 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: Tue, 23 May 2000 15:11:18 -0700 (PDT)

> >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.

 They don't have special skills in AFMBE? Because in WitchCraft/Armageddon there are certain skills that are considered special and you have to pay two points per level. These would be Martial Arts, Medacine, Occult Knowledge and Trance.

::SNIP::

> On a related note, could a porn producer or director be considered to

> have

> the 3 pt Artistic Talent quality?

>

 Actually I kind of pictured him as having the Talentless(-2) Drawback. This would not only make hime uncreative (just look at the way he dresses!) but also take negative modifiers for things like smooth talking or seduction. Like the typical swarmy smalltime hollywood producer. The mental image that I am getting is that alterego that Andy Kaufman had for himself with the bald spot and the gold chain. Or Emelio Estevez and Charlie Sheen playing those guys that did Behind the Gree Door.

 Maybe give him Covetous. Either Greedy, Lecherous or Ambitious would work. Even at level one.

 Then go ahead and give him the appropriate delusion so that he thinks he is an artistic genius...Oh yeah Baby, I feel that Olivia's Orgy 5 was a ..whadaya call it...a feminist manifesto against the ... um.. patriarchal bias of post-modernism. I told ya, I'm prowomen all the way. Now step into my office and we can discuss it more personalike. I'd also probably go ahead and give him a 2 point addiction and call it Various Vices of Living in Excess.

Thom

P.S. You are going for swarmy hollywood pornmaker, right? If you are going to be doing someone like Harry the Hatchet from Lock, Stock and Two Smoking Barrels then you have a completely different set of drawbacks to go with. Of course with him, being the Porn King was more of a front for being a Crime Boss.

=====

Hey-yah hey-yah

Hey-yah hey-yah

John Wayne's teeth,

Are they real?

Are they plastic?

Are the steel?

 -Traditional Coeur d'Alene Tribal Chant

 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: Porno Producer

 Date: 

 Tue, 23 May 2000 15:20:32 -0700 (PDT)

--- John McMullen <JMcMullen@rim.net> wrote:

> WARNING: Bad taste ahead!

>

> 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:

>

 Life Points are ((Constitution + Strength)x4) + 10. Endurance is ((Constitution + Strength + Willpower)x3) +5. Speed is Dexterity + Constitution doubled. Essence is the sum of all the Primary Bonuses. So Mr Porn has 34 Life points, an Endurance of 29, 10 for speed, and 14 points of Essence.

 Oh, and by the way, that was the funniest twisted thing I've read all day!

Thom

=====

Hey-yah hey-yah

Hey-yah hey-yah

John Wayne's teeth,

Are they real?

Are they plastic?

Are the steel?

 -Traditional Coeur d'Alene Tribal Chant

 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] Dolph Lundgren, Wrestlers and Other Mensa Types

 Date: Tue, 23 May 2000 15:34:58 -0700 (PDT)

::SNIP::

> Nothing wrong with that! And all in all, it's a pretty interesting

> mix of

> people (Steve Austin was about a quarter shy of his BA when he

> dropped out

> of school to take up the wrasslin' biz, D'Lo Brown's an accountant,

> Justin

> Bradshaw is a very sharp investor who has seen considerable stock

> market

> profits over the last two years). And no doubt the Undertaker will

> turn up

> in a thinly-disguised form as a Zombie Lord in my game...

>

 Now I have this bizarre mental image of Sting, Mankind and the Undertaker sitting at a Coffee House arguing about existentialism. I should have expected that you would have dogmatically started to quote Kierkegaard! That's why I will vanquish you at the Gardens this Sunday! Aaaarrrggghhh!

Thom

=====

Hey-yah hey-yah

Hey-yah hey-yah

John Wayne's teeth,

Are they real?

Are they plastic?

Are the steel?

 -Traditional Coeur d'Alene Tribal Chant

 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: Wed, 24 May 2000 05:20:13 GMT

::SNIP:: 

> On a related note, could a porn producer or director be considered to have 

> the 3 pt Artistic Talent quality? 

Having seen quite a few Dark Brothers flicks, I'd say that some do have it Ferg. ;> 

Ahhh, mispent youth. And working on a mispent middle age. =] 

-- 

GAry m, minor epot 

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

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

Life isn't meant to be taken in baby steps. 

 - Fraiser Crane 

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] Military opinions, please

 Date: Wed, 24 May 2000 05:18:43 GMT

> 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? 

::SNIP:: 

Good work, esp the nickname "Woody" for the Zombs. You've got a good feel here, and looks good to me Mil/Spec wise. But I'm not exactly the Mil/Spec type, so it looks good to the layman. 

**SHAMELESS PLUG** 

My web page has a link to the Field Officers Manual fiction piece in the Homepage of the Dead, and that might help you with this. 

**END SHAMELESS PLUG** 

-- 

GAry m, minor epot 

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

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

Life isn't meant to be taken in baby steps. 

 - Fraiser Crane 

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] Archive Update & Query

 Date: Wed, 24 May 2000 11:44:17 GMT

Hello all! 

The eighth archive is now available for downloading. It has posts from May 11 - May 15. It's 279k, and covers the "Is it just me, but..." and the "Should you allow Survivors in a game with Norms?" threads. We're quite chatty now, with one archive filled in 4 days. =] 

Query for the group: 

I'm almost caught up current with the posts, should be totally up-to-date by the weekend. This means that I will start indexing, pulling out archtypes and deadworlds and things to make them easier to find. I'm also going to condense the threads so that all the messages for a particular thread are together. What I need from you all is: Do you want these threads/archetypes/deadworlds as Word docs or as text on the web page? 

Also, I am considering removing people's email addresses from the threads to give a measure of privacy to the list members. Do you all think I should do this or not? Whichever side I hear the most votes from, I will go with. Or whatever the EDEN guys think I should do. 

Feel free to email me privately with your preference on these so we don't clog the list bandwith. Thanks in advance! 

Your humble svt, 

-- 

GAry m, minor epot 

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

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

Life isn't meant to be taken in baby steps. 

 - Fraiser Crane 

DNRC Member since 1995 · ICQ#: 8391493 · www.geocities.com/sneezythesquid
 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] Kult in Kanada

 Date: Wed, 24 May 2000 08:58:51 -0400

Oaxaca said:

>Are you familiar with the Abyss website and the kult listserve? If not, let

>me know and I will send you details.

Hey, a Nepharite trapped me in a purgatory called West Virginia. Send me the details, and maybe I can break out of here!

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

SIMON B. SINISTER

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

http://welcome.to/livingdeadgirl

 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] Kult

 Date: Wed, 24 May 2000 12:06:38 CDT

For ideas to steal from KULT and use in your AFMBE game: 

1. Go to: 

www.kult-rpg.org 

This is the Abyss website. There are plenty of downloads available there. 

2. Sign up for the listserve for KULT. 

Send the following message to listserv@oracle.wizards.com: 

SUBSCRIBE KULT-L your name 

and the Truth will be revealed! 

3. For a KULT/horror discussion forum, go to: 

http://www.netbabbler.com/Hide/Forum/goto?forumid=10524 

I wish to stress this, now: 

If you are sensitive to adult/graphicly orientated items, the above mentioned items may not be for you. Sure, you're on a listserve for Zombies, so what's the big deal about getting information and ideas from the web, that support a game that is currently _completely_ out of print? I don't think there is, but you might. I just thought I would warn you. 

BTW: If anyone out there is looking to sell or buy KULT books, memorabilia - contact me off list. 

