging and turns ugly, and then all Hell breaks loose. Like the bikers in DotD, it serves as a powerful example of who the players' most dangerous enemies really are -- their fellow man.

-----------------

SIMON B. SINISTER

-----------------

http://welcome.to/dreadfulandsinister

 From: Machine-gun Kelly <mgkelly@axom.com> Save Address - Block Sender

 Reply-To: flesh_rpg@edenstudios.net

 To: flesh_rpg@edenstudios.net Save Address

 Subject: Re: [Flesh_rpg] new site idea

 Date: Thu, 18 May 2000 22:58:36 -0500

Fair 'nuf. I'm in too.

> >1. This is who we are: who you are, where you are located (city,

> >state/province, and country), are they a player or zombie master, and how

> >to get in touch with you - email, icq, AOL IM, or whatnot.

Mike

Columbus, Ohio, US

ZM/Player

AIM: Tombstone Mike

--

"You know you've found the girl of your dreams when she says you can 'tap her mana'."

 From: Mark Kinney <alberich@iglou.com> Save Address - Block Sender

 Reply-To: flesh_rpg@edenstudios.net

 To: flesh_rpg@edenstudios.net Save Address

 Subject: Re: [Flesh_rpg] Future of AFMBE line (long)

 Date: Thu, 18 May 2000 23:41:11 -0400 (EDT)

On Thu, 18 May 2000, Scott Jenks wrote:

> Earlier, somebody wrote a post suggesting that the genre books are too

> specific and a book of monsters (more elaborate than that but that was the

> general idea) would be better. I don't know if that would work. The whole

> premise of the game is zombies and we don't want to turn it into another

> "world of darkness".

This depends entirely on how close you stay to the zombie line while blatantly crossing it. The "Rise of the Mummies" idea I posted some time ago is an example -- a mummy is, basically, an animated corpse with a different twist. Granted, you don't want to go into vampires, necessarily (well, the Wampyres they mention, in a way...) but it may be a bit limited, yes. They Came From Beyond and After The Bomb are ways you can do it from the AFMBE book, but they're all (like the mummies) tied to a particular deadworld/setting.

Which goes back to a plus for genre books, or at least colelctions of deadworlds.

Hmm... the mummy ideas, now that I think of it, could slip into a pulp setting quite nicely.

 alberich@iglou.com | Mark Kinney | http://www.iglou.com/nations

"Ever since she ran me through with a two-by-four, things have been different." -- Angel, "Angel"

 From: NoModifier@aol.com Save Address - Block Sender

 Reply-To: flesh_rpg@edenstudios.net

 To: flesh_rpg@edenstudios.net Save Address

 Subject: Re: [Flesh_rpg] Future of AFMBE line (long)

 Date: Fri, 19 May 2000 00:20:24 EDT

In a message dated 5/18/00 5:40:34 PM Central Daylight Time, sjenks@midway.uchicago.edu writes:

<< From the list I would also suggest "Zombies at War" it would deal with heavy weapons, vehicles and things military- it would also elaborate on the Mien Zombie setting and have a few other war settings with different premises and themes. For example, I see Mien Zombie as being very action/adventure oriented while the WW1 or Civil War setting we have talked about might emphasis more "the horror of war" >>

I would buy this one. Anyone read "Tick Tock" (I think) by D. Koontz? Some weirdness is set loose by a Vietnamese refugee... Also "House" had a very good take on life and death. I would have to agree that war is by far the most popular setting for this list.

-Chad

 From: "g. m." <gm1970@hotmail.com> Save Address

 Reply-To: flesh_rpg@edenstudios.net

 To: flesh_rpg@edenstudios.net Save Address

 Subject: Re: [Flesh_rpg] Starting in a firefight...

 Date: Fri, 19 May 2000 04:29:52 GMT

>A different kind of firefight... 

>

>While at lunch today, I figured an interesting way to start a session might 

>be if some (half?) 

>of the players were firefighters. They're in a serious blaze, people 

::SNIP:: 

>Firehoses might be a good way to hold back a bunch of the dead for a few 

>minutes; then the players 

>have to make a choice: save themselves, or try and stop the blaze -- 'cause 

>if they don't, blocks 

>of the city are going up. 

Bravo! Esp. the moral dilemma at the end. And it's got to be hard to hose down a building, even in the gear protecting you

from the teeth, with a few Zombs holding on, trying to pry you open like some sort of rubber shellfish. 

-- 

GAry m, minor epot 

 aka "Sneezy the Squid" · archivist for AFMBE mailing list 

------------------------------ 

If life is a lesson, it's a crash course. 

 - Derek Lin 

DNRC Member since 1995 · ICQ#: 8391493 · www.geocities.com/sneezythesquid
 From: "g. m." <gm1970@hotmail.com> Save Address

 Reply-To: flesh_rpg@edenstudios.net

 To: flesh_rpg@edenstudios.net Save Address

 Subject: [Flesh_rpg] Zombie Numbers:Was Zombie intelligence in Argos

 Date: Fri, 19 May 2000 04:34:21 GMT

::SNIP:: 

>I kind of geeked out on this, here is how I got the numbers: 

>

>Some thoughts on zombie demographics, for Chicago- your locale will 

>undoubtedly vary. The death rate in Chicago is 30,000 people a year (mostly 

::SNIP:: 

>By 3-4 days the number of zombies will be at least 1.5 million, the 

>remaining population will have escaped or be hiding. 

Cool work on the numbers! A good guide for ZMs to consider for the frequency of the Z's, even if you make them all slow&stupid. I'd like to see this somewhere as a resource for those unfortunates not on the list (heathens!) =] 

-- 

GAry m, minor epot 

 aka "Sneezy the Squid" · archivist for AFMBE mailing list 

------------------------------ 

If life is a lesson, it's a crash course. 

 - Derek Lin 

DNRC Member since 1995 · ICQ#: 8391493 · www.geocities.com/sneezythesquid
 From: Geoff Skellams <geoffskellams@demonground.org> Save Address - Block Sender

 Reply-To: flesh_rpg@edenstudios.net

 To: flesh_rpg@edenstudios.net, flesh_rpg@edenstudios.net Save Address

 Subject: Re: [Flesh_rpg] Future of AFMBE line (long)

 Date: Fri, 19 May 2000 14:34:59 +1000

While shooting down the Zeppelin at 12:20 AM 5/19/00 -0400, NoModifier@aol.com wrote: 

> I would have to agree that 

> war is by far the most popular setting for this list. 

Hey, has anyone realised that "Universal Soldier" could be conceived to be a Zombie flick? I mean, you DO have dead guys walking around causing chaos. Granted, they're not the braindead, flesh falling from the rotting corpse style of zombie, but I thought bending the genre was all part of the idea behind AFMBE. 

just a thought, anyway 

cheers 

Geoff 

-- 

Geoff Skellams geoffskellams@demonground.org 

Editor DEMONGROUND - Reflections of a Darker Future 

http://www.demonground.org/ 

"It's plot exposition. It has to go somewhere." 

· Lady Holiday in "The Great Muppet Caper"

 From: "g. m." <gm1970@hotmail.com> Save Address

 Reply-To: flesh_rpg@edenstudios.net

 To: flesh_rpg@edenstudios.net Save Address

 Subject: Re: [Flesh_rpg] Find the true you, the NU you

 Date: Fri, 19 May 2000 04:39:54 GMT

Snips to show how my warped brain works...I think I know where this is going now, and I like it. 

++++++++++++++ 

>only One day until the dawn of the NU you 

::SNIP:: 

>hands. The church of the pure blood, free of the taint NU\Tech's evil, 

>will not allow the corruption of pure humans. We will not forsake the 

>future. We must destroy the False Gods of technology and science. 

::SNIP:: 

>idolaters. The day of Lazarus is upon you oh sinners. Repent those of 

>you who have sullied your flesh and condemned your soul... 

::SNIP:: 

>< Warning! > 

>< Warning! > 

>< Virus Detected > 

::SNIP:: 

>< Bio-Comp failure imminent > 

::SNIP:: 

>01010100 

>01001000 

>01000101 

>01000100 

>It was going to help millions of people. 

>

>It was supposed to make the world a better place. 

>

>It should have been the dawn of a new age for mankind. 

>

>

>Oh well, one out of three isn't bad............. 

+++++++++++++++++++++++++ 

I can't wait to see where this goes. I think I know the direction, but it looks like it's going to be a fun ride. 

-- 

GAry m, minor epot 

 aka "Sneezy the Squid" · archivist for AFMBE mailing list 

------------------------------ 

If life is a lesson, it's a crash course. 

 - Derek Lin 

DNRC Member since 1995 · ICQ#: 8391493 · www.geocities.com/sneezythesquid
 From: "Oaxaca /Daryk" <dastoelting@hotmail.com> Save Address - Block Sender

 Reply-To: flesh_rpg@edenstudios.net

 To: flesh_rpg@edenstudios.net Save Address

 Subject: Re: [Flesh_rpg] Zombie Numbers:Was Zombie intelligence in Argos

 Date: Thu, 18 May 2000 23:42:06 CDT

"g. m." <gm1970@hotmail.com> posted: 

>Cool work on the numbers! A good guide for ZMs to consider for the frequency of the Z's, even if you make them all

>slow&stupid. I'd like to see this somewhere as a resource for those unfortunates not on the list (heathens!) =] 

Sent it to me. Send it all to me! 

I will post it. I must post it! 

Gimme, gimme, gimme! 

Oaxaca 

I gotta start getting less sleep. 

 From: "g. m." <gm1970@hotmail.com> Save Address

 Reply-To: flesh_rpg@edenstudios.net

 To: flesh_rpg@edenstudios.net Save Address

 Subject: Re: [Flesh_rpg] New Site is up

 Date: Fri, 19 May 2000 04:51:15 GMT

>Oaxaca's Fan Forum is now up! 

Yea! Applied to the ring yet? 

::SNIP:: 

>It may not look like much, but I'm happy to have it there for you to look 

>at. I wanted to get something up there for you to look at over the weekend. 

>Hopefully, I will receive enough info to upload even more on Sat. or Sun.! 

Looks good so far, except the text is a little dark for the black background. That's the only change I'd make that I see. 

::SNIP:: 

>Thank you for helping me in this endeavor. 

Thanks for doing the work! Let's feed this thing so it's Tyrant sized! =] 

-- 

GAry m, minor epot 

 aka "Sneezy the Squid" · archivist for AFMBE mailing list 

------------------------------ 

If life is a lesson, it's a crash course. 

 - Derek Lin 

DNRC Member since 1995 · ICQ#: 8391493 · www.geocities.com/sneezythesquid
 From: "Tommy Brownell" <tommyb@sstelco.com> Save Address - Block Sender

 Reply-To: flesh_rpg@edenstudios.net

 To: <flesh_rpg@edenstudios.net> Save Address

 Subject: Re: [Flesh_rpg] Future of AFMBE line (long)

 Date: Thu, 18 May 2000 23:51:53 -0500

>Hey, has anyone realised that "Universal Soldier" could be conceived to be

>a Zombie flick? I mean, you DO have dead guys walking around causing chaos.

>Granted, they're not the braindead, flesh falling from the rotting corpse

>style of zombie, but I thought bending the genre was all part of the idea

>behind AFMBE.

Hey! I would argue with ANYONE that says Jean-Claude Van Dam, Dolph Lundgren and Bill Goldberg aren't brain dead!

>just a thought, anyway

And a good one, actually!

rom: "g. m." <gm1970@hotmail.com> Save Address

 Reply-To: flesh_rpg@edenstudios.net

 To: flesh_rpg@edenstudios.net Save Address

 Subject: Re: [Flesh_rpg] Future of AFMBE line (long)

 Date: Fri, 19 May 2000 05:41:24 GMT

::SNIP:: 

> This depends entirely on how close you stay to the zombie line while 

> blatantly crossing it. The "Rise of the Mummies" idea I posted some time 

> ago is an example -- a mummy is, basically, an animated corpse with a 

> different twist. Granted, you don't want to go into vampires, n 

**SHAMLESS PLUG** 

And you can find that post in the AFMBE List Archives! www.geocities.com/sneezythesquid/allflesh =] 

**END SHAMELESS PLUG** 

-- 

GAry m, minor epot 

 aka "Sneezy the Squid" · archivist for AFMBE mailing list 

------------------------------ 

If life is a lesson, it's a crash course. 

 - Derek Lin 

DNRC Member since 1995 · ICQ#: 8391493 · www.geocities.com/sneezythesquid
 From: "Mark Oliver-Macklin" <mark@oly-mac.co.uk> Save Address - Block Sender

 Reply-To: flesh_rpg@edenstudios.net

 To: <flesh_rpg@edenstudios.net> Save Address

 Subject: [Flesh_rpg] Dodging

 Date: Fri, 19 May 2000 10:02:50 +0100

Quick rules question.....

The system says that a Dodge is a difficult dexterity test, that means that the attackers weapon skill doesn't come into it. Does that make sense?

It's a lot easier to dodge a Zombie clumsily swiping at you then a trained martial artist.

Up till now I've just used the dodge in the same way as a parry but a re-reading of the rules made me think about it once again.

Any thoughts anyone?

 From: "Mark Oliver-Macklin" <mark@oly-mac.co.uk> Save Address - Block Sender

 Reply-To: flesh_rpg@edenstudios.net

 To: <flesh_rpg@edenstudios.net> Save Address

 Subject: Re: [Flesh_rpg] Armies of The Night/high rises

 Date: Fri, 19 May 2000 09:58:39 +0100

<<< One thing they bring up is that one of the safest places to hide (and to look for loot) would be the top floors of high rises- with no working elevators >>>

The range in yards is 10 * Perception. So unless you've got a very sharp Zombie then it's safe, that is until you need to come down for food. You can't just sit in the top level of a tower block forever. Aside from the obvious it would make a very boring Zombie flick wouldn't it :)

Smarter Zombies might percievably find a fire door or something on ground level to enter the fire escapes by. Then there's always a cowardly NPC who might just happen to make a break out of a fire door and gets pounced on by the Zombies who then just happen to stagger in through the now unbolted exit.

Regards,

Mark

 From: "Mark Oliver-Macklin" <mark@oly-mac.co.uk> Save Address - Block Sender

 Reply-To: flesh_rpg@edenstudios.net

 To: <flesh_rpg@edenstudios.net> Save Address

 Subject: Re: [Flesh_rpg] Bureau 13

 Date: Fri, 19 May 2000 10:16:42 +0100

<<< I think the closest brush with greatness that B13 got was either winning an award or getting a mention of sorts in an episode of "Babylon 5" (or so I'm told). >>>

Bureau 13 was a major element of a Babylon 5 episode. Apparently it was intended to be used several times but the shows creator found out that someone had allready used the name before and dropped any future plans. In other words it was a coincidence. I also think that there was a computer game published in the early 90's that used the same name.

Regards,

Mark

 From: Magwier@aol.com Save Address - Block Sender

 Reply-To: flesh_rpg@edenstudios.net

 To: flesh_rpg@edenstudios.net Save Address

 Subject: Re: [Flesh_rpg] Dodging

 Date: Fri, 19 May 2000 06:28:36 EDT

Damn.

ANOTHER system flaw.

Ab3

(asking for a beating)

 From: Magwier@aol.com Save Address - Block Sender

 Reply-To: flesh_rpg@edenstudios.net

 To: flesh_rpg@edenstudios.net Save Address

 Subject: Re: [Flesh_rpg] Bureau 13

 Date: Fri, 19 May 2000 06:31:11 EDT

In a message dated 5/19/00 5:20:28 AM Eastern Daylight Time, mark@oly-mac.co.uk writes:

<< Bureau 13 was a major element of a Babylon 5 episode. Apparently it was intended to be used several times but the shows creator found out that someone had allready used the name before and dropped any future plans. In other words it was a coincidence. I also think that there was a computer game published in the early 90's that used the same name. >>

Don't forget that the guy who wrote the episode that mentions Bureau 13 was an RPG aithor. He wrote Call of Cthulhu's 'Masks of Nyrtlthotep' if memory serves.