-Oaxaca

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

 To: gm1970@hotmail.com Save Address

 Subject: Re: [Flesh_rpg] Archive Update & Query

 Date: Wed, 24 May 2000 13:41:55 -0600 (CDT)

At Wed, 24 May 2000 11:44:17 GMT, "g. m." <gm1970@hotmail.com> wrote:

>Query for the group:

>I'm almost caught up current with the posts, should be totally up-to-

>date by the weekend. This means that I will start indexing, pulling out archtypes

>and deadworlds and things to make them easier to find. I'm also going

>to condense the threads so that all the messages for a particular thread

>are together. What I need from you all is: Do you want these

>threads/archetypes/deadworlds as Word docs or as text on the web page?

 I'd prefer both, to be honest, if you have the extra time. Just because I'd probably want to browse before downloading... But if you don't have the time, text-on-web-page would most likely be the best bet, since if anyone wants to keep a permenant record they can just cut and paste.

>Also, I am considering removing people's email addresses from the threads

>to give a measure of privacy to the list members. Do you all think I should

>do this or not? Whichever side I hear the most votes from, I will go with.

>Or whatever the EDEN guys think I should do.

 To be honest, I couldn't care less. Go with the majority. I'd say leave the addresses in just for the sake of total honesty and disclosure among gamers. And the majority of us are All Grown Up (TM), so we should be able to handle potential mail-bombers and assorted idiots like the adults that society proclaims us to be.

 On a personal note... Your extra work as archivist for the list is greatly appreciated, I'd like to say. Though I haven't had time to go back over the archives to see stuff that I might have missed the first time through, I still like knowing that I'll be _able_ to go back and check when time permits. Even before the archives, your homepage was a great resource for AFMBE players and zombie-nuts alike (I particularly enjoyed the links you provided to the faux military documents I otherwise might have never found). With the addition of the archives and the soon-to-come game-master data (archetypes, deadworlds and whatnot), it has become a valuable addition to the Internet community of AFMBE-heads.

 Kudos, a thousand blessings upon your name, and peace.

VERITAS: Geza.

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

 To: gm1970@hotmail.com Save Address

 Subject: Re: [Flesh_rpg] Archive Update & Query

 Date: Wed, 24 May 2000 12:28:47 PDT

> Query for the group: 

> I'm almost caught up current with the posts, should be totally up-to-date by the weekend. This means that I will start

> indexing, pulling out archtypes and deadworlds and things to make them easier to find. I'm also going to condense the

> threads so that all the messages for a particular thread are together. What I need from you all is: Do you want these

> threads/archetypes/deadworlds as Word docs or as text on the web page? 

From my perspective my little Mac seems to have a real problem with word docs, so I would prefer to see text on a web page. But that's just me. 

> Also, I am considering removing people's email addresses from the threads to give a measure of privacy to the list

> members. Do you all think I should do this or not? Whichever side I hear the most votes from, I will go with. Or

> whatever the EDEN guys think I should do 

Frankly I don't care, but Coughing Boy might. 

> Feel free to email me privately with your preference on these so we don't clog the list bandwith. Thanks in advance! 

>

> Your humble svt, 

On a personal note, thanks very much for the brilliant job you've taken on. It's not a task I envy! 

Sometimes it just needs to be said. 

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

 Date: Wed, 24 May 2000 16:09:47 -0400

> They don't have special skills in AFMBE? Because in

> WitchCraft/Armageddon there are certain skills that are considered

> special and you have to pay two points per level. These would be

> Martial Arts, Medacine, Occult Knowledge and Trance.

They do have special skills in AFMBE, but I didn't ask about them, since I didn't figure Mr. Producer would need them.

 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] gamestores in Chicago for those who care

 Date: Wed, 24 May 2000 15:13:40 -0500

>>Since we lack of a decent game store here in Chicago (I don't have a

>>car).

from mud puppie:

>Ummmmmm? Public transportation? Shoe-leather Express?

I live on the Southside of Chicago, which isn't near anything- I routinely take public transportation and walk to get to the north side to shop, game and hang out with my friends- it takes me 1 hour to 1 1/2 hours. If I wanted to go to one of the gamestores in the burbs it would take me 2-3 hours each way- I find it easier to mail order stuff.

mud puppie:

>I really don't think the "no decent game store in Chicago" comment is

>reality, man. Hell... if I could find not one but TWO in Killeen, TX when I

>was there... I think I'd find something in Chicago. Shit... I was on leave

>a year ago in PA and there was TWO in Stroudsburg, too. I guess it's

>because they're such thriving metropolises... maybe all the Chicago game

>stores shut down and moved to Inbred, TX and Backwardsass, PA....

If you can find any that carry Eden, Dream Pod 9 or Gurps on a regular basis let me know.....

Gamestores in Chicago:

One of my friends was a co-owner of Third Eye Games. It was a very good store that didn't make any money and went bankrupt.

The bookstore super chains carry TSR, FASA, and White Wolf but don't restock those products.

We have one dedicated gamestore, Gamers Paradise, they carry Games Workshop, Rifts, Chaosium, some war games- the inventory is not great but they are good about ordering things for you.

There are also some comic bookstores that carry games but on a inconsistent basis. Plus they don't restock, so once something is sold it is gone.

BTW to Eden, Graham Cracker Comics was the only Chicago retailer that I saw that had AFMBE in stock.

By good gamestore I mean a gamestore that carries a decent inventory of medium size game companies like Eden, Dream Pod, SJG- by that definition there are no good retailers in the city.

Why? I am not sure.

We had a distributor here that dominated the market. They had very bad business practices and went bankrupt and owe a lot of people money. I don't think that helped things.

Despite what anyone might think the game store business is not very profitable. The mark-up is good but volume is very poor. With rent and labor cost alone, a store here has to sell at least $150 of product a day. Which doesn't sound like much, but that is every single day, 7 days a week. Sure some guy is going to come in and buy $300 worth of space marines but even the most extravagant spender isn't going to do that more than once a month.

The reason I think gaming stores have an easier time in small cities and towns is that retail rental rates can be dirt cheap, if you also work yourself, the overhead can be low enough that you can make a profit.

 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] Kult in Kanada

 Date: Wed, 24 May 2000 16:29:23 -0500

At 08:58 AM 5/24/2000 -0400, you wrote: 

> Oaxaca said: 

>

> >Are you familiar with the Abyss website and the kult listserve? If not, 

> > let 

> >me know and I will send you details. 

>

> Hey, a Nepharite trapped me in a purgatory called West Virginia. Send me the 

> details, and maybe I can break out of here! 

I'd tell you, but it would involve Gerbil Sacrifice, and since they are the true masters... 

Graveyard Greg

 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] Now is the Dawn of the NU You (Long and a little late :-)

 Date: Wed, 24 May 2000 18:17:08 -0400

Ok so it's a little late but this has been a wacky week for my family so now without further ado...

The NU You

History

Early in the twenty-first century, humanity realized one of its medical, and scientific dreams, the development of practical and efficient cybernetics. However, while these early cybernetics were functional they were not very lifelike. Covered with latex skin limbs could only give a simple sensation of touch. Cybernetic eyes could only provide a person with an approximation of colour and depth and looked more like cameras shoved into eye sockets rather then normal eyes. Also they were not suited to delicate damage such as nerve damage.

That all changed late in the year 2025 when a small medical research lab, called NU/Tech, made a remarkable discovery and created Bio-Comp. A radical step forward in bio-cybernetic research Bio-Comp could replicate the complexity of human tissue as well as the look of it and the sensations provided by it. Almost overnight NU/Tech became one of the most powerful companies on earth. However like plastic surgery before it, which started out as a way of repairing damage, Bio-Comp began to be used for fashion and elective body augmentation. However the higher end procedures were expensive and mostly restricted to the upper echelons of society.