If there's one thing I can't stand its writers who make strange little in-jokes.

:)

Ab3

 From: Magwier@aol.com Save Address - Block Sender

 Reply-To: flesh_rpg@edenstudios.net

 To: flesh_rpg@edenstudios.net Save Address

 Subject: Re: [Flesh_rpg] Future of AFMBE line (long)

 Date: Fri, 19 May 2000 06:35:10 EDT

I'm still trying to get Eden to approve my idea for a sourcebook about Time- Traveling Lesbian Kickboxers that fight zombies during the age of the dinosaurs.

I call it 'One Million Heels B.C.'

Ab3

 From: "Simon B. Sinister" <simonbsinister@home.com> Save Address - Block Sender

 Reply-To: flesh_rpg@edenstudios.net

 To: <flesh_rpg@edenstudios.net> Save Address

 Subject: RE: [Flesh_rpg] Bureau 13

 Date: Fri, 19 May 2000 07:22:17 -0400

Mark said:

>Bureau 13 was a major element of a Babylon 5 episode. Apparently it was

>intended to be used several times but the shows creator found out that

>someone had allready used the name before and dropped any future plans. In

>other words it was a coincidence. I also think that there was a computer

>game published in the early 90's that used the same name.

If I'm remembering this right, Richard was really flattered at the time and contacted B5's creators, telling them that he didn't have any problem with what they were doing. Unfortunately, whatever he said had exactly the opposite effect, and B13 never made another appearance on the show. Talk about really putting your foot in it.

Take 2's "Bureau 13" computer game was, like the book series, licensed by Tri-Tac and based on the actual RPG. While I've never played it, some of the other people who worked for Tri-Tac warned me that it was incredibly bad...

-----------------

SIMON B. SINISTER

-----------------

http://welcome.to/livingdeadgirl

 From: "g. m." <gm1970@hotmail.com> Save Address

 Reply-To: flesh_rpg@edenstudios.net

 To: flesh_rpg@edenstudios.net Save Address

 Subject: [Flesh_rpg] Archive Update

 Date: Fri, 19 May 2000 12:08:45 GMT

That's right, TWO archives in TWO days! I'm working my fingers off! =] 

The Seventh archive is now ripe for walking. It covers May 5, 2000 - May 11, 2000 and is 339k. Cell Block Z and the Fleshploitation threads begin, and we hear Machine-gun Kelly ask "More importantly, does anyone here speak Jive?" 

I am now only about 360 or so posts behind, and I can't wait to be caught up current. When I am, I intend to start culling through the archives to make an index and a FAQ. Hopefully, I won't run out of web space anytime soon. =] 

Once agan, the URL is: 

http://www.geocities.com/sneezythesquid/allflesh.html 

Click on Kyra to get to the goodies. 

Question: Do you all think I should put the Mausoleum itself on the Ring and leave my main AFMBE page as Undead Links and things, or leave things as they are? 

-- 

GAry m, minor epot 

 aka "Sneezy the Squid" · archivist for AFMBE mailing list 

------------------------------ 

If life is a lesson, it's a crash course. 

 - Derek Lin 

DNRC Member since 1995 · ICQ#: 8391493 · www.geocities.com/sneezythesquid
 From: "andrew ferguson" <andrewferguson@hotmail.com> Save Address - Block Sender

 Reply-To: flesh_rpg@edenstudios.net

 To: flesh_rpg@edenstudios.net Save Address

 Subject: Re: [Flesh_rpg] Armies of The Night/high rises

 Date: Fri, 19 May 2000 05:06:07 PDT

> Smarter Zombies might percievably find a fire door or something on ground 

> level to enter the fire escapes by. Then there's always a cowardly NPC who 

> might just happen to make a break out of a fire door and gets pounced on by 

> the Zombies who then just happen to stagger in through the now unbolted 

> exit. 

This would combine sooooo well with a "Towering Inferno" type adventure. Players hide out at the top of a high rise, and before you know it the entire building is engulfed; options are to fight your way out of the fire and thus into the zombie hordes, or grow wings. 

Could players salvage enough from the building in such short time to glide to another. And if they fail? I have a mental image of some players taking the "Die Hard" route with the fire hose and a leap of faith... 

Of course you could use the great idea recently posted of starting with the fire, but I think this "Inferno" makes a much better mid-campaign adventure. 

Ferg

 From: "Mark Oliver-Macklin" <mark@oly-mac.co.uk> Save Address - Block Sender

 Reply-To: flesh_rpg@edenstudios.net

 To: <flesh_rpg@edenstudios.net> Save Address

 Subject: Re: [Flesh_rpg] Dodging

 Date: Fri, 19 May 2000 14:03:59 +0100

 -----Original Message-----

From: Magwier@aol.com <Magwier@aol.com>

<<< ANOTHER system flaw. >>>

Heh I didn't say it was a flaw.

It's just something that doesn't seem to make much sense when I had been applying the same logic to a dodge as a parry. Just wondered if anyone could explain it cos my players will hassle me if I switch to doing it that way....

Regards,

Mark

 From: "Tommy Brownell" <tommyb@sstelco.com> Save Address - Block Sender

 Reply-To: flesh_rpg@edenstudios.net

 To: <flesh_rpg@edenstudios.net> Save Address

 Subject: Re: [Flesh_rpg] Future of AFMBE line - Dolph Lundgren

 Date: Fri, 19 May 2000 04:33:22 -0500

><<< Hey! I would argue with ANYONE that says Jean-Claude Van Dam, Dolph

>Lundgren and Bill Goldberg aren't brain dead! >>>

>

>Dunno about the other two but Lundgren is seriously educated and very

>bright. His parents said they would support his "acting" career if he got

>an education first to fall back upon. He's got a Masters Degree in some

>esoteric branch of physics. If he's brain dead then probably just about all

>the ppl on this list are in a far worse state, which is a worrying

>thought.....

Really?! Well shut my mouth. The muscles and monotone and the blank stare he constantly has SERIOUSLY threw me off, then...

Which, I guess, means he's a better actor than I give him credit for...=P

 From: Dave Conrad <nightman@io.com> Save Address - Block Sender

 Reply-To: flesh_rpg@edenstudios.net

 To: flesh_rpg@edenstudios.net Save Address

 Subject: Re: [Flesh_rpg] Future of AFMBE line - Dolph Lundgren

 Date: Fri, 19 May 2000 22:58:51 +0900

Tommy Brownell wrote:

>

> >Dunno about the other two but Lundgren is seriously educated and very

::SNIP::

> Which, I guess, means he's a better actor than I give him credit for...=P

I think he went to MIT or something like that. Spent all of his points on attributes, then dind't have any left when it came time to buy acting skill, obviously. I think that James Woods went to MIT, too.

from IMDB

Dolph Lundgren attended the Royal Institute of Technology in Stockholm, Sweden. He received a master's degree in chemical engineering from the University of Sydney, New South Wales, Australia in 1982, and the next year was awarded a Fulbright Scholarship to MIT.

--

Dave C.

iN*T*x

"To break the rules is to break the spell" - C. Lasch

 From: "Big Vinni" <killian0@ix.netcom.com> Save Address - Block Sender

 Reply-To: flesh_rpg@edenstudios.net

 To: <flesh_rpg@edenstudios.net> Save Address

 Subject: Re: [Flesh_rpg] PBEM Game

 Date: Fri, 19 May 2000 10:23:54 -0400

> Anyone feel up to starting a PBEM game of AFMBE?

Count me in.

(chk-chak) ROCK AND ROLL!

Big Vinni-

I came

I saw

I loafed

RPGers Unite!...ahh forget it..

killian0@ix.netcom.com

ICQ 40951228.

 From: "Big Vinni" <killian0@ix.netcom.com> Save Address - Block Sender

 Reply-To: flesh_rpg@edenstudios.net

 To: <flesh_rpg@edenstudios.net> Save Address

 Subject: Re: [Flesh_rpg] Find the true you, the NU you

 Date: Fri, 19 May 2000 10:26:45 -0400

Bio-Comp? Sounds like some Deckers/NetRunner's are getting a cybervirus that will make them into zombies...

Look out William Gibson, your genre is going horror....

Big Vinni-

I came

I saw

I loafed

RPGers Unite!...ahh forget it..

killian0@ix.netcom.com

ICQ 40951228.

 From: "Big Vinni" <killian0@ix.netcom.com> Save Address - Block Sender

 Reply-To: flesh_rpg@edenstudios.net

 To: <flesh_rpg@edenstudios.net> Save Address

 Subject: Re: [Flesh_rpg] Bureau 13

 Date: Fri, 19 May 2000 10:32:46 -0400

 I know a guy who was part of that production crew for Tri-Trac and I have both B13 (Main book,Stalking the Steel City and Screams in the Night) and Fringeworthy...as well as some other RPGs:

Armageddon, FTL or ReichStar anyone?

Big Vinni-

I came

I saw

I loafed

RPGers Unite!...ahh forget it..

killian0@ix.netcom.com

ICQ 40951228.

 From: "Big Vinni" <killian0@ix.netcom.com> Save Address - Block Sender

 Reply-To: flesh_rpg@edenstudios.net

 To: <flesh_rpg@edenstudios.net> Save Address

 Subject: Re: [Flesh_rpg] Future of AFMBE line (long)

 Date: Fri, 19 May 2000 10:38:47 -0400

> I'm still trying to get Eden to approve my idea for a sourcebook about Time-

> Traveling Lesbian Kickboxers that fight zombies during the age of the

> dinosaurs.

>

> I call it 'One Million Heels B.C.'

"Nooo Braaiiins..."

ugh!

:-)

Big Vinni-

I came

I saw

I loafed

RPGers Unite!...ahh forget it..

killian0@ix.netcom.com

ICQ 40951228.

 From: "Mark Oliver-Macklin" <mark@oly-mac.co.uk> Save Address - Block Sender

 Reply-To: flesh_rpg@edenstudios.net

 To: <flesh_rpg@edenstudios.net> Save Address

 Subject: Re: [Flesh_rpg] Future of AFMBE line - Dolph Lundgren

 Date: Fri, 19 May 2000 15:14:07 +0100

<<< Really?! Well shut my mouth. The muscles and monotone and the blank stare he constantly has SERIOUSLY threw me off, then... >>>

I was dead surprised. I saw an interview with him and I thought "mmmm, that's going to be an intellectual extravaganza". Then wham it turns out he's a nuclear physicist or such like. Can't remember the exact details but I think he's not only got impressive qualifications but he has a high grade in them as well.

It's kinda nice to think "oh OK he's built like a brick s**thouse but I bet he's a sandwhich short of a picnic and still can only manage the pictures in Noddy books". V.surprised. Without swelling my head too much I'm fairly well educated and it takes a fair bit to impress me qualifications wise. Mr Lundgren made me feel just a tad thick.

There is some relavance to this for AFMBE, honest.....

When the players meet a Zombie they'll presume it's slow and stupid, especially if you play a few different dead worlds to lull them into a false sense of security. Wait till the day you create a new dead world and they meet the Dolph Lundgren of the Zombie species. The unexpected is an element of most good horror stories, the first time u can shock them with the shambling dead, later you need to whip out the sprinting dead.

Regards,

Mark

 From: MacMourna@aol.com Save Address - Block Sender

 Reply-To: flesh_rpg@edenstudios.net

 To: flesh_rpg@edenstudios.net Save Address

 Subject: Re: [Flesh_rpg] Armies of The Night/high rises

 Date: Fri, 19 May 2000 11:38:01 EDT

<< This would combine sooooo well with a "Towering Inferno" type adventure.>>

It could be possible to combine many of these elements into a short mini-campaign. The high-rise building in question can be a bio-research facility, wherein scientists are looking for "the cure" for the virus that turns humans into zombies. Have the players make two characters -- one soldier who is guarding the building, and a scientist who is looking for a cure.

Add in angry civilians, jumpy soldiers, cowardly scientists, zombies in the streets, and maybe some zombie lab-rats that just happen to escape -- stir, and watch explode.

Bruce

 From: Thom Marrion <xnbach@yahoo.com> Save Address - Block Sender

 Reply-To: flesh_rpg@edenstudios.net

 To: flesh_rpg@edenstudios.net Save Address

 Subject: Re: [Flesh_rpg] Other Settings (was The End is Near)

 Date: Thu, 18 May 2000 11:19:23 -0700 (PDT)

--- TheDear Departed <thedeardeparted@hotmail.com> wrote:

> >How about a fantasy/medievel book? So far we've got a martial arts,

> >western,

> >space (and underwater?) supplments in the work. All we need now is

> fantasy

> >and superheroes and we've got got all the bases covered game system

> :)

> >

> >Andrew Ross (draxus@aol.com)

What other settings would you want to see? Zombies and Gangsta Movies (New Jack Zombie? Zombies in da Hood?), Tarantinoesque Caper Zombies (Reservoir Zombies? Lock Stock and Two Smoking Zombies?), Screwball Comedy Zombies (Zombie Soup? Bringing Up Zombie?), Swashbuckling Zombies (The Zombie in the Iron Mask? Zombies of the Spanish Main?), Espionage Zombies (Her Majesty's Secret Zombie? Our Zombie Flint?) Historical Epic Zombies (The Rise and Fall of the Zombie Empire? The greatest Zombie Story Ever Told?) John Hughes Zombies (Sixteen Zombies? The Zombie Club?), Caveman Zombies (Quest for Zombies? The Clan of the Cave Zombie?), or even cute furry animal zombies (Watership Zombies? Zombie Go Home?)

 OK, I'll stop now.

 Thom

 From: Doctor TOC <otherchris@erols.com> Save Address - Block Sender

 Reply-To: flesh_rpg@edenstudios.net

 To: flesh_rpg@edenstudios.net Save Address

 Subject: Re: [Flesh_rpg] Future of AFMBE line - Dolph Lundgren

 Date: Fri, 19 May 2000 12:03:09 -0400

Dave Conrad wrote:

>

> Dolph Lundgren attended the Royal Institute of Technology in Stockholm,

> Sweden. He received a master's degree in chemical engineering from the

> University of Sydney, New South Wales, Australia in 1982, and the next

> year was awarded a Fulbright Scholarship to MIT.

Someone once told me that Dolph Lundgren was living proof of the realism of the GURPS character generation system, since he'd maxed out on science and combat skills and had nothing left over for acting...

Doctor TOC

--

The Reverend Doctor "The Other Chris" - Wu Name: Jive Talkin' Choirboy

ICQ # 4814586

Time War RPG - http://jump.to/TimeWar

alt.tv.sevendays FAQ - http://welcome.to/7-Days

The TOC Files - http://members.fortunecity.com/toc

 From: sjenks@midway.uchicago.edu (Scott Jenks) Save Address - Block Sender

 Reply-To: flesh_rpg@edenstudios.net

 To: flesh_rpg@edenstudios.net Save Address

 Subject: Re: [Flesh_rpg] Future of AFMBE line (long)

 Date: Fri, 19 May 2000 11:13:14 -0500

>In a message dated 5/18/00 6:19:54 PM, graveyardgreg@netzero.net writes:

>

><< >A Post Apocalypse setting, I think this is part of the appeal of AFMBE-

>the

>>post apocalypse genre thas only been done well by a few games that are now

>>all out of print.

>

>I disagree--Deadlands: Hell On Earth is *far* from out of print! >>

>

>No its not out of print but its not selling the numbers they want and its not

>gaining new players.

>

>George Vasilakos

>Eden Studios

>Zombie Lord

Since we lack of a decent game store here in Chicago (I don't have a car). I haven't really had a chance to check it out. Still it is more fantastic like Deadlands, true? I would like something more gritty and realistic but that is just me.

 From: sjenks@midway.uchicago.edu (Scott Jenks) Save Address - Block Sender

 Reply-To: flesh_rpg@edenstudios.net

 To: flesh_rpg@edenstudios.net Save Address

 Subject: Re: [Flesh_rpg] Zombie Numbers:Was Zombie intelligence in Argos

 Date: Fri, 19 May 2000 11:30:56 -0500

>"g. m." <gm1970@hotmail.com> posted:

>

>Cool work on the numbers! A good guide for ZMs to consider for the frequency

>of the Z's, even if you make them all slow&stupid. I'd like to see this

>somewhere as a resource for those unfortunates not on the list (heathens!)