While there was some initial concern about the ethical and moral ramifications of some of the procedures, NU/Tech now had the political and financial clout to make most of them go away. The only exception was the Church of the Pure Blood. The Church was founded on the belief that the use of Bio-Comp was against Gods plan. The church didn't object to people replacing limbs and organs but did complain when people started getting artificial livers that would allow them to drink more and women got breasts that the could change the size of on a whim. For the most part the church was quite passive in their protests. They only stood outside of clinics and tried to dissuade people from getting Bio-Comp augmentation. They never made the mistake of being forceful, having learned from the mistakes of other groups. So, since they were no more then a nuisance NU/Tech left them alone. The situation remained this way until NU/Tech announced the release of the Bio-Comp EnterNet series. These Bio-Comp augmentations would allow for the first truly immerseive Virtual reality.

Now the Pure Bloods could accept people repairing damage to their bodies, they could even tolerate some vain people getting augmentations but this was the straw that brook the camel's back. When the Church leaders learned that EnterNet chips could cause involuntary movement in a deceased person resembling a zombie like state they decided on a course of action. They would design a computer virus that would cause the dead to get up and lurch about. They figured that it would be just the thing to scare people away from getting Bio-comp implants. Unfortunately for the rather moderate church leaders the person in charge of the project, Brother Michael Ludd, held some rather radical views. He felt that people with Bio-Comp chips were sinners most vile and should be removed before the evil of their transgressions could taint the rest of humanity. With his loyal cell of technicians he changed the scope of the now dubbed Lazarus Project. Rather then re-animating the dead the virus would shut down the brains of the living. Purging the earth of their evil.

On December 31 2039 the church, oblivious to its true nature, ordered Ludd to launch the virus. In a rather daring raid during New Years Eve festivities Ludd and his followers broke into a transmission substation and uploaded the virus bypassing many of NU/Tech's security measures. Almost immediately the virus began to spread through the Dick Clark Memorial New Years celebration feed. Soon people were falling into deathlk everywhere. The techies at NU/Tech realized what was happening and launched Anti-Viral protocols to try and stop the virus. That's when every thing went to hell.

Ludd had been very good in creating his virus. Unfortunately when the antiviral programs were run there was an unforeseen side effect. As the virus and the anti-Virus began a game of cat and mouse through the system, the Bio-Comp factories were set into diagnostic mode to prevent them from being infected. Unfortunately it was to late and the Virus and anti-Virus and diagnostic protocols almost crashed the mainframe. However some one in a million glitch caused a fusion of the three programs and something new was born. The newly dead began to rise and for some disturbing reason began to spout NU/Tech slogans. When it was over approximately 65 to 70 percent of all humans on earth were now zombies. This density varies from location to location. Japan had one of the highest with 99.99% whereas central Africa one of the lowest with only 10%

The Present

With the infrastructure of society completely gutted by the disaster. Those unaffected fled the cities to rural areas while the initial zombies, or squawk boxes as they are known, didn't pose any direct threat, the number of them crowded people out of the cities. Once out in country the remaining humans began to form tribal units.

Occasionally venturing into the cities to gather supplies and weapons. That was when they first discovered the new types of zombies. Strange masses of humans who moved together like one giant beast. Others that looked like patchwork monsters stitched together with parts of tools and animals.

And worse then that, instead of simply wandering around these new zombies displayed some kind of intelligence.

So far the zombies have remained around the old NU/Tech factories but every day they seem to grow smarter and strange stories of zombies moving out into the wilderness and building bizarre buildings are beginning to circulate among the remaining human tribes.

What's happened?

The combination of the Virus, the Anti-Virus and the factory diagnostic systems has given birth to artificial intelligence. Each one of the factories has become an independent entity. At first they only act in accordance to simple computer commands. But soon they begin to evolve to animal like intelligence and then human.

This leaves humans in a bit of a bind as the zombies become more intelligent they begin to absorb more people and remaining technology and begin to grow out of the cities.

Zombies

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 intelligences. 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 or food found around the cities

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 so they are the quick dead, strong like bull and have senses like a hawk.

Patchworks, aka Frankenstein

When a Squawk Box has suffered damage that can no longer be repaired by it's Bio-Comp alone it becomes a Patchwork, and begins to repair itself with whatever it can find. Soon this zombie becomes a mass of mismatched parts like something out of Mary Shelly's worst nightmare. Patchworks are solitary creatures only rarely hunting in small groups. Some have theorized that these small packs of Patchworks are really one creature that has split itself to improve it's hunting ability. Squawk Boxes avoid Patchworks for obvious reasons. There are some notable types of Patchworks. Vehicle Patchworks have grafted themselves to some vehicle. They gain the strength and mobility of the vehicle as well as added protection. To bond with a vehicle a PATCHWORK will place itself into the control area of the vehicle and fill the space much like a hermit crab with a shell. More intelligent Patchworks can adapt themselves to maintain the vehicle others simply detach when the gas runs out or the vehicle is to damaged to use anymore. An intelligent Patchwork grafted to a Tank is a dangerous thing.

Chimeras are Patchworks that have extensively grafted animal parts to them to become bizarre perversions of mythical creatures.

A Trap Patchwork is perhaps one of the strangest variations of Patchworks. They have grafted themselves in such a way as to become immobile. No longer able to hunt for parts the must now trap what they can. Some become masters of camouflage and ambush unwary creatures that pass by. Many stop looking even remotely human and begin to look like strange tentacle creatures lashing out at whatever comes near. Think H. P. Lovecraft or the movie Deep Rising.

Patchworks are the shock troops of the Factory intelligences and are the ones sent out to capture new people to be "modified" in the factories.

Because each Patchwork is unique all stats are randomly determined.

Str: 4+d10

Dex: -4+d10 *

Con: 4 +10

Int: -2+d8

Per: 2+d10

Wil: 2+d4

Attacks Varies according to type but usually 85% clawing or bladed attacks 10% household items such as tools blowtorches chainsaws etc. 5% guns.

Powers Varies according to Zombie Masters Wishes.

Weak spot: 90% Head 1% none (these are Patchworks that have grafted so much that they have multiple redundancy in their control systems). 

Sustenance: Daily nutrient supplements provided by factory. Stationary Patchworks have an underground pipeline feeding them or food found around the cities

Regeneration Special: The PATCHWORK can regenerate < the life points of a creature it assimilates or = the DC of mechanical items it grafts.

* If Dex is rolled as <= 0 then the Patchwork has grafted itself to a stationary object and has become a trap Patchwork. Dex is considered to be the d10 that was rolled (ie 1-4) and the following rules apply. For a Patchwork with Con less then 6 it is still humanoid looking and will appear to be a nonfunctioning zombie until a person gets within reach (Zombie Dex2) in feet. The zombie will then spring to life and attack the nearest person. Once the victim is incapacitated the zombie will retreat into a burrow that it has created. It will wait there until the remaining people have left or it has been rooted out and dispatched. To dig the Patchwork out takes 2*dc of the material the burrow is created from in turns. If the con of the zombie is 6 or greater then the Zombie is now a tentacled thing. The bulk of its body will be buried beneath the ground with a number of camouflaged burrows for its tentacles to strike form. The number of burrows will equal the Zombie's (Dex+Con)/2. The zombie will maintain sensory organs hidden on the surface (treat as the head) and when prey comes near it will strike out with its tentacles and try to incapacitate it's foe. Fortunately each tentacle has only a fraction of the zombie's total power behind it. Treat each tentacle as having one-fourth the Zombies strength and con and can only attack with its Per/2 tentacles a turn. If the Zombie meets sufficient opposition (it hasn't captured it's prey in its Wil in turns) it will retreat and wait for new prey for it's Wil *2 turns.