>=]

>

> >Sent it to me. Send it all to me!

>

>I will post it. I must post it!

>

>Gimme, gimme, gimme!

>

>Oaxaca

>

>I gotta start getting less sleep.

Thanks, I actually worked out the numbers a little bit more and figured out how many starting zombies were in all the major cemeteries (OK, I can get a little bit obsessive occasionally!). Imagine 5,000 zombies swarming out of the cemetery next door. I then figured out how far they would spread in the first couple days and came up with the National Guards response. I'll try to write it all up properly and post it.

 From: martyarnie@hotmail.com Save Address - Block Sender

 Reply-To: flesh_rpg@edenstudios.net

 To: <flesh_rpg@edenstudios.net> Save Address

 Subject: Re: [Flesh_rpg] Future of AFMBE line (long)

 Date: Fri, 19 May 2000 11:17:15 +0100

There are so many things you can do as settings it hurts! I've got ideas coming out my ears - if only I could GM more.

The important thing is to remember that the most such stories focus on the characters using the zombie as a plot device to work around. Romero's stuff seems to work like this, Dawn of the Dead makes comments on consumerism through the zombies and tells the story of the characters not how man critters they can shoot.

Of course you can do that as well.

"Just look at it this way...a ripple of space...a river of time...like a burial"

-Thomas Dolby

Martin

 From: popo caba <poppocabba@yahoo.com> Save Address - Block Sender

 Reply-To: flesh_rpg@edenstudios.net

 To: flesh_rpg@edenstudios.net Save Address

 Subject: [Flesh_rpg] attention zombie webmasters

 Date: Fri, 19 May 2000 10:09:55 -0700 (PDT)

I just put up some graphics I've taken from extensive web searching,all available for free use,and made them into I special pages for zombie webmasters. if any one has ,or wishes, to create some zombie graphics,I would be more then happy to add them.I would give the author full credit,and a link

caveman oog

htt://www.geocities.com/poppocabba/allflesh

poppocabba@yahoo.com

anyone interested in an online game?

 From: adrenochrome@hushmail.com Save Address - Block Sender

 Reply-To: flesh_rpg@edenstudios.net

 To: flesh_rpg@edenstudios.net Save Address

 Subject: Re: [Flesh_rpg] Lurker comes to the fore

 Date: Fri, 19 May 2000 12:29:22 -0600 (CDT)

At Wed, 17 May 2000 23:31:57 -0500, "Tommy Brownell" <tommyb@sstelco.com> wrote:

>Seriously guys...arguing over who's a better babe, Cordelia or Buffy?

>That's like arguing over steak and a pork chop. =) Besides, Faith

>has 'em

>both edged out JUST a bit...

 I must be strange, 'cause to be honest, I don't find _any_ of them attractive. Cordelia occasionally has a glimmer of beauty, but then she opens her mouth, says something vapid and trite, makes me want to smash a thousand windows, and just generally ruins the whole thing.

>Bordering on going way off-topic, I just wanna say that, IMHO, Buffy

>is more consistent. Angel is either great or painful to watch...(painful in

>the sense that you know they can do better.)

 Buffy has handled the zombie-story before... And only once did they do it well. That show can only bang that particular drum so many times. See, I _like_ 'Angel'. A whole lot. 'Buffy' always drifts into comedic-melodrama, which I enjoy, but don't lust after. 'Angel', on the other hand, goes for solid dramatic plots, with the occasional flash of comedy (pulled off through excellent realistic dialogue). Which, when handled by Joss Whedon, is brilliant.

 For example, the rise and death of Doyle. Some of the best television scripts I've seen in years.

 I'm waiting with baited breath for them to do a zombie story on 'Angel.' They'd handle it _faaaaar_ better than it's been done on 'Buffy.'

VERITAS: Geza.

 From: "Ghost Ship" <ghostship1@hotmail.com> Save Address - Block Sender

 Reply-To: flesh_rpg@edenstudios.net

 To: flesh_rpg@edenstudios.net Save Address

 Subject: Re: [Flesh_rpg] Starting in a firefight...

 Date: Fri, 19 May 2000 10:41:44 PDT

> A different kind of firefight... 

>

> While at lunch today, I figured an interesting way to start a session might 

> be if some (half?) 

> of the players were firefighters. They're in a serious blaze, people

All I have to say is this is A great idea. A novel starting point for any game, and places the Cast in an usual role - effectively unarmed, unprepared and with o host of other worries. I LOVE it. 

Graham 

 From: "Christopher P Moxley" <moxleych@shu.edu> Save Address - Block Sender

 Reply-To: flesh_rpg@edenstudios.net

 To: flesh_rpg@edenstudios.net Save Address

 Subject: Re: [Flesh_rpg] Dodging

 Date: Fri, 19 May 2000 13:48:57 -0400

"Mark Oliver-Macklin" <mark@oly-mac.co.uk> on 05/19/2000 05:02:50 AM Please respond to flesh_rpg@edenstudios.net

>It's a lot easier to dodge a Zombie clumsily swiping at you then a trained

>martial artist.

Wouldn't the martial artist have a much higher chance to hit then a zombie (presuming that it is not a ninja zombie) because he would have a higher skill?

Chris

 From: "Tommy Brownell" <tommyb@sstelco.com> Save Address - Block Sender

 Reply-To: flesh_rpg@edenstudios.net

 To: <flesh_rpg@edenstudios.net> Save Address

 Subject: Re: [Flesh_rpg] Future of AFMBE line - Dolph Lundgren

 Date: Fri, 19 May 2000 14:37:49 -0500

>> Really?! Well shut my mouth. The muscles and monotone and the blank stare

>> he constantly has SERIOUSLY threw me off, then...

>>

>> Which, I guess, means he's a better actor than I give him credit for...=P

>

>I think he went to MIT or something like that. Spent all of his points

>on attributes, then dind't have any left when it came time to buy acting

>skill, obviously. I think that James Woods went to MIT, too.

>

>from IMDB

>

>Dolph Lundgren attended the Royal Institute of Technology in Stockholm,

>Sweden. He received a master's degree in chemical engineering from the

>University of Sydney, New South Wales, Australia in 1982, and the next

>year was awarded a Fulbright Scholarship to MIT.

GOOD GRIEF!!!!

That's...that's...that's the most frightening thing I've heard since I got ON this list!

 From: adrenochrome@hushmail.com Save Address - Block Sender

 Reply-To: flesh_rpg@edenstudios.net

 To: flesh_rpg@edenstudios.net Save Address

 Subject: Re: [Flesh_rpg] Future of AFMBE line - Dolph Lundgren

 Date: Fri, 19 May 2000 14:46:59 -0600 (CDT)

At Fri, 19 May 2000 14:37:49 -0500, "Tommy Brownell" <tommyb@sstelco.com> wrote:

>GOOD GRIEF!!!!

>

>That's...that's...that's the most frightening thing I've heard since

>I got ON this list!

 Heh. What did you expect? Smart people get into good positions in life... Most stupid people wouldn't get the noteriety that Lundgren has. Same reason why the following stars 'made it': 

-- Sylvester Stallone has (I believe) a Master's in Business

-- the girl that plays Phoebe on 'Friends' attended the Harvard School of Business

-- The wrestler known as 'The Rock' has a PhD in Linguistics.

 Neat, eh? Who'd a thunk it.

VERITAS: Geza.

 From: "mud puppie" <mud_pup@hotmail.com> Save Address - Block Sender

 Reply-To: flesh_rpg@edenstudios.net

 To: flesh_rpg@edenstudios.net Save Address

 Subject: Re: [Flesh_rpg] Forgive me...

 Date: Fri, 19 May 2000 22:01:57 CEST

... but it's been 2 days since I last checked my email and for some unknown reason you people have seen fit to fill my "Zombie Land" folder with 144 posts!!!! 

So.... I'm apologizing in advance for commenting what may/may not be dead threads. Since you in a few hours... :)

 From: "mud puppie" <mud_pup@hotmail.com> Save Address - Block Sender

 Reply-To: flesh_rpg@edenstudios.net

 To: flesh_rpg@edenstudios.net Save Address

 Subject: Re: [Flesh_rpg] new site idea

 Date: Fri, 19 May 2000 22:49:45 CEST

> I have a 20 meg site at my disposal. There are no ads, no pop ups, no 

> nothing. 

>

> I would like to propose a site, which I would regulate, to serve as an aid 

> for the common AFMBE player. (yeah, yeah, get on with it, i 

> know) 

 Call it something like: From the Zombie Horde or The Groans of the Dead. 

Or howzabout trying "The Morgue", or "Six Feet Under", or... "The Friendly Neighborhood Brain Shoppe"? :)

 From: "andrew ferguson" <andrewferguson@hotmail.com> Save Address - Block Sender

 Reply-To: flesh_rpg@edenstudios.net

 To: flesh_rpg@edenstudios.net Save Address

 Subject: Re: [Flesh_rpg] Armies of The Night/high rises

 Date: Fri, 19 May 2000 14:16:39 PDT

> << This would combine sooooo well with a "Towering Inferno" type adventure. 

>

> It could be possible to combine many of these elements into a short 

> mini-campaign. The high-rise building in question can be a bio-research 

::SNIP::

Yup. I was thinking of just having good ol' Norms trapped, in a kind of AD&D sidetrek type way. 

Tell you what, gimme a week and I'll see what I can come up with, adventure seed ways. 

Ferg

 From: "andrew ferguson" <andrewferguson@hotmail.com> Save Address - Block Sender

 Reply-To: flesh_rpg@edenstudios.net

 To: flesh_rpg@edenstudios.net Save Address

 Subject: Re: [Flesh_rpg] new site idea

 Date: Fri, 19 May 2000 14:22:53 PDT

> Call it something like: From the Zombie Horde or The Groans of the Dead. 

>

> Or howzabout trying "The Morgue", or "Six Feet Under" 

Can I suggest modifying that one a little bit to "Six Feet and Rising"? 

Ferg

 From: "Tommy Brownell" <tommyb@sstelco.com> Save Address - Block Sender

 Reply-To: flesh_rpg@edenstudios.net

 To: <flesh_rpg@edenstudios.net> Save Address

 Subject: Re: [Flesh_rpg] Lurker comes to the fore

 Date: Fri, 19 May 2000 14:48:38 -0500

>>Seriously guys...arguing over who's a better babe, Cordelia or Buffy?

>>That's like arguing over steak and a pork chop. =) Besides, Faith

>>has 'em

>>both edged out JUST a bit...

>

> I must be strange, 'cause to be honest, I don't find _any_ of them attractive.

>Cordelia occasionally has a glimmer of beauty, but then she opens her mouth,

> says something vapid and trite, makes me want to smash a thousand windows,

> and just generally ruins the whole thing.

Hey, to each his own!

>>Bordering on going way off-topic, I just wanna say that, IMHO, Buffy

::SNIP::

> I'm waiting with baited breath for them to do a zombie story on 'Angel.'

>They'd handle it _faaaaar_ better than it's been done on 'Buffy.'

Numero uno, I don't judge them on the merit of how often they do genre shows...otherwise, Buffy would have killed the vampire gerne...=) I agree,

heartedly, on the Doyle episodes...but it was immediately following them, IIRC, that the show seemed to hit a slump for me. I watched it faithfully, mind you, but it was lacking something. Now, with Wesley thrown in, it still lacks something...the comic relief. Cordelia just isn't FUNNY funny, while Angel and and Wesley make great straight men. Fav. Angel episode has to (pardon me for not knowing the title) when he becomes human again and he and Buffy get to be *happy*...but then he has to give it up. The ultimate in dramatic sacrifice right there...

Now, before I get kicked off this list, which I am enjoying SO much, I'm gonna offer to take this to private mail if anyone wants to continue it.

Tommy

tommyb@sstelco.com

 From: "mud puppie" <mud_pup@hotmail.com> Save Address - Block Sender

 Reply-To: flesh_rpg@edenstudios.net

 To: flesh_rpg@edenstudios.net Save Address

 Subject: Re: [Flesh_rpg] Other Settings (was The End is Near)

 Date: Sat, 20 May 2000 00:21:38 CEST

> What other settings would you want to see? Zombies and Gangsta Movies 

::SNIP::

> Cave Zombie?), or even cute furry animal zombies (Watership Zombies? 

> Zombie Go Home?) 

> OK, I'll stop now. 

>

> Thom 

Holy shit man... lay off the coffee for a few weeks, why dontcha? :)

 From: "mud puppie" <mud_pup@hotmail.com> Save Address - Block Sender

 Reply-To: flesh_rpg@edenstudios.net

 To: flesh_rpg@edenstudios.net Save Address

 Subject: Re: [Flesh_rpg] new site name/archetypes

 Date: Sat, 20 May 2000 00:49:09 CEST

 >> Call it something like: From the Zombie Horde or The Groans of the Dead. 

>>

>> Or howzabout trying "The Morgue", or "Six Feet Under" 

>

> Can I suggest modifying that one a little bit to "Six Feet and Rising"? 

>

> Ferg 

Feel free, Ferg. Your archetypes thus far are slick as snail snot. :) 

Keep up the good work. 

Hey... I had an idea I'm surprised no one had yet (that I know of)... how about these archetypes? 

1)- Mortician (or Coroner, or morgue assistant, or...) 

2)- Beautician (armed with 1/2 a dozen hairspray cans in her purse-stats for the hairspray anyone?) 

3)- Sanitation Specialist (read- garbage man) 

Now... if I had the books... I'd do 'em... grrrrrrrrrrr....

 From: Thom Marrion <xnbach@yahoo.com> Save Address - Block Sender

 Reply-To: flesh_rpg@edenstudios.net

 To: flesh_rpg@edenstudios.net Save Address

 Subject: Re: [Flesh_rpg] Bureau 13

 Date: Thu, 18 May 2000 23:48:08 -0700 (PDT)

 --- "Simon B. Sinister" <simonbsinister@home.com> wrote:

> The Other Simon said:

>

> If you can get your hands on a copy, however, B13 just might be the

> thing

> for a ZM with a strange sense of humor. As much as it pains Richard

> to hear

> it, however, I was always a bigger fan of Stellar Games' splatterpunk

> RPG

> "NightLife," which practically dedicates itself to NotLD, but that's

> another

> story...

 Hey, they both get mentioned in Over The Edge as Other Cool Game Systems To Use Or Backgrounds To Incorporate For Over The Edge. That's got to count for something.

Thom

 From: "mud puppie" <mud_pup@hotmail.com> Save Address - Block Sender

 Reply-To: flesh_rpg@edenstudios.net

 To: flesh_rpg@edenstudios.net Save Address

 Subject: Re: [Flesh_rpg] Norms!!! Was:The Walking Dead supplement (White Wolf)

 Date: Sat, 20 May 2000 05:23:24 CEST

<snip> 

> I'm with you - four years of Marine Corps Markmanship training have 

> definitely trained me to aim at "center mass" and it's a hard habit to 

> break. My girlfriend (who was taught to shoot by a friend of mine and me) 

> seems devoid of this limitation though... 

It's cuz she doesn't have any other habits to overcome. As far as drinking in new knowledge... she's a sponge. Just like a boot, Day One.

 From: "Ted Govostis" <tgovostis@aethyr.net> Save Address - Block Sender

 Reply-To: flesh_rpg@edenstudios.net

 To: <flesh_rpg@edenstudios.net> Save Address

 Subject: Re: [Flesh_rpg] Dodging

 Date: Sat, 20 May 2000 00:50:00 –0400

 Dodge (I'm assuming a ranged combat dodge) is more dependent on the available cover than the skill of the shooter-it is still resolved versus the attacking players task result (accuracy counts somewhat)-also diving for cover eliminates any chance of shooting back. did that clear up anything?

Ted

 From: NoModifier@aol.com Save Address - Block Sender

 Reply-To: flesh_rpg@edenstudios.net

 To: flesh_rpg@edenstudios.net Save Address

 Subject: Re: [Flesh_rpg] Armies of The Night/high rises

 Date: Sat, 20 May 2000 01:04:41 EDT

In a message dated 5/19/00 7:07:32 AM Central Daylight Time, andrewferguson@hotmail.com writes:

<< This would combine sooooo well with a "Towering Inferno" type adventure. Players hide out at the top of a high rise, and before you know it the entire building is engulfed; options are to fight your way out of the fire and thus into the zombie hordes, or grow wings. >>

Hey-

Just to let everyone know , I am currently working on a "Dungeon Crawl" type adventure where the Cast Members somehow land on top of a high-rise (probably some sort of malfunction on a military transport) and must fight their way to the bottom. I also have an idea for a prison adventure, but since the group that is working on that is more "Cool Hand Luke" and not "Con-Air" I won't worry about copying them. There is just not enough hours in the day...

-Chad

P.S. Hey! maybe the cast members can escape from prison and land on a high rise! now if I can just tie-in a sanitarium somewhere, I might just have something.

 From: NoModifier@aol.com Save Address - Block Sender

 Reply-To: flesh_rpg@edenstudios.net

 To: flesh_rpg@edenstudios.net Save Address

 Subject: Re: [Flesh_rpg] Other Settings (was The End is Near)

 Date: Sat, 20 May 2000 01:10:04 EDT

In a message dated 5/19/00 10:55:45 AM Central Daylight Time, xnbach@yahoo.com writes:

<< Tarantinoesque Caper Zombies (Reservoir Zombies? Lock Stock and Two Smoking Zombies?) >>

"Man Bites Zombie"

-Couldn't resist,

Chad

 From: "g. m." <gm1970@hotmail.com> Save Address

 Reply-To: flesh_rpg@edenstudios.net

 To: flesh_rpg@edenstudios.net Save Address

 Subject: Re: [Flesh_rpg] Forgive me...

 Date: Sat, 20 May 2000 05:11:21 GMT

> ... but it's been 2 days since I last checked my email and for some unknown 

> reason you people have seen fit to fill my "Zombie Land" folder with 144 

> posts!!!! 

::SNIP:: 

At least you're not Archiving all this! My poor fingers... =] 

-- 

GAry m, minor epot 

 aka "Sneezy the Squid" · archivist for AFMBE mailing list 

------------------------------ 

If life is a lesson, it's a crash course. 

 - Derek Lin 

DNRC Member since 1995 · ICQ#: 8391493 · www.geocities.com/sneezythesquid
 From: "g. m." <gm1970@hotmail.com> Save Address

 Reply-To: flesh_rpg@edenstudios.net

 To: flesh_rpg@edenstudios.net Save Address

 Subject: Re: [Flesh_rpg] new site name/archetypes

 Date: Sat, 20 May 2000 05:16:32 GMT

::SNIP:: 

> Hey... I had an idea I'm surprised no one had yet (that I know of)... how 

> about these archetypes? 

> 1)- Mortician (or Coroner, or morgue assistant, or...) 

**SHAMELESS PLUG** 

Why, there's a Mortician archetype in the Archives, and he's fun. Tracking down those he buried that got away. 

**END SHAMELESS PLUG** 

> 2)- Beautician (armed with 1/2 a dozen hairspray cans in her purse-stats for 

> the hairspray anyone?) 

> 3)- Sanitation Specialist (read- garbage man) 

Those could be very fun. I see the garbage man as more of a survivor and the Beautician as the norm. 

-- 

GAry m, minor epot 

 aka "Sneezy the Squid" · archivist for AFMBE mailing list 

------------------------------ 

If life is a lesson, it's a crash course. 

 - Derek Lin 

DNRC Member since 1995 · ICQ#: 8391493 · www.geocities.com/sneezythesquid
 From: Thom Marrion <xnbach@yahoo.com> Save Address - Block Sender

 Reply-To: flesh_rpg@edenstudios.net

 To: flesh_rpg@edenstudios.net Save Address

 Subject: Re: [Flesh_rpg] Dodging

 Date: Fri, 19 May 2000 05:37:08 -0700 (PDT)

--- Mark Oliver-Macklin <mark@oly-mac.co.uk> wrote:

> Quick rules question.....

>

> The system says that a Dodge is a difficult dexterity test, that

> means that

::SNIP::

> Any thoughts anyone?

 Dodging is a Resisted Task against the attack roll, so if the attacker rolled higher then you he still hit even if you made your defense roll. I don't know where it says that in AFMBE but it's detailed under Close Combat in WitchCraft and Arnageddon (at which point everybody figures out which books I have and which book sold out before I got my greedy little mitts on a copy).

Thom

From: "Oaxaca /Daryk" <dastoelting@hotmail.com> Save Address - Block Sender

 Reply-To: flesh_rpg@edenstudios.net

 To: flesh_rpg@edenstudios.net Save Address

 Subject: Re: [Flesh_rpg] Lurker comes to the fore

 Date: Sat, 20 May 2000 01:03:51 CDT

> Apologies to Chicago-guy. It was THIS one!!! The guy with no pulse! 

Pulses are highly over-rated. 

Oaxaca

 From: "Oaxaca /Daryk" <dastoelting@hotmail.com> Save Address - Block Sender

 Reply-To: flesh_rpg@edenstudios.net

 To: flesh_rpg@edenstudios.net Save Address

 Subject: Re: [Flesh_rpg] Lurker comes to the fore

 Date: Sat, 20 May 2000 01:10:56 CDT 

> I can't stand the site of most of 

> the Buffy gals. But, I'm not a fan of either show either. Too positive 

> and uplifted for my tastes. 

You consider Angel positive and uplifting? Did you see an episode I missed? It's just one emotional defeat to the next for all of them on that show. Especially Lindsey (I had real hope for that guy for a little bit) 

Todd 

-- 

naw, i was going off of the fan reactions to the show that i have been exposed to, outside of this list. many "happy, shiny people" types i know watch these shows. plus, i've been told that i should watch the show by over 50 people. most of them couldn't think of a reason for me, personally, to watch the show. they just thought it was good and since they liked it, i should watch it. 

over half of those same people know that I hate the television. but that's a whole other topic for a list about psychoanalysis. 

bright and cheery: White Wolf 

my reality: KULT 

oaxaca 

www.oaxaca.f2s.com 

www.angelfire.com/Oaxaca/OaxacasIndex.htm
 From: "Oaxaca /Daryk" <dastoelting@hotmail.com> Save Address - Block Sender

 Reply-To: flesh_rpg@edenstudios.net

 To: flesh_rpg@edenstudios.net Save Address

 Subject: Re: [Flesh_rpg] Other Settings (was The End is Near)

 Date: Sat, 20 May 2000 01:17:18 CDT

> "Man Bites Zombie" 

>

>-Couldn't resist, 

>Chad< 

Would that be the new special on Fox's All Zombie Channel, called "When Humans Attack, part 546?" 

Oaxaca

 From: "andrew ferguson" <andrewferguson@hotmail.com> Save Address - Block Sender

 Reply-To: flesh_rpg@edenstudios.net

 To: flesh_rpg@edenstudios.net Save Address

 Subject: Re: [Flesh_rpg] new site name/archetypes

 Date: Fri, 19 May 2000 23:45:56 PDT

> Feel free, Ferg. Your archetypes thus far are slick as snail snot. :) 

> Keep up the good work. 

> Hey... I had an idea I'm surprised no one had yet (that I know of)... how 

> about these archetypes? 

> 1)- Mortician (or Coroner, or morgue assistant, or...) 

Thanks <blush>. 

Um...I did the mortician a little while back, in fact just before Easter. Check the archive out for my take on it. 

Ferg

 From: Kyle Voltti <voltti@neilnet.com> Save Address - Block Sender

 Reply-To: flesh_rpg@edenstudios.net

 To: AllFlesh <flesh_rpg@edenstudios.net> Save Address

 Subject: [Flesh_rpg] Short Delay in NU you

 Date: Sat, 20 May 2000 03:27:48 -0400

Opps It took me longer to type this out then I thought (ok so some bad fish for supper didn't help) Hopefully i'll have it done before Monday. Sorry again just to keep you interested here's a sneak peak Here's just one of the types of Zombies in NU you

Squawk Boxes, aka Chip Heads.

These are the most numerous of all zombies in the NU You earth. The natural look of their Bio-Comp implants has long faded. Only scraps of clothing cover their bodies as wires and tubes stitch in and out of their bodies. They wander around the old cities aimlessly. Or so it seems. They constantly spout old NU/Tech slogans. They don't attack anything but their numbers can allow them to push people around or crush them with their shear weight. They are the eyes and ears of the factory intelligence's. Where you see one soon you will see many

Stats

Str: 2 Dex: 2

Con: 2 Int: -2

Per: 2 Wil: 2

Essence: 8 speed: 4

Power: 14 Dead points: 26

Attacks: None

Weak spots: Brain

Getting around: Life Like

Strength: Dead Joe Average

Senses: Like the Living

Sustenance: Daily nutrient supplements provided by factory

Intelligence: Dumb as dead wood

Spreading the Love: Not capable of creating new zombies.

Powers: Regeneration power 2

Note: d10% in a group of Squawk Boxes are enhanced sot they are the quick dead, strong like bull and have senses like a hawk.

It was going to help millions of people.

It was supposed to make the world a better place.

it should have been the dawn of a new age for mankind.

Oh well one out of three isn't bad.............

TTFN

Kyle Voltti

 From: Thom Marrion <xnbach@yahoo.com> Save Address - Block Sender

 Reply-To: flesh_rpg@edenstudios.net

 To: flesh_rpg@edenstudios.net Save Address

 Subject: Re: [Flesh_rpg] Future of AFMBE line (long)

 Date: Fri, 19 May 2000 09:51:13 -0700 (PDT)

--- Scott Jenks <sjenks@midway.uchicago.edu> wrote:

> Earlier, somebody wrote a post suggesting that the genre books are

> too

::SNIP::

> "world of darkness".

 Besides which, if you want to throw in Werewolves and Vampires and Ghosts and Magicians and whatnot, that's what WitchCraft is for.

> Any thoughts? What do people want to see?

 There are probably all sorts of Genre Settings that would be fun but probably wouldn't warrant an entire book. Put them all in one big compilation, call it Zombie Jamboree, and there you go.

Thom

 From: "Oaxaca /Daryk" <dastoelting@hotmail.com> Save Address - Block Sender

 Reply-To: flesh_rpg@edenstudios.net

 To: flesh_rpg@edenstudios.net Save Address

 Subject: [Flesh_rpg] New site ideas

 Date: Sat, 20 May 2000 02:57:36 CDT

Here are the suggestions for site names, that I've gotten thus far... 

From the Zombie Horde 

The Groans of the Dead 

The Morgue 

Six Feet Under 

Six Feet and Rising 

All Fans Must be Eaten 

The Friendly Neighborhood Brain Shoppe 

Spreading the Love 

The Zombie Horde 

oaxaca 

www.oaxaca.f2s.com
 From: "g. m." <gm1970@hotmail.com> Save Address

 Reply-To: flesh_rpg@edenstudios.net

 To: flesh_rpg@edenstudios.net Save Address

 Subject: Re: [Flesh_rpg] New site ideas

 Date: Sat, 20 May 2000 12:21:46 GMT

> Here are the suggestions for site names, that I've gotten thus far... 

>

> The Morgue 

> Six Feet and Rising 

> All Fans Must be Eaten 

> Spreading the Love 

I like these four, but it's a tough call between Spreading the Love and All Fans Must be Eaten. 

-- 

GAry m, minor epot 

 aka "Sneezy the Squid" · archivist for AFMBE mailing list 

------------------------------ 

If life is a lesson, it's a crash course. 

 - Derek Lin 

DNRC Member since 1995 · ICQ#: 8391493 · www.geocities.com/sneezythesquid
from: "Tracy Mazur" <dara_swiftrose@hotmail.com> Save Address - Block Sender

 Reply-To: flesh_rpg@edenstudios.net

 To: flesh_rpg@edenstudios.net Save Address

 Subject: Re: [Flesh_rpg] new site name/archetypes

 Date: Sat, 20 May 2000 14:32:29 GMT

>> 2)- Beautician (armed with 1/2 a dozen hairspray cans in her purse-stats 

>> for 

>> the hairspray anyone?) 

>> 3)- Sanitation Specialist (read- garbage man) 

>

> Those could be very fun. I see the garbage man as more of a survivor and 

> the Beautician as the norm. 

How about Middle School Teacher? If nothing else, would def be a survivor type! :) 

Tracy

 From: John McMullen <JMcMullen@rim.net> Save Address - Block Sender

 Reply-To: flesh_rpg@edenstudios.net

 To: "'flesh_rpg@edenstudios.net'" <flesh_rpg@edenstudios.net> Save Address

 Subject: Re: [Flesh_rpg] new site name/archetypes

 Date: Sat, 20 May 2000 11:15:56 -0400

When we come back from my in-laws for the long weekend, I hope to post the Porn Producer. :-)

John

 From: Earle Wheeler <frankenmac@earthlink.net> Save Address - Block Sender

 Reply-To: flesh_rpg@edenstudios.net

 To: <flesh_rpg@edenstudios.net> Save Address

 Subject: Re: [Flesh_rpg] Archetype Updates

 Date: Sat, 20 May 2000 13:07:11 -0500

Wow! It kicks ass to see all of these Archetypes taking off. I've said it before and I'll say it again, the whole idea behind the Archetype really get's players imaginations going. Everyone I've shown AFMBE to has thumbed through the book, only to stop with wide-eyed mirth at characters like Video Store Clerk and Goth Chick.

I'm officially (re) throwing my hat into the ring to create the following Archetypes this week (and this time I'm not setting my sites too high by listing too many)

1. Monster Movie Host

2. Go-Go Girl

3. Custodial Engineer

4. Beatnik

These Archetypes will feature into my Zombie Pussycat, Kill! Kill! setting that I'm getting ready to run here at home.

And a reminder of the Archetypes I've already done:

Professional Wrestler

Conspiracy Theorist

Copy Editor

The Kid

Ones I *said* I was going to do, but won't be doing because they've already been done (better) by others: 

Serial Killer (Disgruntled Postman was Soooooo much better!)

Fanboy (Insane Gamer is already done!)

 Of course, anyone can put my Archetypes up on their own website, as long as

it's credited to me. My own site, All Zombies Must Be Destroyed, is slowly

but surely scratching it's way to the surface, and it will include all the

Archetypes I've done except for the Professional Wrestler.

-Earle

 From: "mud puppie" <mud_pup@hotmail.com> Save Address - Block Sender

 Reply-To: flesh_rpg@edenstudios.net

 To: flesh_rpg@edenstudios.net Save Address

 Subject: Re: [Flesh_rpg] new site name/archetypes

 Date: Sat, 20 May 2000 19:20:10 CEST

<snip> 

> Hey... I had an idea I'm surprised no one had yet (that I know of)... how 

> about these archetypes? 

> 1)- Mortician (or Coroner, or morgue assistant, or...) 

> **SHAMELESS PLUG** 

> Why, there's a Mortician archetype in the Archives, and he's fun. Tracking 

> down those he buried that got away. 

> **END SHAMELESS PLUG** 

Great... something else buried in the archives, it'll take me another 2 weeks to find... :) 

Time time to call for Dr Internet Jones, world famous Web explorere, and archive digger througher... :) 

> 2)- Beautician (armed with 1/2 a dozen hairspray cans in her purse-stats 

> for 

> the hairspray anyone?) 

> 3)- Sanitation Specialist (read- garbage man) 

> Those could be very fun. I see the garbage man as more of a survivor and 

> the Beautician as the norm. 