Vehicle Patchworks: Treat like the appropriate Vehicle and as if they had the driving ability of that vehicle = int-1 if they have skill = 0 then the just kind of ram the thing around or just randomly move around. If the Patchwork has int of 5 or more then they can maintain the vehicle and grow tendrils to facilitate this. Every vehicle PATCHWORK has at least one limb or tendril to help them pick things up outside of the vehicle or graft new parts to them or the vehicle. One in ten will have attached weapons to the vehicle. Mostly spikes or blades. Sometimes guns. Vehicle Patchworks are more likely to run in packs of d6 individual vehicles.

Chimera's not much I can say here but try and keep the abilities and powers in line with the animals grafted to the PATCHWORK. (I.e. if you have a snake in place of an arm the PATCHWORK would have a bite attack as well as a crushing ability) also Chimeras will sometimes run in loose packs of d10 similar or identical creatures

Mobs, aka Burning Men

>From a distance these appear to be misshapen humanoid giants. Once you get closer you begin to realize their true horror. They are not one creature but rather a number of human bodies bonded together to form a roughly humanoid shape. The average mob consists of 30 to 50 individual creatures and stand between 10 and 15 feet tall. However, there have been reports of larger Burning Men. The largest confirmed BM is located in what was once Silicon Valley and actually contains most of the board of directors of NU/Tech. The Silicon Valley giant is over six stories tall and is estimated to contain nearly 500+ bodies. Mobs are the workhorses of the factory. They are created when a Chip head drone can't accomplish something alone. It will then continue to absorb more bodies until it reaches a maximum size. The larger they get the more like an actual human they become. The largest Burning Men actually have something equivalent to internal organs.

Stats for a Burning man containing 30 bodies

Str: 7+1 for every 5 bodies after 30

Dex: 3+1 for every 5 bodies after 30

Con: 12+2 for every five after 30

Int: 3 teamwork (special, only the bodies within the Mob act as a team.)

Per: 7

Wil: 3

Attacks: crushing blows or thrown objects. Makeshift clubs (a car's axle for example)

Regeneration power 5, Damage resistant, fire resistant power 3, Hug of death special (Damage is not permanent but rather it's the Zombie trying to absorb the victim into it's mass)

Sustenance: Whatever organic material they can find daily nutrient supplements provided by factory..

Spreading the love: Absorbing people into their mass. Larger ones can actually swallow them while smaller ones simply embrace the person Weak points. Only separating the mass can kill the Mob. A single body removed will cease to function but the mob will keep on going. Best way to kill it is to get a bomb into its center and blow it up from the inside.

Once a Burning man reaches a suitable size for the task it is required for it stops absorbing new bodies except to replace damaged bodies. However sometimes a Burning man will grow to a great size then move away from a city, lay down and begin to change shape. After a while it is no longer a man but rather a building. See details in the description of factories.

Docs aka Nightmare Men

If you see them you're probably as good as dead. Rubbery Bio-Comp skin is stretched over their bodies in a cruel mockery of doctor in a surgical gown and mask. It drapes over their legs and now the move about by a sick undulating motion of the Bio-comp. Long elegant fingers end in vicious medical instruments; deep crimson goggles obscure their eyes.

They are truly disturbing visions, seaming to float around the operating theater. They are all that remains of the people with the most advanced Bio-Comp implants. Thick Bio-Comp cables attached to the head connects the Doc to the AI. It is they who bolster the forces of the Factories. Repairing and building Bio-Comp components. They are the ones who "modify" unaffected humans and create more Squawk Boxes. They can usually be found at the core of a factory within a Bio-Comp womb where they operate.

Stats

Str: 4 Dex: 2 (6 with hands)

Per: 7 Con: 3

Int: as Factory*

Wil: 3 Speed: 2

Dead Points: 38

Essence Pool 23+

Attacks: Taser (roll vs. targets str + con, success knocks out target for 6 turns less targets con)

Tranquilizer spray or injector: as tranquilizer type

Surgical tools: treat as small knife.

Special Powers: Infra Vision, X-ray Vision, regeneration power 5, Interchangeable hands (A doc has a wide variety of hands they can use, scalpel hands, scanner hands etc) Weak points: for a stage 1-2 AI factory destroying the cable that is attached to a doc renders it powerless as it requires the interface with the AI to exist. At stage 3 the docs can act independently of the AI and act as generals of the zombie forces their week point is none.

*The Factory

The factory is the source of the artificial intelligences. At it's height before the Day of Lazarus NU/Tech had a factory in many major cities in the world. Now they are the source of the NU You zombie hordes.

All Factory Intelligences go through the following stages of development.

Stage 1 Computer: At this stage the AI isn't quite fully aware and still acts like a computer. All of its actions are centered on the NU/Tech Factory. The AI will control between 3 and 5 Docs who never leave their operating room. It will have about 500 to 600 Squawk Boxes who act as drones for the factory and wander near the factory. It might possibly have one small Burning Man to do heavy work and one or two Patch Works to capture any rogue Zombies or humans that might stray to close to the factory. As far as the Ai is concerned the Zombies are extensions of the Factory and there is nothing beyond the factory. As more Chip Heads and Patchworks fall under the control of the AI it progress to the next stage of development. Int=1

Stage 2 Animal like: At this stage the AI begins to realize that it is more then just a factory. It has more Squawk Boxes and more data pouring into it each day. Patch works begin to become more coordinated and display tactics in hunting. They also begin to actively seek out those not controlled by the AI. The factory and the surrounding area begins to be covered by Bio-Comp membranes and tubing. Int=2

Stage 3 Low Human: Now the AI begins to show an understanding of tactics and begins to assimilate all of the Zombies in the city. Bio-Comp tubes cover much of the city like spider webs and the Ai actually begins to create defenses by planting Patchworks and forcing them to become trap Patchworks. The Docs also become sufficiently advanced to begin growing new zombies in Bio-Comp breading facilities. The sutures on Patchworks will become cleaner and different types of zombies will begin to show teamwork abilities. Int=4

Stage 4 High Human: At this stage the AI will begin to expand and zombie hordes will begin to move out into the surrounding areas. Doc will begin to experiment with Grafting techniques and any number of Bio-Comp creatures will begin to roam the city which is now entirely covered in Bio-Comp Webs that act as a way of distributing Organic supplements to the Zombies. Int=8

Stage 5 the undiscovered country: this is the theoretical end of an AI development. Only one AI presence has ever reached this level and nothing has been heard from Japan since it happened.

Some notes. Not every city has a factory only the big ones like LA, New York, Toronto, Vancouver, and London. So in any given country there are on average three to four AI factories. Most factories are at stage 2 development. Those in more sparsely populated areas, such as those in Africa and Australia, are at stage one. At present there are no stage 3 or 4 AIs though most of the American Factories are on the verge of becoming Stage 3's. Japan is the only location of a stage 5 AI. Because of the dense population and the High tech nature of the country almost everyone was turned into a zombie. Also the factory was the largest in the world since the one had to supply all of Japan. The AI developed quickly there and within a few months had reached stage 5 intelligence. When the AI achieved stage 5 intelligence it became truly aware. It then began to acquire as much information as it could. Because of the vast amounts of fiction in Japan (Mostly Anime and Manga) that concerned many of the things that had happened. The AI couldn't reconcile its existence. It was depressed and lacked a clear direction. Was it something that had a right to live or was it simply a monster created by accident. During this time the zombies slipped into a torpor state. The few remaining uninfected humans near the factory decided to use this as an opportunity to attack the factory and destroy the source of the zombies. A team of five entered the factory. They were followed by one of the team's children, a young girl who was afraid to be left alone. As the team was captured the AI let the child enter the innermost sanctum of the factory and there they had a conversation. Then all transmissions from Japan ended and no one who has approached the island has ever returned. (Further information about Japan and stage 5 AIs will appear in a future post.)