From my meager idea of the game setup... that's what I was figuring... Oh! I was trying to figure out the differences in the archetypes the other night... saw a BIG discrepancy maybe someone could explain to me. The cop on the AFMBE webpage. Comparing him to other survivor types... why does he only have 14 attribute pts like a norm? Like I said... no book= no rules= no clue. :)

 From: "mud puppie" <mud_pup@hotmail.com> Save Address - Block Sender

 Reply-To: flesh_rpg@edenstudios.net

 To: flesh_rpg@edenstudios.net Save Address

 Subject: Re: [Flesh_rpg] new site name/archetypes

 Date: Sat, 20 May 2000 19:30:36 CEST

>> Feel free, Ferg. Your archetypes thus far are slick as snail snot. :) 

>> Keep up the good work. 

>> Hey... I had an idea I'm surprised no one had yet (that I know of)... how 

>> about these archetypes? 

>> 1)- Mortician (or Coroner, or morgue assistant, or...) 

>

> Thanks <blush>. 

>

> Um...I did the mortician a little while back, in fact just before Easter. 

> Check the archive out for my take on it. 

Since I joined in on the list late (dammit)... I missed it the first time... and here I was thinking I had an original thought... silly me. :) Ummmmm... do you have better directions than "it's in the archive", Ferg? Also... wanted to know if you could RE-post the escaped con (mortician, too? huh,huh?)? I'm throwing together a hardcopy file of the alternate archetypes everyone's posted (mostly Ferg, btw folks) so I can show them to some of my cohorts with no Net access so they can check em out. Other than that one from the Prison thread... did I miss alot of character types prior to May 2nd? (that's when I discovered this here list)

 From: "mud puppie" <mud_pup@hotmail.com> Save Address - Block Sender

 Reply-To: flesh_rpg@edenstudios.net

 To: flesh_rpg@edenstudios.net Save Address

 Subject: Re: [Flesh_rpg] new site name/archetypes

 Date: Sat, 20 May 2000 19:36:23 CEST

> When we come back from my in-laws for the long weekend, I hope to post 

> the Porn Producer. :-) 

SEE!?!?!?!?!? Atleast SOMEONE liked the zombie porn idea!!! :) 

Although John... I gotta wonder what that has to do with your in-laws.... 

;)

 From: "andrew ferguson" <andrewferguson@hotmail.com> Save Address - Block Sender

 Reply-To: flesh_rpg@edenstudios.net

 To: flesh_rpg@edenstudios.net Save Address

 Subject: Re: [Flesh_rpg] new site name/archetypes

 Date: Sat, 20 May 2000 10:59:31 PDT

>>When we come back from my in-laws for the long weekend, I hope to post 

>> the Porn Producer. :-) 

>

> SEE!?!?!?!?!? Atleast SOMEONE liked the zombie porn idea!!! :) 

Loved it, but is it legal to admit that???? 

Ferg

 From: Thom Marrion <xnbach@yahoo.com> Save Address - Block Sender

 Reply-To: flesh_rpg@edenstudios.net

 To: flesh_rpg@edenstudios.net Save Address

 Subject: Re: [Flesh_rpg] new site name/archetypes

 Date: Sat, 20 May 2000 11:19:52 -0700 (PDT)

--- mud puppie <mud_pup@hotmail.com> wrote:

> other

> night... saw a BIG discrepancy maybe someone could explain to me.

> The cop on the AFMBE webpage. Comparing him to other survivor

> types... why

> does he only have 14 attribute pts like a norm? Like I said... no

> book= no

> rules= no clue. :)

>

 For those of us poor louts who haven't found a copy of AFMBE yet, what are the actual points used for the normal and survivor sharacters? I know that the survivor has 70 points over all, and I guess that the normals are somewhere between 30-60 (Because they are normal). But does it break down as so many points for attributes, so many for qualities and drawbacks, and so many for skills? (Like in WithCraft and Armageddon). What about the Inspired? Are they just built like Gifted or Lesser Gifted in WC or are they built with 70 points as well?

 Inquiring minds want to know.

 Thom

 From: Thom Marrion <xnbach@yahoo.com> Save Address - Block Sender

 Reply-To: flesh_rpg@edenstudios.net

 To: flesh_rpg@edenstudios.net Save Address

 Subject: Re: [Flesh_rpg] new site name/archetypes

 Date: Sat, 20 May 2000 11:22:14 -0700 (PDT)

> >When we come back from my in-laws for the long weekend, I hope to

> post

> >the Porn Producer. :-)

> >

> SEE!?!?!?!?!? Atleast SOMEONE liked the zombie porn idea!!! :)

>

 All Nude Flesh Must Be Eaten?

 From: "andrew ferguson" <andrewferguson@hotmail.com> Save Address - Block Sender

 Reply-To: flesh_rpg@edenstudios.net

 To: flesh_rpg@edenstudios.net Save Address

 Subject: Re: [Flesh_rpg] new site name/archetypes

 Date: Sat, 20 May 2000 11:38:03 PDT

> For those of us poor louts who haven't found a copy of AFMBE yet, 

> what are the actual points used for the normal and survivor sharacters? 

Norm- 14pts for attributes, 5 Qualities (up to 10 pts Drawbacks), 30 points skills 

Survivor- 20 pts Attributes, 15 Qualities (up to 10 pts Drawbacks), 35 pts skills. 

Inspired - 20 points skills, 10 pts Qualities (up to 10 pts Drawbacks), 25 pts skills, 15 pts Metaphysics (but must buy Gift and Inspired) 

Hope this helps. 

Ferg

 From: "mud puppie" <mud_pup@hotmail.com> Save Address - Block Sender

 Reply-To: flesh_rpg@edenstudios.net

 To: flesh_rpg@edenstudios.net Save Address

 Subject: Re: [Flesh_rpg] new site name/archetypes

 Date: Sat, 20 May 2000 21:04:01 CEST

> > >When we come back from my in-laws for the long weekend, I hope to 

> > post 

> > >the Porn Producer. :-) 

> > > 

> > SEE!?!?!?!?!? Atleast SOMEONE liked the zombie porn idea!!! :) 

> > 

> All Nude Flesh Must Be Eaten? 

LOL... "Debbie Digs Up Dallas" :)

 From: "Ted Govostis" <tgovostis@aethyr.net> Save Address - Block Sender

 Reply-To: flesh_rpg@edenstudios.net

 To: <flesh_rpg@edenstudios.net> Save Address

 Subject: [Flesh_rpg] true story

 Date: Sat, 20 May 2000 21:32:45 -0400

Ok guys, the game has jogged a memory that I thought I'd share-once when I was travelling to San Fran in my usual half planned manner of doing anything-I ended up spending the night at the apartment of some neo-hippies from U. Berkley. Anyway as I was prepping to sleep on the couch, we got to a discussion about the fun times we've had on acid. One of them piped in about the time he'd seen a "horde of zombies" walking down the street. Apparently our young adventurer into the realms of alternate perception had been making a call from a pay phone when he looks down the block to see a group of drooling moaning shambling zombies approaching him. Roll fear check and fail-he sits there mumblng incoherently in fright as the "zombies" shamble past him.

 When they were gone he ran the hell out of there, and when he finally stopped tripping, he thought back to what he saw and realized what he had really seen.(scroll down for the kicker)

I was a group of residents of a local group home out for a walk!

Ted

 From: Thom Marrion <xnbach@yahoo.com> Save Address - Block Sender

 Reply-To: flesh_rpg@edenstudios.net

 To: flesh_rpg@edenstudios.net Save Address

 Subject: Re: [Flesh_rpg] Lurker comes to the fore

 Date: Sat, 20 May 2000 21:33:53 -0700 (PDT)

> > > >Seriously guys...arguing over who's a better babe, Cordelia or

> Buffy?

> > > >That's like arguing over steak and a pork chop. =) Besides,

> Faith

> > > >has 'em

> > > >both edged out JUST a bit...

> > >

> > >must be strange, 'cause to be honest, I don't find _any_ of them

> > >attractive.

> > >Cordelia occasionally has a glimmer of beauty, but then she opens

> her

> > >mouth, says something vapid and trite, makes me want to smash a

> > >thousand windows, and just generally ruins the whole thing.

> > >

> > Ummmmm... do you HAVE a pulse? :)

 Now the people that don't watch the show are never going to be convinced that it has some of the best writing on television. I can here them thinking, "Those guys are just going on about who is the cutest. How good could it be?"

 That being said, I can't believe that nobody has gone on about Willow yet. It's the classic TV paradigm, the Friend of the Sexy One is always considered more sexy by the viewers. Ginger or Mary Ann? Mary Ann of course. Bailey or Jennifer on WKRP? Please! Of course you would pick Bailey. Buffy or Willow? It's got to be Willow.

 Plus the fact that Willow and Tara have a chance of beating out Xena and Gabrielle as All Time Favorite Fantasy or Horror Genre Same Sex Couple. I think they give out a little trophy like an Oscar for that or something.

 As far as Cordelia goes, she has her moments. I liked the character when she was in love with Xander because it showed another side to her besides Miss Popular Bitch Queen. On Angel I like the fact that even though she is comes off as a self-centered flaky hollywood wannabe sometimes, she still has this huge amount of Occult Knowledge and has totally hardened herself to the Supernatural. The whole bit on the first show where she immediately identified the Big Wig as a vampire was great.

 But enough about that.

 Thom

P.S More Zombie Book Ideas...The Unbearable lightness of Zombies! The Importance of Being Zombie! Shawshank Zombie! Run Zombie Run (Originally Zombie Rennt)! The Deconstruction of Zombie! Zombies and the Art of Motorcycle Maintenance! A Midsummer Night's Zombie! Make the voices in my head stop!

 Wait a minute...A Midsummer Night's Zombie, Zombies and the Faerie. The Unseelie Court gets Dagda's Cauldren and uses it to raise and Undead Horde. That could work.

 From: Agent Vesago <agent_vesago@yahoo.com> Save Address - Block Sender

 Reply-To: flesh_rpg@edenstudios.net

 To: Flesh <flesh_rpg@edenstudios.net> Save Address

 Subject: [Flesh_rpg] Re:[Flesh-rpg]new site idea

 Date: Sat, 20 May 2000 22:48:01 -0700 (PDT)

the >following information - preferably seperate e-mails for each topic: >

 >1. This is who we are: who you are, where you are located (city,

 >state/province, and country), are they a player or zombie master, and how

 >to get in touch with you - email, icq, AOL IM, or whatnot.

 Stacy J. Blake

Grandview MO U.S.A.

ZM/Player

agent_vesago@yahoo.com

=====

"The world is my ashtray"

 From: "Sliver" <sliver@poisonedsoul.com> Save Address - Block Sender

 Reply-To: flesh_rpg@edenstudios.net

 To: flesh_rpg@edenstudios.net Save Address

 Subject: Re: [Flesh_rpg] Norms!!!

 Date: Mon, 22 May 2000 00:06:02 +1000

> >I'm with you - four years of Marine Corps Markmanship training have

> >definitely trained me to aim at "center mass" and it's a hard habit

> >to break. My girlfriend (who was taught to shoot by a friend of mine

> >and me) seems devoid of this limitation though...

> >

> It's cuz she doesn't have any other habits to overcome. As far as

> drinking in new knowledge... she's a sponge. Just like a boot, Day

> One.

 Whereas we youth of the Doom/HotD/Goldeneye/etc generation know to aim for the head...

:)

 From: NoModifier@aol.com Save Address - Block Sender

 Reply-To: flesh_rpg@edenstudios.net

 To: flesh_rpg@edenstudios.net Save Address

 Subject: Re: [Flesh_rpg] Future of AFMBE line (long)

 Date: Sun, 21 May 2000 10:35:29 EDT

In a message dated 5/20/00 2:55:01 AM Central Daylight Time, xnbach@yahoo.com writes:

<< There are probably all sorts of Genre Settings that would be fun but probably wouldn't warrant an entire book. Put them all in one big compilation, call it Zombie Jamboree, and there you go. >>

 I get it, sort of Additional Worlds in Hell, Book I, II, III, etc. Eden should cosiders this!

I would buy every one even if it included Worlds I wasn't interested in, to get the ones I wanted. Thom you are a genius!!

-Chad

 From: "Big Vinni" <killian0@ix.netcom.com> Save Address - Block Sender

 Reply-To: flesh_rpg@edenstudios.net

 To: <flesh_rpg@edenstudios.net> Save Address

 Subject: [Flesh_rpg] Hokey or not Hokey?

 Date: Sun, 21 May 2000 10:51:21 -0400

One of my friends thought that a dimensional traveling Zombie Lord (who had already conquered his own dimension and was looking for food for his army of the dead) was a hokey and un-worthy concept.

I begin to wonder though...

Zombie 3D? Zombie Sliders?

Big Vinni-

I came

I saw

I loafed

RPGers Unite!...ahh forget it..

killian0@ix.netcom.com

ICQ 40951228.

 From: "Mark Oliver-Macklin" <mark@oly-mac.co.uk> Save Address - Block Sender

 Reply-To: flesh_rpg@edenstudios.net

 To: <flesh_rpg@edenstudios.net> Save Address

 Subject: Re: [Flesh_rpg] Dodging

 Date: Sun, 21 May 2000 18:20:37 +0100

<<< did that clear up anything? >>>

Yes it did cos it made me read the rules for ranged combat again :)

That sections makes clear the dodge is an oppossed roll, the section on close combat doesn't. It just refers to "passing a difficult dexterity test", there is another paragraph later about the attack and defence being resolved as a resisted task so I don wonder if that covers it.

So perhaps while it's not clear the rules do mean that a dodge is a resisted test in hand to hand as it is in ranged. Certainly makes a lot of sense and it's how I've been running it to date.

Your comment about available cover is a good one, personally if a player can add a bit of imaginative description to his evasive manoeuvres (dodging or parrying) then I'll always give them a bonus. Kinda encourages a bit of imagination which is always nice to see :)

Regards,

Mark

 From: "Mark Oliver-Macklin" <mark@oly-mac.co.uk> Save Address - Block Sender

 Reply-To: flesh_rpg@edenstudios.net

 To: <flesh_rpg@edenstudios.net> Save Address

 Subject: Re: [Flesh_rpg] Dodging

 Date: Sun, 21 May 2000 18:23:37 +0100

<<< Dodging is a Resisted Task against the attack roll, so if the attacker rolled higher then you he still hit even if you made your defense roll. >>>

How I've been doing it to date.

<<< I don't know where it says that in AFMBE >>>

Well it doesn't make it clear, it details a parry in that way but not a dodge. All it says is that anybody can dodge with a difficult dexterity roll.

I guess it's a case of the spirit rather than the letter of the law. That other systems make it clearer is nice to see anyhow :)

I always used to be a WEG D6 system fan myself but this new fangled Unisystem is begining to really grow on me :)

Regards,

Mark

 From: "Mark Oliver-Macklin" <mark@oly-mac.co.uk> Save Address - Block Sender

 Reply-To: flesh_rpg@edenstudios.net

 To: <flesh_rpg@edenstudios.net> Save Address

 Subject: Re: [Flesh_rpg] Dodging

 Date: Sun, 21 May 2000 18:08:37 +0100

<<< Wouldn't the martial artist have a much higher chance to hit then a zombie (presuming that it is not a ninja zombie) because he would have a higher skill? >>>

Yes he would have a higher chance of getting a hit.

However it could still be dodged with a difficult dexterity roll, exactly the same roll as would be required to dodge the flailing arms of a shambling Zombie. Hence my question.

Regards,

Mark

 From: "Simon B. Sinister" <simonbsinister@home.com> Save Address - Block Sender

 Reply-To: flesh_rpg@edenstudios.net

 To: <flesh_rpg@edenstudios.net> Save Address

 Subject: RE: [Flesh_rpg] Future of AFMBE line (long)

 Date: Sun, 21 May 2000 14:32:16 -0400

Chad said:

>I get it, sort of Additional Worlds in Hell, Book I, II, III, etc. Eden

>should cosiders this!

>I would buy every one even if it included Worlds I wasn't interested in, to

>get the ones I wanted. Thom you are a genius!!

I'm with Chad and Thom! I think AFMBE lends itself best to one-shots rather than extended campaigns, and a series of books with multiple deadworlds in them would be ideal. Besides, that would ensure that inside each book there would be something for everybody!

Also, if one looks at the deadworlds that have been suggested on this list, there'd be plenty of material, presuming everybody here can be bought easily...!

-----------------

SIMON B. SINISTER

-----------------

http://welcome.to/livingdeadgirl

 From: "mud puppie" <mud_pup@hotmail.com> Save Address - Block Sender

 Reply-To: flesh_rpg@edenstudios.net

 To: flesh_rpg@edenstudios.net Save Address

 Subject: RE: [Flesh_rpg] Future of AFMBE line (long)

 Date: Sun, 21 May 2000 20:42:56 CEST

 ::SNIP::

> deadworlds in them would be ideal. Besides, that would ensure that 

> inside each book there would be something for everybody! 

>

> Also, if one looks at the deadworlds that have been suggested on this 

> list, there'd be plenty of material, presuming everybody here can be 

> bought easily...! 

I'm cheap 'n' easy... count me in!!! :) 

Wait til I post the other ideas flitting inside my head right now.... heh-heh-heh....

 From: "Simon B. Sinister" <simonbsinister@home.com> Save Address - Block Sender

 Reply-To: flesh_rpg@edenstudios.net

 To: <flesh_rpg@edenstudios.net> Save Address

 Subject: RE: [Flesh_rpg] Hokey or not Hokey?

 Date: Sun, 21 May 2000 14:46:35 -0400

 Big Vinni said:

>One of my friends thought that a dimensional traveling Zombie Lord (who had

>already conquered his own dimension and was looking for food for his army of

>the dead) was a hokey and un-worthy concept.

Hokey? Only if it was played for laughs, like an inter-dimensional "Army of Darkness." Otherwise, that could be a very interesting setting(s)!

Perhaps, like a swarm of locusts, they've left in their wake a string of lifeless dimensions, and now the villain has come to ours in search of fresh meat. The heroes might not even be from the same worlds themselves -- they could be from any number of dimensions that the zombies have already destroyed. With a little tweaking, this premise could even justify using all of the AFMBE deadworlds together in a single campaign, with our heroes each coming from or travelling to the various worlds in Hell.

Of course, the villain doesn't have to be a standard Zombie Lord either. He/she/it could also be a "super-zombie", a necromancer, a god of the dead, or even some kind of interdimensional monster (think Leviathan from Armageddon).

I think it's a very worthy concept!

-----------------

SIMON B. SINISTER

-----------------

http://welcome.to/livingdeadgirl

 From: "andrew ferguson" <andrewferguson@hotmail.com> Save Address - Block Sender

 Reply-To: flesh_rpg@edenstudios.net

 To: flesh_rpg@edenstudios.net Save Address

 Subject: [Flesh_rpg] Adventure; Inferno (long)

 Date: Sun, 21 May 2000 12:44:12 PDT

Running with the 'Towering Inferno' idea posted a little while back I came up with this. I'd really appreciate you lot letting me know what you think and where the glaring errors are (I have absolutely no knowledge of building design, and even less knowledge of how a fire would spread in a high rise; but why should that get in the way of the action?). You may also realise that there is no 'solution'. Why should there be; leave it to your Cast to work their own unique solution! 

Inferno 

The History of The Seraphim 

In the early nineties, it was decided by the local city governors to build a symbol for the Millennium; a symbol to showcase the progress made by mankind in the pursuit of spiritual and intellectual growth. The city governors contacted the well renowned architect Tessem to design a series of buildings; a centrepiece for the city that reflected it's commitment to urban regeneration and growth but that also reflected the achievements of the city's past. 

In response The Seraphim were built. 

The Seraphim rise from the city centre in a symbolic ascension. Built in a variety of styles from Gothic and Baroque, to Art Deco and Modern, they are visible from most points in the city. The Seraphim appear, with their varying heights, to be in the process of reaching to the heavens. 

By the Millennium they were in use as offices, shopping complexes, and even very expensive residences. Joined by walkways and bridges of concrete, glass and metal, The Seraphim were almost self sufficient, even to the point of running independently from the city's own power grid, if that was ever required. If one were so inclined, one could live in The Seraphim without ever having to set foot on the city streets. 

Tragically, The Seraphim became a symbol of wealth and withdrawal, of greed and materialism, rather than the more noble goals the city governors had foreseen. 

And then the dead rose... 

The Seraphim and the Rise: 

The city was plunged into chaos. Nobody knew quite how the plague started, but once it hit the city, it spread and ate at the population with a voracious appetite. 

The wealthy left in their droves, flying to safety, leaving the city to fend for itself. 

The Seraphim were left empty and hollow; the opulent hallways, offices and residences walked only by the soft, hungry tread of the dead. 

No-one knows where the first signs of resistance came from in the following weeks. The tales are the same from any who live to tell the tale. They speak of seeing 'the beacon' from the central Seraph, a sign that they were not alone in the dark, that there was a place where normality still resided. 

The city population who could get to The Seraphim did so. Drawn there they found other survivors of the plague, organising a resistance. A Seraph had been cleared of the dead, but through the day and night they continued to come. The solution had become clear; the survivors could isolate themselves here until help could be sent. The Seraphim were virtually self sufficient. They could provide sanctuary almost indefinitely. 

And still the lights of The Seraphim burned. 

The decision was made to let two of The Seraphim fall. The walkways and bridges were severed, the steps and walkways to the city streets destroyed. Internally, the stairwells were cut away to a height of five floors. Should the dead enter the building they could never reach the population who were moving higher and higher away from the city streets. Lift shafts were guarded, for inside these were ladders, the only way in or out of The Seraphim, but it soon became evident that the dead could not climb. The generator that powered the buildings were in the lowest levels of The Seraphim and linked through a series of service tunnels between the buildings and under the city streets. 

The Seraphim Now: 

Only two Seraphim remain linked while the rest have been left, severed from the complex. Between the two linked buildings remain a couple of walkways near ground level and the service tunnels stretching beneath the city streets (though as it stands, no one has dared to investigate these), but in all other respects they are isolated. 

Communities have set themselves up in each building, and attempts have been made to construct rudimentary bridges at some of the higher levels, to link up the two Seraphim. These have been unsuccessful due to poor building knowledge and the stresses of the moving buildings. Communication between the two Seraphim is generally good. Power remains intact, running from a central generator, so electricity still works, as do the lifts, and at night the lights from the central, highest Seraphim still announce to the world the hope and defiance of the residents and provide a beacon to the living. 

And to the dead. 

"Do you smell smoke?" 

Involving the Cast: 

I initially envisioned this plot seed as a mid-campaign development. The 'Inferno' part of this adventure relies on The Seraphim being inhabited and used as a refuge by The Cast. The isolation of the buildings ultimately act against them. 

However, if ZMs like the idea of using The Seraphim as a central device for a campaign, there's nothing to stop them from beginning with a 'Rise' scenario: Publicity surrounding The Seraphim would have been huge in the city. As the power begins to fail on the city grid, the Seraphim's lights will blaze all the more brightly. It could be The Cast are among the first to arrive, and ZMs may wish to involve them in the clearing and securing of the buildings. 

Otherwise... 

- For a one-off, The Cast begin as residents of The Seraphim. They begin in the central and largest Seraph, and high, high above the city streets. ZMs may wish to draw up, or have their Cast draw up, suitable archetypes; a quick thought to any decent, or not so decent, disaster film will give a wealth of ideas: The Average Joe Hero, The Girl with Grit, The Doc, The Thief that comes Good, The Wealthy Widow (+ Poodle), The Endangering Coward, Heart Attack Guy, The Kid...and many more. Like all disaster films though; only a few have a decent chance of surviving! 

- Mid-Campaign, The Cast may be new arrivals scavenging in the city for much needed supplies. They may see The Seraphim from afar and realise the value of electricity, or decide to investigate the lights of the 'beacon'. When 'Inferno' begins they have managed to find a way in. 

- Alternatively, The Cast have been told of The Seraphim as a haven. Seeking this, they may need to initially find a safe way of entering the city, making their way to the centre, and fight for the refuge that The Seraphim offers. Again; The Cast are high in the central Seraph when 'Inferno' kicks off. 

- The Cast may be residents of the smaller Seraph. They have found refuge here when 'Inferno' begins in the building next to them. 

"What was that noise?" 

The Inferno: 

Causes and Consequences: 

There are several options available for a cause for the inferno. The results are pretty much the same: Fire and lots of it! 

- Quake. If the city lies on a fault line, this is the perfect opportunity to let Mother Nature lend a hand to the Cast's misery. The quake ruptures power lines (not a problem) and gas mains. Buildings across the city are slowly consumed by fire which spreads uncontrolled from block to block. The building is rocked by tremors and aftershocks, leading to vast structural damage and possible subsidence. 

- Scavenge Fire. The generator has been working full tilt without maintenance for too long. Friction finally ignites flammable materials nearby which smoulder, then blaze, into life. The fire consumes the generator and its fuel supply, before blazing through the rest of the lower floors unnoticed. 

- Crash. In a desperate bid to reach refuge a car plummets through the city streets. The Seraphim are completely surrounded by the dead, who hungry, turn on the car. In a reckless and dangerous moment the driver crashes the car into the ground floor of the central Seraph. Ploughing through the floor it hurtles to a rest, only to erupt into a fireball, killing all the occupants and setting the ground floor alight. The fire rapidly spreads down as well as up and the lower floors are consumed, while the dead follow in the car's wake. 

Most relevant to the Cast is the damage done to the generator. The power blinks off instantaneously as the generator is pulled/blown to pieces. As this occurs the fuel powering the generator explodes with a life of its own, and spreads rapidly. In less than half an hour the fire has engulfed the lower floors of the central Seraph and is well on its way through the underground tunnels to the smaller Seraph too. 

Compounding the problem is the structural weakening of the buildings through the fire. Floors collapse adding to the conflagration, whilst walkways and rubble fall into the city streets. Escape by going downwards becomes impossible as the fire starts to rise through the building, the power is out in the sprinkler systems and the elevator shafts have become nothing more than vast chimneys, choked with smoke and cinders. 

"Is it hot in here, or is it just me?" 

As If Things Weren't Bad Enough Already: 

Aftershock: If caused by a quake, the building is periodically rocked by tremors and aftershocks, further weakening the structure of the building. (Used sparingly I'm sure ZMs can find the most appropriate time for an aftershock to hit the building, leading to collapsed floors, shaken Cast members hanging from precarious ledges, vast splits in the building separating The Cast from one another). 

Explosions: As above really. Floors dissolve in flames, jets of fire shoot out of cracks in the walls, yawning chasms of fire open up with just a girder to cross them with, shrapnel; endless possibilities really. 

Structural Damage: As the fire rages the building slowly dissolves. Floors collapse, corners of the building end up as a heap of rubble in the street. In moments a bridge of rubble has been made to the street level, and zombies now have access to the lower levels of the building complex. 

"What the hell are we gonna do?" 

Cast Options: 

This can go in several directions depending on your starting point above: 

- The Cast need to get down. The fire moves upwards at say 1 floor per half hour (or should you feel ambitious increase this rate so the adventure could be run in real time), so they work on an increasingly small time scale. Power is out, the elevator shafts are clogged with smoke. Even if The Cast reach the lowest floor, the stairwells have been cut away, and there remains a five story drop. Anything makeshift should prove extremely risky, including parachutes. One hope may be to use the window cleaning platform on the roof. That would be a good time to rock the building. Even this does not reach street level, and if it did the characters would be too near the fire to survive passing it. Maybe The Cast can receive aid from the smaller Seraph... 

- The Cast are part of the smaller Seraph. They quickly grasp the effect and consequences of the fire and must battle to either try to control it (someone needs to go to ground level and hook us to the water mains), or effect a rescue of the survivors of the central Seraph. The aim here is to save as many people as possible and prevent the fall of the smaller Seraph. 

"No not that way!" 

Further Complications: 

- At one point an explosion rips through the smaller Seraph. An entire side blows out and the building first subsides, then with a slow lurch crashes into the side of the central Seraph, ripping through the building. There it lies, drunkenly, forming the perfect bridge to safety. Unfortunately the separation from street level has also been lost and zombies start crawling through the wreckage. 

- Placed in reverse, The Cast have an added incentive to halt the fire in the central Seraph. If that falls there won't be a smaller Seraph anymore. 

- Structural damage allows the entrance of the zombies. Immune to fire or not they climb the wreckage inside the buildings spreading the fire further still. The Cast moving down, may well meet the dead moving up! Further complicating things on the smaller Seraph; the Cast fight the fire on one side, while the zombies have found access on the other. The Cast now find themselves trapped between mounting problems. 

The Cast have many options, but really only one goal. The fire rages and is their immediate problem. There is no one solution to survival; The Cast will have to formulate a plan where they will encounter the minimum of loss. (On the bright side almost anything is available to The Cast that could be found in any office, residence or leisure complex). 

However, should they leave the fire behind, and survive, their problems have only just begun. Beaten and exhausted, they find themselves trapped in a city with the army of the dead! Where do they go from here...?

 From: "mud puppie" <mud_pup@hotmail.com> Save Address - Block Sender

 Reply-To: flesh_rpg@edenstudios.net

 To: flesh_rpg@edenstudios.net Save Address

 Subject: Re: [Flesh_rpg] more archetype ideas

 Date: Sun, 21 May 2000 23:07:01 CEST

> 1)- Mortician (or Coroner, or morgue assistant, or...) 

> 2)- Beautician (armed with 1/2 a dozen hairspray cans in her purse-stats 

> for the hairspray anyone?) 

> 3)- Sanitation Specialist (read- garbage man) 

>

> Now... if I had the books... I'd do 'em... grrrrrrrrrrr.... 

Commenting on my own posts again... man, I MUST be bored tonight. 

Here's a few more ideas that popped into my little head... 

4)- Paramedic (duh... dunno why this didn't come to mind before) 

5)- Hot Dog Vendor (DO NOT ask why) :) 

6)- Redneck Trucker 

7)- ZRA member (remember the Zombie Rights Activist I mentioned a few days ago...? "Zombies are people too... They have a right to exist just like us... Why can't we all just get along?" <sniff-sniff> 

8)- Militant Militia member (or the Psychotic Veteran) 

9)- Buxom Lifeguard Bimbette (this is better fodder than a sorority chick) 

:) 

and last of all... 

10)- More Fodder!!!... has anyone done anything with say... I dunno... a school bus full o' kids or anything? Lawyers? Paperboy? McDonald's workers? :) "mmmm... ggrrrrrr.... meals on wheels... yum..."

 From: "andrew ferguson" <andrewferguson@hotmail.com> Save Address - Block Sender

 Reply-To: flesh_rpg@edenstudios.net

 To: flesh_rpg@edenstudios.net Save Address

 Subject: Re: [Flesh_rpg] more archetype ideas

 Date: Sun, 21 May 2000 15:17:22 PDT

 ::SNIP::

> Commenting on my own posts again... man, I MUST be bored tonight. 

>

> Here's a few more ideas that popped into my little head... 

>

> 4)- Paramedic (duh... dunno why this didn't come to mind before) 

> 5)- Hot Dog Vendor (DO NOT ask why) :) 

> 6)- Redneck Trucker 

> 7)- ZRA member (remember the Zombie Rights Activist I mentioned a few days 

> ago...? "Zombies are people too... They have a right to exist just like 

> us... Why can't we all just get along?" <sniff-sniff> 

> 8)- Militant Militia member (or the Psychotic Veteran) 

> 9)- Buxom Lifeguard Bimbette (this is better fodder than a sorority chick) 

> :) 

> and last of all... 

> 10)- More Fodder!!!... has anyone done anything with say... I dunno... a 

> school bus full o' kids or anything? Lawyers? Paperboy? McDonald's 

> workers? :) "mmmm... ggrrrrrr.... meals on wheels... yum..." 

With the ideas you have here, the sooner you get the book the better! 

Ferg

 From: "Big Vinni" <killian0@ix.netcom.com> Save Address - Block Sender

 Reply-To: flesh_rpg@edenstudios.net

 To: <flesh_rpg@edenstudios.net> Save Address

 Subject: Re: [Flesh_rpg] Hokey or not Hokey?