New Archetypes will also appear in future posts including Old tech Military cyborg, New Blood Priest and uninfected Bio-Comp cyborg.

I hope you like my world in hell

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: twilight@vbe.com Save Address - Block Sender

 Reply-To: flesh_rpg@edenstudios.net

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

 Subject: [Flesh_rpg] Campaign Help

 Date: Wed, 24 May 2000 17:37:45 -0500

Hi

I'm looking for a little help on detail of my campaign idea/structure. Its set in modern times using a hook of my own. If anybody has any advice on how to go about on any of this or anything to add, please do. Thanks in advance.

Plot:

 -Estranged friends from high school days regroup after lynch pin member of their circle of friends dies of cancer. Friend's videotaped will imparts it upon his former friends to take his ashes to a place he loved and scatter them. This place happens to be a small town in Texas where he worked on a cattle ranch. The specific ash scattering spot is a small canyon on this ranch land.

 The friends have become an outlaw biker, an eminent graphic designer, a stand up comic, and former high school star athlete turned single parent. The game starts in Chicago and goes straight via road trip to small town, TX.

Now..... When do the Zombies come in? Heh. I already have the why, and I'll keep it brief just in case some of my cast members are lurking on this list. A bitter, disenchanted, and retired ancient history professor, who locates a Necromicon style text invokes a spell flippantly and ends up inviting a force of evil outside reality's ken blah blah blah to infest the dead and take blah blah blah on the living.

I want this game to be full-on survival. Hardcore, blood, guts, fear, pants shitting, and shotgun blasting. However, I'm not so sure about going about this. I'm good at narrative but before I go ahead w/ my own ideas, I figured I'd ask the list for any tips on the story as a whole. My initial plan was to fly by the seat of my pants and let them loose, using a rough map as my guide of the city.

Please help a fellow ZM!

-Guy

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] Campaign Help

 Date: Wed, 24 May 2000 19:27:35 -0400

Do you know why they became estranged? If the players don't yuet know, think about slipping each of them a reason, and make sure the reasons reflect early misunderstandings. That will help give them something to argue about.

Make sure someone important dies early on; that helps give the idea that no one is safe.

Read the advice on John Tynes' web site.

More later.

John

 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] gamestores in Chicago for those who care

 Date: Wed, 24 May 2000 19:48:57 -0400

well at the risk of sounding like a coporate publicist, you might want to keep an eye out for a new chain opening near you-Wizards of the Coast!

They have opened a bunch on the west coast and just opened one by me (Long Island NY)-The good news is they carry more than WotC stuff. I asked the manager and he said they are carrying Eden Studios stuff ****GEORGE-fill their order for the ZM screen ASAP so I can buy it****

Maybe one will open in the Chicago area soon.

Ted

 From: Edward Perkins <Lexitus@hive96.freeserve.co.uk> Save Address - Block Sender

 Reply-To: flesh_rpg@edenstudios.net

 To: flesh_rpg@edenstudios.net Save Address

 Subject: [Flesh_rpg] Contagion (long)

 Date: Thu, 25 May 2000 10:03:40 +0100

I should have been revising, but I did this instead. Have fun with it. Failure to provide feedback will shatter my fragile ego.

-Ed.

Contagion

=========

"Hi, and welcome back. In world news today, there were riots in Kenya's capital Nairobi today, as the newly emerged Ebola strain continues to spread. The Kenyan economy, shattered after the recent war with neighbouring Ethiopia cannot cope with the influx of refugees, and the government has appealed to the international community for help"

-CNN Update, 3rd September, 2004

"The state of Illinois is under close scrutiny tonight, after the news broke of a suspected case of Ebola Kenya. Details at the present time are sketchy, but the patient is believed to have recently returned from a safari holiday. The police are presently locating all the individuals who may have had contact with him since his arrival"

-CNN Update, 14th October, 2004

"Distinguished immunologist and gene therapy researcher, Dr Mark Johnson today announced that a vaccine has been found for the Ebola Kenya virus. To date, there have been 346 deaths due to this virus, and the spread is feared to be accelerating to uncontrollable levels. Dr Johnson hailed this as an example of the great benefits to be reaped from gene therapy. A genetically-modifed retrovirus will be given to people in high-risk areas. The virus will alter the patients DNA to grant immunity from Ebola Kenya, literally fighting fire with fire. Dr Johnson estimates that the outbreak can be brought under control within the month." 

-CNN Update, 23rd October, 2004

"The Ebola crisis deepened this morning when the Center for Disease Control confirmed that the virus has become airborne. As a response to the increasing death toll, and the difficulties that have been experienced in containing the virus, the decision has been taken to introduce the vaccine into the water supply. At the press conference announcing the measure, Dr Johnson said 'Desperate times call for desperate measures. But we have to stop the spread of the Ebola Kenya virus before it achieves critical mass in the population.'"

 -CNN Update, 2nd November, 2004

"Panic ensued in LA today, as the virus outbreak took a deadly new turn. A new, as yet unidentified virus has emerged. The virus appears to be similar to Ebola in its effects, but patients are not responding to the developed treatments. First reports indicate that the early symptoms include a loss of higher brain functions, and development of extreme psychotic tendencies. The national guard has been deployed to the area, and a curfew is in place. Discussion of the imposition of martial law is rife, with Senator..." 

-CNN Update, 14th November, 2004

"There has been an outraged response to the discovery by the CDC that the new LA virus, is in fact a mutated strain of the "vaccine" retrovirus. Anti-GM protestors defied the curfew to protest at City Hall today. Dr Johnson is accused of using a highly unstable and unproven retrovirus to deliver the vaccine. Meanwhile, in LA, fourteen suspected infected were shot dead by the national guard."

-CNN Update, 17th November, 2004

Report on the Effects of the VS-1453b Retrovirus

Dr. M Johnson, Dr. P Allcome

 The preliminary experiments into the effects of the mutated retrovirus have shown that retrovirus VS-1453 has several structural faults that were not discovered during tests using clinical quantities. In the form released into the water supplies, the essential DNA payload of the virus has been found to be unstable, and relatively prone to alteration. This appears to have reacted adversely with the high concentrations of the Ebola Kenya virus found in some of the patients, to produce the VS-1453b retrovirus.

 The resultant strain produces similar symptoms to the Ebola Kenya virus in the early stages of infection. Within 32 hours of contracting the virus, the subject experiences an intense fever, with extremely stressful body temperatures. It is believed that this is the stage at which the brain damage occurs, but irrespective of the actual mechanism, the subjects appear to lose most of their higher mental faculties, and at develop severe psychotic traits in at least 90% of our admittedly small sample size.

 There are also other effects. Some of the original gene therapy-suitable characteristics appear to have survived the mutation. Subjects had quite extraordinary levels of adrenaline present in their systems. This would explain their apparent increased strength and tolerance to extreme physical trauma. Most of the subjects expire within four days due to a combination of haemorraging, cardiac arrest due to the increased adrenaline levels and toxic shock.

 However, a certain group of the subjects, around 14% survive this stage. We were about to neutralise them after taking blood samples, believing that we has found a potential natural immunity. However, we noticed subtle changes in the subjects. Further research has confirmed that, while the brain damage is permament and irreversible, the retrovirus makes major and unpredictable changes to the 'box' gene and its equivalents. These genes control the layout and configuration of the various body parts. Those surviving subjects have begun to develop additional limbs. These appear to be the only viable transformation, as other changes that have been observed have invariably proved to be fatal to the subject in short order.

 Although these subject' adrenaline levels have somewhat decreased, their extra dexterity and strength would render them quite lethal should the virus' progress be allowed to reach this stage in the field. Although the virus is presently only transmitted via fluid contact, there is the ever present possibility that it may become airborne, as did its predecessor. The ramifications of such an event cannot be exaggerated. For these reasons, described, it is my recommendation that a limited tactical nuclear strike be deployed over the Los Angeles area, and all potentially infected personnel killed and their bodies burnt.

Yours sincerely,

Dr M Johnson, PhD.

Tactical Report for Los Angeles, Fort MacArthur, 20th November, 2004

 Operations in the Los Angeles area are becoming increasingly hazardous. After an initial period of a few days in which the populace complied with the curfew and other movement restrictions, they have recently begun to become difficult. Many of them have begun to run out of food and other basic supplies, and although some essentials are being distributed by our forces, our numbers are stretched thin, and other, more mission critical concerns require our attention.

 There have been several incidents of gun-related violence, where various individuals mistook each other for the "psychotic zombies" that they heard about on the news. More seriously, there appear to have been increased incidence of subjects entering homes by force, and there are considerable fears about the increased exposure of the civilian population to contagion via this mode.

 The military suppression of the actual threat of the subjects is proving more difficult than had been forseen. The subjects are extremely aggressive, surprisingly quick and very resistant to damage. Despite these unexpected complications, casualties remain light. However, the number of lightly wounded is exceeding the capacity of our field hospital, if the neccessary quarantine regulations are to be implemented.

 My recommendations would be to increase the forces in this area, falling back to cover suburban and other residential areas only. This would be a lead up to precisely targeted fuel-air bomb strikes in order to ensure the complete sterilization of heavily infected areas, while maintaining civilian casualties no higher than 15%.

Yours sincerely,

Lt. Col. A Waters

Adventure Ideas

===============

Escape from LA :-)

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

 The players are all living in LA, and are trapped in their homes, surrounded by the military and an encroaching population of contagious psychotics. Being gifted with half a brain, you figure out that the military are going to deal with the problem in a hot and uncomfortable way sometime soon, and decide to get out of the city now.

 Cue plenty of dodging military patrols, looting and attempting not to contract retrovirus VS-1453b.

Attack of the Multi-Limbed Beasts

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

 By March 2004, the virus has survived the destruction of LA, and certain safe zones have been designated, including Boston and Manhattan island. The players form part of the force tasked with keeping these areas virus free.

 Indulge your players in shooting hapless tourists, sweeping sewers for things with eight limbs that move faster than Linford Christie, and general large-calibre amusement.

--

That which is born is born to suffer

That which is made is made to serve

 -Paracelsus

Edward Perkins

E-mail Lexitus@hive96.freeserve.co.uk

Web Site http://www.members.tripod.com/Lexitus

PGP Key http://www.members.tripod.com/Lexitus/edwardperkins.asc

 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: Thu, 25 May 2000 11:19:19 CEST

<snip> 

> That ends up being three more points than he had before; I think those 

> might go into resources -- that would be items like a stash of cash, 

> right? 

Stash o' cash, 2 cars and a gas supply (depends on how long the dead have been roaming in your game), supply of "vintage" smack-books, maybe an extra hidey hole/crash pad complete with wanna-be starlet... I can keep going fer days here... :)

 From: "Oliver - Macklin, Mark - NEP" <molivermacklin@nep.co.uk> Save Address - Block Sender

 Reply-To: flesh_rpg@edenstudios.net

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

 Subject: [Flesh_rpg] Romero News

 Date: Thu, 25 May 2000 10:50:43 +0100

This has come from AICN, thought ppl might be interested in seeing it. I've cut it down to the hightlights so those who don't want to go to the AICN web site can get the gist of it. For those who want the full tale then you know where to go....

Anyway here's the truncated version.....

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

Romero spills some fairly big beans in this interview...

Highlights:

On John Russo's "Night of the Living Dead" 30th Anniversary Special Edition: "Those guys are still friends of mine and I said to them that I'm not going to put a heavy slam on it. So, I won't. As far as I'll go is to say that I certainly didn't like it."

News on a new "Dead" film is pretty much as it's been for some time: "It's really just a tangled web," Romero laments, but doesn't seem to rule it out, citing that it "could be put together, but it would take a lot of work and it's not going to be a high-paying job."

The biggest revelation for "Dead" fans? Romero is currently writing a serialized novel set in the world of the "Dead" films and plans to release it in chapters on the Net.

He also mentions "playing around with an idea of sort of a gunslinger type, hired gun, who goes around and cleans out towns [filled with zombies]. I don't know if I want to do that or not."

Lastly, I've read his "Resident Evil" script. A cross between Romero's own "Dead" films and "The Crazies" with a little "Aliens" trhown in for good measure, the script was fast, action packed, and contained some huge, horrific action sequences. "His script wasn't good, so he was fired," one of the suits said about Romero's dismissal fromt he project. Said suit obviously didn't read the script that I read. Quite a shame...

 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] Campaign Help

 Date: Thu, 25 May 2000 12:23:26 CEST

::SNIP::

> I'm looking for a little help on detail of my campaign idea/structure. 

> Its set in modern times using a hook of my own. If anybody has any 

> advice on how to go about on any of this or anything to add, please do. 

> Thanks in advance. 

<plot snip-just in case> 

> I want this game to be full-on survival. Hardcore, blood, guts, fear, 

> pants shitting, and shotgun blasting. However, I'm not so sure about 

> going about this. I'm good at narrative but before I go ahead w/ my 

> own ideas, I figured I'd ask the list for any tips on the story as a 

> whole. My initial plan was to fly by the seat of my pants and let them 

> loose, using a rough map as my guide of the city. 

Are you starting the adventure in the wee town, Chicago, or somewhere in between? AND... how attached to your initial plot are you? Those 2 questions need to be answered first.

 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] Campaign Help

 Date: Thu, 25 May 2000 12:32:45 CEST

> From: John McMullen <JMcMullen@rim.net> 

>

> Do you know why they became estranged? If the players don't yuet know, 

> think about slipping each of them a reason, and make sure the reasons 

> reflect early misunderstandings. That will help give them something to 

> argue about. 

>

> Make sure someone important dies early on; that helps give the idea 

> that no one is safe. 

>

> Read the advice on John Tynes' web site. 

And John Tynes is who? And his website is where? :)

 From: twilight@vbe.com Save Address - Block Sender

 Reply-To: flesh_rpg@edenstudios.net

 To: flesh_rpg@edenstudios.net Save Address

 Subject: Re: [Flesh_rpg] Campaign Help

 Date: Thu, 25 May 2000 06:15:13 -0500

> >I'm looking for a little help on detail of my campaign idea/structure.

::SNIP::

> >I want this game to be full-on survival. Hardcore, blood, guts, fear,

> >pants shitting, and shotgun blasting. However, I'm not so sure about

> >going about this. I'm good at narrative but before I go ahead w/ my

> >own ideas, I figured I'd ask the list for any tips on the story as a

> >whole. My initial plan was to fly by the seat of my pants and let them

> >loose, using a rough map as my guide of the city.

> >

> Are you starting the adventure in the wee town, Chicago, or somewhere in

> between? AND... how attached to your initial plot are you? Those 2

> questions need to be answered first.

Thanks guys so far. The game begins in Chicago, segues into a road trip south, and the action begins in the small town. I plan on a lot of downtime w/ a few stops just to get them nervous. Obviously they know whats coming but they don't know where from yet. I'm going to take advantage of that.