 Date: Sun, 21 May 2000 20:37:03 -0400

> Hokey? Only if it was played for laughs, like an inter-dimensional "Army of

> Darkness." Otherwise, that could be a very interesting setting(s)!

(Bows) Thank you very much. BTW Simon, the friend I know who did work for Tri-Tac (another topic) says he did Freelance work.

> Perhaps, like a swarm of locusts, they've left in their wake a string of

> lifeless dimensions, and now the villain has come to ours in search of fresh

> meat. The heroes might not even be from the same worlds themselves -- they

> could be from any number of dimensions that the zombies have already

> destroyed. With a little tweaking, this premise could even justify using all

> of the AFMBE deadworlds together in a single campaign, with our heroes each

> coming from or travelling to the various worlds in Hell.

Oh Yeah! That I like, heroes from various other worlds travelling from world to world trying to find some way to stop the Dread Zombie Lord From Dimension X.

> Of course, the villain doesn't have to be a standard Zombie Lord either.

> He/she/it could also be a "super-zombie", a necromancer, a god of the dead,

> or even some kind of interdimensional monster (think Leviathan from

> Armageddon).

Right, though this is best left as ZM's discretion. More of a plot device and less of a viable target. "If you give it stats, they will kill it." It's better to find some way to stop his machinations and/or isolate him on a world without corpses in the end. Sort of a zombie less limbo for our Prime Evil Necromancer.

> I think it's a very worthy concept!

Again thank you very much. Now if _I_ could only make some money doing this...

 Big Vinni-

I came

I saw

I loafed

RPGers Unite!...ahh forget it..

killian0@ix.netcom.com

ICQ 40951228.

 From: Jay Rutley <jay.rutley@sympatico.ca> Save Address - Block Sender

 Reply-To: flesh_rpg@edenstudios.net

 To: flesh_rpg@edenstudios.net Save Address

 Subject: Re: [Flesh_rpg] Hokey or not Hokey?

 Date: Sun, 21 May 2000 20:54:43 -0500

Big Vinni wrote:

> One of my friends thought that a dimensional traveling Zombie Lord (who had

> already conquered his own dimension and was looking for food for his army of

> the dead) was a hokey and un-worthy concept.

 If you're looking for something like that you may want to look for the old Torg books, especially the Orrorsh one.

 For those not familiar with Torg, the Earth we know is but one of an unending amount of possible worlds in the Infiniverse. Some people (and other things) have managed to find ways to travel between worlds and dimensions with the aid of things called Darkness Devices, and they are known as High Lords.

 One of the oldest and most powerful is known as the Gaunt Man and comes from the realm of Orrorsh, one of pure horror. High Lord's bring their own realy's laws with them when they invade another realm. So in the official Torg game, when the Gaunt Man invaded Indonesia on our world (which is known as Core Earth) the jungles became darker, technology began to fail (as Orrorsh's "Tech Level" is turn of the century... last century that is...), and things like zombies started to rise.

 Most of the realms presented (many High Lords invaded Core Earth - it was a joint effort) have zombies of some kind, from the standard AD&Desque zombies from the fantasy realm of Aysle, to the cybernetically enhanced ones from the Cyberpapacy.

 All sorts of good fun!

 Jay

 PS - Yes, I stole this .sig

--

"I'm not a lumberjack or a fur trader. And I don't live in a igloo or eat blubber or own a dog sled. And I don't know Jimmy, Sally or Suzie from Canada, although I am certain they are really, really nice. I have a Prime Minister, not a President; I speak English and French, not American; and I pronounce it 'about' not 'a boot'. I can proudly sew my county's flag on my backpack; I believe in peace keeping, not policing; diversity, not assimilation; and that the beaver is a truly proud and noble animal. A toque is a hat, a chesterfield is a couch, and it is pronounced 'zed'. Not 'zee', 'zed'. Canada is the second-largest land mass, the first nation of hockey and the best part of North America. My name is Joe, and I am Canadian."

 From: Magwier@aol.com Save Address - Block Sender

 Reply-To: flesh_rpg@edenstudios.net

 To: flesh_rpg@edenstudios.net Save Address

 Subject: Re: [Flesh_rpg] Hokey or not Hokey?

 Date: Sun, 21 May 2000 22:41:40 EDT

In a message dated 5/21/00 10:52:57 AM Eastern Daylight Time, killian0@ix.netcom.com writes:

<< One of my friends thought that a dimensional traveling Zombie Lord (who had already conquered his own dimension and was looking for food for his army of the dead) was a hokey and un-worthy concept. >>

Read 'Parthenogenesis' in the Flesh Fiction part of the AFMBE website ...

:)

Ab3

 From: Magwier@aol.com Save Address - Block Sender

 Reply-To: flesh_rpg@edenstudios.net

 To: flesh_rpg@edenstudios.net Save Address

 Subject: Re: [Flesh_rpg] new site name/archetypes

 Date: Sun, 21 May 2000 22:43:58 EDT

In a message dated 5/20/00 11:17:10 AM Eastern Daylight Time, JMcMullen@rim.net writes:

<< When we come back from my in-laws for the long weekend, I hope to post the Porn Producer. :-) >>

I'm working on a zombie story that involved the porn industry.

Kind of a 'Boogie Nights of the Living Dead'

Ab3

 From: Brian Watson <kerr@concentric.net> Save Address - Block Sender

 Reply-To: flesh_rpg@edenstudios.net

 To: flesh_rpg@edenstudios.net Save Address

 Subject: Re: [Flesh_rpg] more archetype ideas

 Date: Sun, 21 May 2000 23:29:35 -0400

mud puppie wrote:

> >3)- Sanitation Specialist (read- garbage man)

Makes the hydraulic compaction system on those big trucks pretty useful.

> 4)- Paramedic (duh... dunno why this didn't come to mind before)

Raises the question, would they also be responsible for giving the "Final Rights To Death" by scrambling the brains of any fatally wounded individual? Bites if in a world with Spreading the Love transmitted by bites? Leads to some interesting ethical issues.

> 5)- Hot Dog Vendor (DO NOT ask why) :)

Uhhh.. what are the hotdogs made of? *gak* Sorry, I HAD to ask.

> 6)- Redneck Trucker

I've thought about that.. would a tricked out semi truck with a trailer on back be a good mobile home for some people on the run from the hoardes of shambling dead? You could carry an awful lot with that.. a huge portion would probably have to be fuel, with additional fuel tanks on the trailer, but think of all the stuff you could haul.

> 7)- ZRA member (remember the Zombie Rights Activist I mentioned a few days

> ago...? "Zombies are people too... They have a right to exist just like

> us... Why can't we all just get along?" <sniff-sniff>

Obviously a NPC, since no PC would last 10 seconds trying to protect the walking dead.

 From: "Simon B. Sinister" <simonbsinister@home.com> Save Address - Block Sender

 Reply-To: flesh_rpg@edenstudios.net

 To: <flesh_rpg@edenstudios.net> Save Address

 Subject: RE: [Flesh_rpg] Lurker comes to the fore

 Date: Sun, 21 May 2000 23:54:58 -0400

Ab3 said:

>the secrets of the universe: Dr. Who!

 That's it -- Big Vinni's evil inter-dimensional zombie master is a renegade Time Lord. I knew it!

;^)

-----------------

SIMON B. SINISTER

-----------------

http://welcome.to/livingdeadgirl

 From: "Big Vinni" <killian0@ix.netcom.com> Save Address - Block Sender

 Reply-To: flesh_rpg@edenstudios.net

 To: <flesh_rpg@edenstudios.net> Save Address

 Subject: Re: [Flesh_rpg] Lurker comes to the fore

 Date: Sun, 21 May 2000 23:58:37 -0400

> Ab3 said:

>

> >the secrets of the universe: Dr. Who!

>

> That's it -- Big Vinni's evil inter-dimensional zombie master is a

renegade

> Time Lord. I knew it!

>

> ;^)

Oh NO! Gallifrae (sic) is doomed!

 or

I Knew IT! Daleks are full of zombie parts.

"It's Time we ate, IT'S TIME WE ATE, ITSTIMEWEATE!!!"

Big Vinni-

I came

I saw

I loafed

RPGers Unite!...ahh forget it..

killian0@ix.netcom.com

ICQ 40951228.

 From: "Tracy Mazur" <dara_swiftrose@hotmail.com> Save Address - Block Sender

 Reply-To: flesh_rpg@edenstudios.net

 To: flesh_rpg@edenstudios.net Save Address

 Subject: Re: [Flesh_rpg] more archetype ideas

 Date: Mon, 22 May 2000 15:02:14 GMT

mud puppie wrote: 

> > 4)- Paramedic (duh... dunno why this didn't come to mind before) 

>

> Raises the question, would they also be responsible for giving the >"Final 

> Rights To Death" by scrambling the brains of any fatally >wounded 

> individual? Bites if in a world with Spreading the Love >transmitted by 

> bites? Leads to some interesting ethical issues. 

I would imagine that would be SOP in any zombie world when someone died and you had enough time (ie,not fleeing from other zombies yourself) to administer "last rites". My question would lie w/ amputations in that scenerio...would amputating an infected limb immediately at onset of bite (like, within an hour) stop the zombifiction process, if they survived the amputation? Or, once the blood cycles through the body once, are they infected? 

Tracy

 From: "Todo YJA Monk" <peoples_champ@hotmail.com> Save Address - Block Sender

 Reply-To: flesh_rpg@edenstudios.net

 To: flesh_rpg@edenstudios.net Save Address

 Subject: Re: [Flesh_rpg] more archetype ideas

 Date: Mon, 22 May 2000 15:58:15 GMT

::SNIP::

> scenerio...would amputating an infected limb immediately at onset of bite 

> (like, within an hour) stop the zombifiction process, if they survived the 

> amputation? Or, once the blood cycles through the body once, are they 

> infected? 

From watching Day, it's hard to tell. They amputated one guy's arm, but you couldn't tell if he was going to change or not. He was too insane already anyway. 

Todd

 From: Brian Watson <kerr@concentric.net> Save Address - Block Sender

 Reply-To: flesh_rpg@edenstudios.net

 To: flesh_rpg@edenstudios.net Save Address

 Subject: Re: [Flesh_rpg] more archetype ideas

 Date: Mon, 22 May 2000 12:04:24 -0400

Tracy Mazur wrote:

::SNIP::

> scenerio...would amputating an infected limb immediately at onset of bite

> (like, within an hour) stop the zombifiction process, if they survived the

> amputation? Or, once the blood cycles through the body once, are they

> infected?

Obviously up to the ZM in that matter. But in the Romero movies it doesn't seem to help, bitten is as good as dead and then undead.

I had a great quote from a gaming session this weekend, while playtesting a AD&D game for GenCon. It was a bunch of College of Magic students breaking into a Chancillor's home to find out what happened to him, as he had been missing for days. Well at one point the characters discuss Necromancy, and the quote came up: "Dead is just Undead waiting to happen."

 From: Brian Watson <kerr@concentric.net> Save Address - Block Sender

 Reply-To: flesh_rpg@edenstudios.net

 To: flesh_rpg@edenstudios.net Save Address

 Subject: Re: [Flesh_rpg] more archetype ideas

 Date: Mon, 22 May 2000 12:10:54 -0400

Tracy Mazur wrote:

> >mud puppie wrote:

>

> > > 4)- Paramedic (duh... dunno why this didn't come to mind before)

> >

> >Raises the question, would they also be responsible for giving the >"Final

> >Rights To Death" by scrambling the brains of any fatally >wounded

> >individual? Bites if in a world with Spreading the Love >transmitted by

> >bites? Leads to some interesting ethical issues.

Doh. That's what happens when you accidentally hit send before you're finished.

::SNIP::

> scenerio...would amputating an infected limb immediately at onset of bite

> (like, within an hour) stop the zombifiction process, if they survived the

> amputation? Or, once the blood cycles through the body once, are they

> infected?

Still the question remains if there is nothing that you can do to stop the zombification process, a person has been bitten and only has hours of life before they die and rise again, letting them die the natural process results in a possible danger of the risen harming more people, so do you let them live or blow their brains out right then and there? And as a paramedic, are they going to try to HIDE someone who has been bitten and wait until they have risen to deal with them then? That raises serious security problems and ethical issues with the Hypocratic Oath. Do no harm? But allowing them to rise does great harm.

 From: "Tracy Mazur" <dara_swiftrose@hotmail.com> Save Address - Block Sender

 Reply-To: flesh_rpg@edenstudios.net

 To: flesh_rpg@edenstudios.net Save Address

 Subject: Re: [Flesh_rpg] more archetype ideas

 Date: Mon, 22 May 2000 17:28:29 GMT

::SNIP::

> let them live or blow their brains out right >then and there? And as a 

> paramedic, are they going to try to HIDE >someone who has been bitten and 

> wait until they have risen to deal >with them then? That raises serious 

> security problems and ethical >issues with the Hypocratic Oath. Do no 

> harm? But allowing them to >rise does great harm. 

Well...paramedics don't take the hypocratic oath, do they? A dr. might have some problems ethically w/ that part, but paramedics don't have to deal w/ that, just their conscious. Also, if they know for a fact that anyone bitten will die, painfully, and rise, they pry might just do them the favor of killing them and save them all that pain (remember from the All Flesh book the little fiction section w/ the researcher dying?). Honestly, if I were playing a paramedic, I'd dispatch anyone bitten... 

Tracy

 From: "mud puppie" <mud_pup@hotmail.com> Save Address - Block Sender

 Reply-To: flesh_rpg@edenstudios.net

 To: flesh_rpg@edenstudios.net Save Address

 Subject: Re: [Flesh_rpg] more archetype ideas

 Date: Mon, 22 May 2000 21:34:05 CEST

::SNIP::

> Raises the question, would they also be responsible for giving 

> the "Final Rights To Death" by scrambling the brains of any fatally 

> wounded individual? Bites if in a world with Spreading the Love 

> transmitted by bites? Leads to some interesting ethical issues. 

No ethical issues here. I'd gladly put someone down if they asked for it. Now if this was treatable.... hmmmmmmm... if we couldn't get to where it could be treated, or too much time had passed or whatnot... yeah... I MAY have a problem doing it... BUT, my character wouldn't!! :) 

> > 5)- Hot Dog Vendor (DO NOT ask why) :) 

>

> Uhhh.. what are the hotdogs made of? *gak* Sorry, I HAD to ask. 

You should be scared of what hotdogs are ALREADY made of, too... btw... anyone here like gyros? Neat Maxim article a few months back... I just try not to think of it when I eat one... sorry... offtopic I know. 

> > 6)- Redneck Trucker 

>

> I've thought about that.. would a tricked out semi truck with a 

> trailer on back be a good mobile home for some people on the run from 

> the hoardes of shambling dead? You could carry an awful lot with 

> that.. a huge portion would probably have to be fuel, with additional 

> fuel tanks on the trailer, but think of all the stuff you could haul. 

 I was kinda thinking "Deliverance" mixed with "Road Warrior" myself. :) 

> > 7)- ZRA member (remember the Zombie Rights Activist I mentioned a few 

::SNIP::

>

> Obviously a NPC, since no PC would last 10 seconds trying to protect 

> the walking dead. 

Right in one. Although that would be a real good rp opportunity, eh? How to plead for your character's life so your friends don't off ya.

 From: "mud puppie" <mud_pup@hotmail.com> Save Address - Block Sender

 Reply-To: flesh_rpg@edenstudios.net

 To: flesh_rpg@edenstudios.net Save Address

 Subject: Re: [Flesh_rpg] more archetype ideas

 Date: Mon, 22 May 2000 21:38:38 CEST

> amputations in that scenerio...would amputating an infected limb 

> immediately at onset of bite (like, within an hour) stop the 

> zombifiction process, if they survived the amputation? Or, once the 

> blood cycles through the body once, are they infected? 

Check this "FM", sorry... Field Manual, from the Homepage of the Dead, and how the military's doctrine was changed to handle the undead threat. 

http://www.homepageofthedead.com/fiction/fict74.html 

I thought this was the coolest.