Guy

 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] Military opinions, please

 Date: Thu, 25 May 2000 13:11:25 CEST

>> 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. 

> ::SNIP:: 

>

> Good work, esp the nickname "Woody" for the Zombs. You've got a good feel 

> here, and looks good to me Mil/Spec wise. But I'm not exactly the Mil/Spec 

> type, so it looks good to the layman. 

Us Mil/Spec types are gonna get with John offlist and find out who leaked the intel. 

"Just sit still, and look at this little red flashy-thingy..."

 From: Edward Perkins <Lexitus@hive96.freeserve.co.uk> Save Address - Block Sender

 Reply-To: flesh_rpg@edenstudios.net

 To: flesh_rpg@edenstudios.net Save Address

 Subject: Re: [Flesh_rpg] Campaign Help

 Date: Thu, 25 May 2000 12:18:41 +0100

John Tynes is the creator incarnate, master over us all, and his site is at http://www.john.tynes.com

-Ed.

mud puppie wrote:

>

> And John Tynes is who? And his website is where? :)

>

--

That which is born is born to suffer

That which is made is made to serve

 -Paracelsus

Edward Perkins

E-mail Lexitus@hive96.freeserve.co.uk

Web Site http://www.members.tripod.com/Lexitus

PGP Key http://www.members.tripod.com/Lexitus/edwardperkins.asc

 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] Campaign Help

 Date: Thu, 25 May 2000 14:04:36 CEST

> Thanks guys so far. The game begins in Chicago, segues into a road 

> trip south, and the action begins in the small town. I plan on a lot 

> of downtime w/ a few stops just to get them nervous. Obviously they 

> know whats coming but they don't know where from yet. I'm going to 

> take advantage of that. 

The reason I asked is that if you start the action too early before they get to Texas... they may forget the whole reason they left Chicago in the first place, and get side-tracked. 

Along with that- (I'm assuming) you have a reason for them to go to Texas other than the fact their friend died, and that you want/need them to go there.

 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: Thu, 25 May 2000 09:12:00 -0400

> -----Original Message-----

> From: mud puppie [mailto:mud_pup@hotmail.com]

>

> Us Mil/Spec types are gonna get with John offlist and find

> out who leaked

> the intel.

>

> "Just sit still, and look at this little red flashy-thingy..."

"Oooooh, pretty..."

"Down, Kiki!"

I guess all those weekends in the Apocalypse Scouts paid off.

Seriously, thanks. At least it's not blatantly stupid. I always have trouble taking the characters seriously as professionals when I can spot an error in the tactics.

Or maybe that was too many SPI games as a youngster.

John

 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] gamestores in Chicago for those who care

 Date: Thu, 25 May 2000 05:08:57 -0700 (PDT)

> >>Since we lack of a decent game store here in Chicago (I don't have

> a

> >>car).

>

> from mud puppie:

> >Ummmmmm? Public transportation? Shoe-leather Express?

>

> I live on the Southside of Chicago, which isn't near anything-

 My roomate is a University of Chicago graduate and he is constantly quoting from this Emo Phillips performence that he saw there. Emo was going on about how great it was to be back in Chicago. You have the Northside with it's museums and parks and theaters and resteraunts. And you have the Southside, which is so close to the Northside.

Thom

=====

Hey-yah hey-yah

Hey-yah hey-yah

John Wayne's teeth,

Are they real?

Are they plastic?

Are the steel?

 -Traditional Coeur d'Alene Tribal Chant

 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] Campaign Help

 Date: Thu, 25 May 2000 09:19:06 -0400

> Thanks guys so far. The game begins in Chicago, segues into

> a road trip

> south, and the action begins in the small town. I plan on a

> lot of downtime

> w/ a few stops just to get them nervous. Obviously they know

> whats coming

> but they don't know where from yet. I'm going to take

> advantage of that.

Hmmm. My impression is that they have no friends there in Texas, which is a nice way to isolate them; they're on their own, scavenging what they can, and dealing with the natives.

Is the child with them? (One of them's a single parent now.) Or is the kid with his or her grandparents while parent takes a road trip?

 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] Contagion (long)

 Date: Thu, 25 May 2000 12:03:02 -0400

Edward Perkins wrote:

> I should have been revising, but I did this instead. Have fun with it.

> Failure to provide feedback will shatter my fragile ego.

> -Ed.

Really good! But do you have any templates for the zombies in this particular world? They are Quick and seem to have additional attacks, but can you be more specific?

> "The Ebola crisis deepened this morning when the Center for Disease

> Control confirmed that the virus has become airborne.

My only nitpick, isn't the Ebola Virus already an airborne vector?

 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] Contagion (long)

 Date: Thu, 25 May 2000 11:26:57 -0500

>My only nitpick, isn't the Ebola Virus already an airborne vector?

I don't think so, or a lot more people would be dead. I think it is spread by close contact with bodily fluids especially with blood.

 From: "Jens Gronlund" <tof174b@tninet.se> Save Address - Block Sender

 Reply-To: flesh_rpg@edenstudios.net

 To: <flesh_rpg@edenstudios.net> Save Address

 Subject: SV: [Flesh_rpg] Contagion (long)

 Date: Thu, 25 May 2000 19:05:11 +0200

Hello.

I have been with this list for some time now, and this is my first post. About the Ebola Virus, i have heard that it is airborne. One of my teachers said it. 

/JG "Sweden the land of the midnight sun, yeah right"

 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] Contagion (long)

 Date: Thu, 25 May 2000 17:17:10 GMT

> >My only nitpick, isn't the Ebola Virus already an airborne vector? 

>

> I don't think so, or a lot more people would be dead. I think it is spread 

> by close contact with bodily fluids especially with blood. 

It's only a liquid kinda thing. The movie Outbreak dealt w/ what happens when it goes airborn, but, so far, I'm pretty sure that's just a fiction. 

Tracy

rom: "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] Contagion (long)

 Date: Thu, 25 May 2000 17:28:44 GMT

> >My only nitpick, isn't the Ebola Virus already an airborne vector? 

>

> I don't think so, or a lot more people would be dead. I think it is >spread 

> by close contact with bodily fluids especially with blood. 

Here's a site w/ more info 

http://www.teenoutreach.com/Online_Help/health/ebola/infect.htm 

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] Contagion (long)

 Date: Thu, 25 May 2000 14:06:35 -0400

The confusion may be because both "The Hot Zone" and "Outbreak" (loosely based on the book) show an airborne version -- which turned out to affect only monkeys.

If I recall correctly; it's been years since I read The Hot Zone.

John

 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] Now is the Dawn of the NU You (Long and a little late :-)

 Date: Thu, 25 May 2000 15:09:33 -0700

At 04:17 PM 5/24/00 -0400, you wrote: 

> Ok so it's a little late but this has been a wacky week for my family so 

> now without further ado... 

>

> The NU You 

Hmmm....George, you planning on posting this to the web? If not.... 

Graveyard "Hint hint" Greg

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] Contagion (long)

 Date: Thu, 25 May 2000 14:15:35 PDT

Ok Ed, 

a soothing balm for your ego. 

Liked the reports; they really add some flavour. I do like the 'Escape from LA' idea too. Good work. 

As for airborne vectors, I dunno. I figure it doesn't matter all that much if it makes a good story. 

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] Now is the Dawn of the NU You (Long and a little late :-)

 Date: Thu, 25 May 2000 14:13:09 PDT

Hey Kyle. 

NU You. 

Fantastic background, really well thought out. 

I rather like the idea of leaking the Japan incidents to players. How many of them will try to drag children into the factories in an attempt to shut it down? Might not tell them the bit where the team were captured though (hehehe). 