 From: "Jarred W. Wallace" <jarred@mindspring.com> Save Address - Block Sender

 Reply-To: flesh_rpg@edenstudios.net

 To: <flesh_rpg@edenstudios.net> Save Address

 Subject: Re: [Flesh_rpg] Zombie Miniatures

 Date: Tue, 23 May 2000 02:58:37 -0400

<snip>

> In the board game "Maul of America" (see link below), there are 25 zombie

> pieces, and 5 people pieces... they're little pieces of plastic, with zombie

> stickers you stick on.

>

> Not necessarily the greatest "figures" in the world, but they'll work for a

> quick game or two, and might provide another reason to buy the game (which

> is sadly, very expensive :( ). But, fun. :) At least for me, since I got to

> chase people around a mall with zombies for two hours. :)

It's a great game, for sure a good beer and pretzels game. Easy to learn and play.

It's a lot fun and the two hour time limit works great. I've spoken to the guy who owns Jolly Roger Games a few times. Maybe I can talk to him again and see if he would package up bags of zombies for a cheap price. Only because he said the pieces where cheap and the game packaging was the most costly part.

<snip>

> By the way, has anyone ever seen/ played the "Dawn of the Dead" board game,

> put out in 70's by SPI? I've just heard about it, and wonder if it's worth

> my time/money/effort tracking it down?

Heard it was ok, but was complex like many SPI Games.

Sorry about adding to a thread 5 days old. but have been behind with my e-mail.

 Jarred W. Wallace

"It's not the cough that carries you off.

It is the coffin that they carry you off in"

 From: "g. m." <gm1970@hotmail.com> Save Address

 Reply-To: flesh_rpg@edenstudios.net

 To: flesh_rpg@edenstudios.net Save Address

 Subject: Re: [Flesh_rpg] Lurker comes to the fore

 Date: Tue, 23 May 2000 09:44:50 GMT

::SNIP:: 

> Wait a minute...A Midsummer Night's Zombie, Zombies and the Faerie. 

> The Unseelie Court gets Dagda's Cauldren and uses it to raise and 

> Undead Horde. That could work. 

And thus the AFMBE Fantasy book is born. =] 

-- 

GAry m, minor epot 

 aka "Sneezy the Squid" · archivist for AFMBE mailing list 

------------------------------ 

If life is a lesson, it's a crash course. 

 - Derek Lin 

DNRC Member since 1995 · ICQ#: 8391493 · www.geocities.com/sneezythesquid
 From: "g. m." <gm1970@hotmail.com> Save Address

 Reply-To: flesh_rpg@edenstudios.net

 To: flesh_rpg@edenstudios.net Save Address

 Subject: Re: [Flesh_rpg] new site name/archetypes

 Date: Tue, 23 May 2000 09:42:30 GMT

::SNIP:: 

> Other than that one from the Prison thread... did I miss alot of character 

> types prior to May 2nd? (that's when I discovered this here list) 

I can't say how many you missed, but once I get caught up on the archiving, I plan on doing an Index of Archetypes and Deadworlds that are in the archives, and where to find them. And a few other bits as well. Hope I have the room. =\ 

-- 

GAry m, minor epot 

 aka "Sneezy the Squid" · archivist for AFMBE mailing list 

------------------------------ 

If life is a lesson, it's a crash course. 

 - Derek Lin 

DNRC Member since 1995 · ICQ#: 8391493 · www.geocities.com/sneezythesquid
 From: "g. m." <gm1970@hotmail.com> Save Address

 Reply-To: flesh_rpg@edenstudios.net

 To: flesh_rpg@edenstudios.net Save Address

 Subject: RE: [Flesh_rpg] Future of AFMBE line (long)

 Date: Tue, 23 May 2000 09:49:33 GMT

::SNIP::> 

> Also, if one looks at the deadworlds that have been suggested on this list, 

> there'd be plenty of material, presuming everybody here can be bought 

> easily...! 

I've said it before and I say it again: I do it for love and fleshy-bits. I'd buy the book and be happy if any of my ideas were in it. 

So I guess that means I'm cheap. Well, at least I'm not easy. 

Wait, fergot, I'm easy too. Oh well. ;> 

-- 

GAry m, minor epot 

 aka "Sneezy the Squid" · archivist for AFMBE mailing list 

------------------------------ 

If life is a lesson, it's a crash course. 

 - Derek Lin 

DNRC Member since 1995 · ICQ#: 8391493 · www.geocities.com/sneezythesquid
 From: "g. m." <gm1970@hotmail.com> Save Address

 Reply-To: flesh_rpg@edenstudios.net

 To: flesh_rpg@edenstudios.net Save Address

 Subject: Re: [Flesh_rpg] Adventure; Inferno (long)

 Date: Tue, 23 May 2000 09:55:08 GMT

::SNIP:: 

> Inferno 

>

> The History of The Seraphim 

::SNIP:: 

A thing of beauty, Ferg. **Really** stand out work. And it clicks perfectly with something I've been working on. Mucho Kudos! 

-- 

GAry m, minor epot 

 aka "Sneezy the Squid" · archivist for AFMBE mailing list 

------------------------------ 

If life is a lesson, it's a crash course. 

 - Derek Lin 

DNRC Member since 1995 · ICQ#: 8391493 · www.geocities.com/sneezythesquid
 From: John McMullen <JMcMullen@rim.net> Save Address - Block Sender

 Reply-To: flesh_rpg@edenstudios.net

 To: "'flesh_rpg@edenstudios.net'" <flesh_rpg@edenstudios.net> Save Address

 Subject: Re: [Flesh_rpg] new site name/archetypes

 Date: Tue, 23 May 2000 06:16:09 -0400

>>When we come back from my in-laws for the long weekend, I hope to post

>>the Porn Producer. :-)

>>

>SEE!?!?!?!?!? Atleast SOMEONE liked the zombie porn idea!!! :)

>

>Although John... I gotta wonder what that has to do with your in-laws....

>;)

Only that I was away from my keyboard for the weekend.

Since I'm also waiting for the second printing of the rules, can someone give me a hand on some point values?

First of all, skill points are spent one-for-one, right? Five points gets you a skill of five; only in spending experience is it nine points to go from three to five.

Second, I want this guy to be both vain and have no sense of style. He thinks he looks stylish, but gold chains and chest hair aren't in this month's GQ, know what I mean? How many drawback points is that? (Oh, he smokes and deals drugs to his good friends, but I doubt those will be significant in the archetype...although I might subsume them under a "lives to excess" drawback.)

Thanks!

John

 From: "Oaxaca /Daryk" <dastoelting@hotmail.com> Save Address - Block Sender

 To: gm1970@hotmail.com Save Address

 Subject: Re: [Flesh_rpg] new site name/archetypes

 Date: Tue, 23 May 2000 07:15:28 CDT

>::SNIP:: 

> 

> Other than that one from the Prison thread... did I miss alot of character 

> types prior to May 2nd? (that's when I discovered this here list) 

>

>I can't say how many you missed, but once I get caught up on the archiving, I plan on doing an Index of Archetypes and

>Deadworlds that are in the archives, and where to find them. And a few other bits as well. Hope I have the room. =\ 

-- 

If you don't, let me know. I have plenty of room. I/You/We can check with the origianl authors about posting it to my site. 

OR 

We could team up and put that kind of info on my site, and leave the room on your site for the complete lists, or the complete lists and threads. Kinda like brother/sister sites. 

Just an idea. 

Oaxaca

 From: "Jarred W. Wallace" <jarred@mindspring.com> Save Address - Block Sender

 Reply-To: flesh_rpg@edenstudios.net

 To: <flesh_rpg@edenstudios.net> Save Address

 Subject: Re: [Flesh_rpg] Zombie Miniatures

 Date: Tue, 23 May 2000 08:54:42 -0400

> ps what is the link for Maul of America as I seem to have missed it

Here you go Richard.

http://jollyrogergames.hypermart.net/

It's the link to JRG home page.

Jarred W. Wallace

"It's not the cough that carries you off.

It is the coffin that they carry you off in"

 From: "andrew ferguson" <andrewferguson@hotmail.com> Save Address - Block Sender

 Reply-To: flesh_rpg@edenstudios.net

 To: flesh_rpg@edenstudios.net Save Address

 Subject: Re: [Flesh_rpg] Adventure; Inferno (long)

 Date: Tue, 23 May 2000 07:12:18 PDT

> ::SNIP:: 

> Inferno 

>

> The History of The Seraphim 

>

> ::SNIP:: 

>

> A thing of beauty, Ferg. **Really** stand out work. And it clicks perfectly 

> with something I've been working on. Mucho Kudos! 

Thankyou. 

Ferg

 From: John McMullen <JMcMullen@rim.net> Save Address - Block Sender

 Reply-To: flesh_rpg@edenstudios.net

 To: "'flesh_rpg@edenstudios.net'" <flesh_rpg@edenstudios.net> Save Address

 Subject: [Flesh_rpg] Military opinions, please

 Date: Tue, 23 May 2000 11:13:00 -0400

The closest I ever get to military is the Military Press at the gym, so I'm asking opinions on an approach for exterminating zombies in the first deadworld, the one that's closest to the Romeroverse.

This is in connection with a story, so I'll let the main character describe what I invented as SOP for zombie extermination... Let me know if I'm way off base here. Is this even remotely plausible? What should I change?

Thanks.

John

# # #

Our primary mission is rescue; extermination is secondary. Remember that; it's why we got in so much trouble.

What you want is air support. From the air, it's easy to spot Woody clustered around any building with breathers inside. Then you call in the mounted M60, run a few lines across at eye level, and swoop in, sweaty heroes to great acclaim.

We didn't have air support or an M60. So when we approached Whisper Falls ("Population 2000--and growing strong!"), we did it by the book. Four squads, two trucks, one set of portable barricades. We stopped on the main highway leading into town, set up the barricades, and sent Harry through town on the truck with the PA system. He did a reasonably quick circuit of town, telling everyone to stay in their hideouts, help was on the way, blah blah blah, then headed back to the barricade.

This did two things: Kept folks holed up, and attracted Woody. Woody can't see or hear well, but even Woody can hear a PA system in a dead- quiet town.

About a dozen shuffled down the street after the truck. Since our squad was going to take point, the others cleared them off the street. It's not the way we were trained, but we've all gotten pretty good at aiming for the head.

We waited a while, then moved forward. My palms always got sweaty at this point. If someone in your squad was going to go bugfuck, this was probably the time.

Doctrine says to stop two thirds of the way up the block. You don't want Woody coming at you from three sides. Two of your guys cover flanks and rear; the others take out the oncoming. Bottlenecks are your friend.

Depending on how fast your driver drove, you gather about twenty a block. Easy pickings...if the fact that they have human faces doesn't drive you fucking crazy.

Which is where the other squads come in. You can't do this all day; you'll lose it. You spell each other on point. One truck tracks you, so you can bug out if you need to. And under no circumstances do you leave a man alone.

And you just blow up the fucking retirement homes; they're deathtraps.

That's doctrine for small towns. Cities, it's something else.

There weren't a lot of zombies in Whisper Falls; it looked like a cakewalk.

Until dusk, when we found where Woody was gathered.

Doctrine says never engage at night...but these folks weren't going to last the night, not the way Woody was pressing on the chain-link fence.

 From: John McMullen <JMcMullen@rim.net> Save Address - Block Sender

 Reply-To: flesh_rpg@edenstudios.net

 To: "'flesh_rpg@edenstudios.net'" <flesh_rpg@edenstudios.net> Save Address

 Subject: RE: [Flesh_rpg] Military opinions, please

 Date: Tue, 23 May 2000 14:23:00 –0400

 > This is in connection with a story, so I'll let the main

> character describe

> what I invented as SOP for zombie extermination... Let me know if I'm

> way off base here. Is this even remotely plausible? What

> should I change?

[snip]

I should probably clarify something.

As I hope is implied by narrative, these guys don't have the resources to do an ideal job. Maybe in an ideal world, they'd have a platoon to secure each town, but they're spread thin. Asking 32 guys to off 2000 zombies in a day or two is inhumane, but so is the world they find themselves in.

What would be ideal, anyway?

 From: "andrew ferguson" <andrewferguson@hotmail.com> Save Address - Block Sender

 Reply-To: flesh_rpg@edenstudios.net

 To: flesh_rpg@edenstudios.net Save Address

 Subject: Re: [Flesh_rpg] new site name/archetypes

 Date: Tue, 23 May 2000 13:09:35 PDT

> Since I'm also waiting for the second printing of the rules, can someone 

> give me a hand on some point values? 

Well I can try... 

> First of all, skill points are spent one-for-one, right? Five points gets 

> you a skill of five; only in spending experience is it nine points to go 

> from three to five. 

Yes. 

> Second, I want this guy to be both vain and have no sense of style. He 

> thinks he looks stylish, but gold chains and chest hair aren't in this 

> month's GQ, know what I mean? How many drawback points is that? (Oh, he 

> smokes and deals drugs to his good friends, but I doubt those will be 

> significant in the archetype...although I might subsume them under a "lives 

> to excess" drawback.) 

For the fashion statement I would personally go for 'Delusions; Grandeur' whereby the character is convinced he is something he's not. That's a variable cost: 1 point for a 'I'm much better than this' delusion, 3 points for 'I'm God'. 

Smoking drugs? You could use Addiction drawback, 1 point. Habitual smoking. Or 2 point for light use of 'Mary Jane'. 

On a related note, could a porn producer or director be considered to have the 3 pt Artistic Talent quality? 

Hope this helps. 

Ferg

 From: John McMullen <JMcMullen@rim.net> Save Address - Block Sender

 Reply-To: flesh_rpg@edenstudios.net

 To: "'flesh_rpg@edenstudios.net'" <flesh_rpg@edenstudios.net> Save Address

 Subject: RE: [Flesh_rpg] new site name/archetypes: Porno Producer

 Date: Tue, 23 May 2000 16:51:36 -0400

WARNING: Bad taste ahead!

> -----Original Message-----

> From: andrew ferguson [mailto:andrewferguson@hotmail.com]

>

> On a related note, could a porn producer or director be

> considered to have

> the 3 pt Artistic Talent quality?

I've decided not, but someone could argue otherwise.

> Hope this helps.

>

Sure does. Here. I don't remember how to calculate the figured stats, but that can come later.

John

PORNO PRODUCER (Norm)

Str: 3

Dex: 2

Con: 3

Int: 2

Per: 2

Will: 2

LPs:

EPs:

SPD:

Essence:

Qualities/Drawbacks:

Delusions (Grandeur -- vanity) (-1)

Addiction (Mary Jane) (-2)

Contacts (Criminal) 2 (2)

Hard to Kill 2 (2)

Nerves of Steel (3)

Skills:

Acting 2

Bureaucracy 1

Cheating 2

Disguise 1

Dodge 2

Driving (Car) 2

Fine Arts (Movie Directing) 2

Guns (Handgun) 4

Intimidation 2

Notice 2

Seduction 3

Smooth Talking 2

Streetwise 3

Weight Lifting 2

GEAR

Gold chains, sunglasses, Colt Python, sex toys, cocaine, mirror, razor blade

PERSONALITY

I used to be in front of the camera. You didn't recognize me? Whitebread. A lot of guys let themselves go; not me. Still got it. Feel that fabric -- genuine velvet, not crap velour.

When it went up, I was ready to bug out. That's just part of the business; there's always somebody who wants to make trouble. But I love my work. It's what I do. And I started thinking. There's no market for snuff films now -- never really was, and Joe Public's seen too much of that crap already. But in times of danger, basic urges come back real strong...

Some of the girls I directed couldn't even moan worth a shit, let alone move. And after boob jobs and credits, they wanted more money and took too long to do the job. The dead, they can moan. And move. For free. So I'm looking for someone who's not too damaged and who's hot. Even though she's cold.

I can handle the acting, but I need someone to run the camera.

And to help me tie her down first.

QUOTE

"This is a business that thrives on fresh meat. You with me or not?"