Now to get really nasty get the plants involved, and the humans are really screwed! 

Can't wait for more... 

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] Campaign Help

 Date: Thu, 25 May 2000 14:09:27 PDT

>> Thanks guys so far. The game begins in Chicago, segues into a road 

>> trip south, and the action begins in the small town. I plan on a lot 

>> of downtime w/ a few stops just to get them nervous. Obviously they 

>> know whats coming but they don't know where from yet. I'm going to 

>> take advantage of that. 

>

> The reason I asked is that if you start the action too early before they 

> get 

> to Texas... they may forget the whole reason they left Chicago in the first 

> place, and get side-tracked. 

>

> Along with that- (I'm assuming) you have a reason for them to go to Texas 

> other than the fact their friend died, and that you want/need them to go 

> there. 

Reading of a will is always a good reason. That way you can combine people who dislike each other having to mix on the off chance of getting some cash. 

Although it sounds a bit like 'Uncle Timothy's Will' from CoC Blood Brothers. You could rip off worse! 

Ferg

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

 Reply-To: flesh_rpg@edenstudios.net

 To: flesh_rpg@edenstudios.net Save Address

 Subject: [Flesh_rpg] A Small Town In Hell (Setting)

 Date: Thu, 25 May 2000 17:21:18 EDT

This setting is based on slasher flicks like Friday the 13th and Halloween. It is a bit different from other settings, in my opinion, in that instead of there being legions of undead harassing the Cast Members, there is only one "super-zombie" after them.

It is a bit long. Comment and Critiques welcome.

Bruce

The Legend of Brian Vinder

Somewhere in the Southeastern United States, is the small town called Hope. For decades, since the town's founding in the late 1800s, nothing much changed in Hope. The two World Wars came and went, young men were drafted and left, most returned, some never came back. Those that returned found jobs, working the family farms, at the resort-camp at the crystal-clear waters of Lake Hope, in the small factory nearby, or various odd jobs. They began married, started families. Other than having to build a larger High School, Hodder Memorial High, everything stayed the same in Hope.

That was until the Vinder family moved into town, in the early 60s. The Vinder's were unique to Hope. They were the first Black folk to live there in the town's history. Mr. Vinder was the new manager at the town factory, while Mrs. Vinder was hired to be a teacher at Hodder High School. The Vinder's had two teenage children, Clarissa, and Brian.

Though the Vinders were the first Black family to live in Hope, the townsfolk were nice enough. Many of them welcomed the Vinders to town. Mrs. Vinder quickly became a popular teacher at Hodder High, while the gorgeous Clarissa was the secret attraction of many of the boys, and made many friends with the female students. But of course, there were those that did not want the Vinders or any Blacks in their small town. Those people, however, remained silent in their hate.

That was until Alan Buchanan came into the picture that summer. A popular student at Hodder High, Alan and Clarissa met while they were both lifeguards and camp counselors at Camp Hope. Their attraction was almost instant. This time, those who resented the Vinders, were not silent however. Those disapproving of the blossoming relationship between the white boy and black girl made their voices known. The insults and hassles the two were assaulted with while on dates forced them to often meet in secret.

One such meeting spelled the doom for the young couple. After making their rounds at the camp one hot summer night, the couple meet in the forest. What had been planned to be a romantic evening turned into one of horror. When Alan and Clarissa came to their secret meeting place, they were attacked by other high school students. Alan was forced to watch as they raped Clarissa, before they finally killed him and her.

Everyone in the town knew who was responsible for the brutal rape of Clarissa, and the murder of Alan. No one spoke, however. Most of those who committed the crime were the brothers and sons of the most powerful people in town. No one dared take action, or talk about it. Except for Brian Vinder that is.

Brian was a very large boy. A gentle-giant people would call him. Unfortunately though, Brian was very slow mentally. But when he saw the pain his family was in, he knew what he had to do. Brian went looking for revenge. He found the kids responsible for his beloved sister's death, but despite his large size, Brian was outmatched. After being savagely beaten by his sister's killers, he was thrown into Lake Hope. Unable to swim, he drowned. The body was never recovered.

Mr. and Mrs. Vinder left town soon afterwards. And that is when the stories began. Some say you can see the mournful ghost of Clarissa Vinder searching the forest around Lake Hope, or the halls of Hodder High School for her lost love. Others say if you go into the forest late at night, alone, you may run into the vengeful spirit of Brian Vinder, and never return. 

Now, after 30 years, the legends have come true. An undying hatred and need for vengence has resurrected Brian Vinder from his watery grave, searching for the retribution against the town and people who wronged his family three decades ago.

Story Ideas

The Horror at Camp Hope

The Cast Members are workers at Camp Hope, or staying there over the weekend, the night Brian Vinder is resurrected. As a horrible storm rages, washing out all the roads to Camp Hope, Brian knocks out all the power, and telephone lines to the camp. It is only a matter of time before the bodies count starts to rise. Can the characters stop Brian Vinder before he starts attacking other campers and children. Or do the characters try to escape through the raging storm? And if they escape, how long will it be before Brian Vinder comes after them?

Sins of the Fathers

The Cast Members are either the teenage children or grandchildren of those that originally murdered Brian Vinder. On the night he is resurrected, Brian comes directly after them. The Cast Members themselves may not know that their fathers and grandfather were responsible for the murder. Uncovering the truth, and bringing those who committed the crime to justice may stop Brian's rampage. Of course, while they attempt to do so, they will have to avoid and survive Brian's attacks.

Home Fires

The Cast Members decide to attend a party in the abandoned Vinder home. The former Vinder house is a large place, two stories, with a basement, secluded from the rest of town by a thick forest that surrounds it. Unfortunately for the party-goers, it is the same night Brian Vinder returns from the grave. And Brian is going to return to the one place he loved during life -- his home.

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

 Reply-To: flesh_rpg@edenstudios.net

 To: flesh_rpg@edenstudios.net Save Address

 Subject: [Flesh_rpg] Brian Vinder Template

 Date: Thu, 25 May 2000 17:22:38 EDT

Brian Vinder

Strength: 7 Intelligence: 2

Dexterity: 2 Perception: 2

Constitution: 4 Willpower: 2

Life Points: 54 Speed: 4

Endurance: n/a Essence: 19

Attacks: As per normal human, or weapon type. Bear-Hug strength equals D4(2)x10 a round.

Climbing 2

Swimming: 2

Weak Spot: All

Getting Around: Life-Like; Aquatic; Climbing

Strength: Monstrous; Damage Resistant; Iron Grip, Hug of Death

Senses: Like the Living; Life Sense

Sustenance: Who Needs Food?; Soul Sucker (Whenever Brian kills someone, their soul is automatically sucked into his undead body)

Intelligence: Language; Long Term Memory; Problem Solving (Tool Use 3)

Spreading the Love: n/a.

Special Feature: Regeneration (5). All those who see Brian Vinder suffer a -2 penalty on Fear Tests

 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] A Small Town In Hell (Setting)

 Date: Thu, 25 May 2000 14:27:47 PDT

<Snip> 

Lots of brilliant stuff. And so much more rich for the picking. 

Now all we need is 'teenager' archetypes (and I don't mean the sullen kind, who hide from the sun all day). 

Ferg

 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] A Small Town In Hell (Setting)

 Date: Thu, 25 May 2000 17:35:22 EDT

<< Lots of brilliant stuff. And so much more rich for the picking.>>

Thanks!

<< Now all we need is 'teenager' archetypes (and I don't mean the sullen kind, who hide from the sun all day). >>

Already working on that. Got "Small Town Cop" and "Vengeful Nerd". I'll send them along when I get more. By the way, Athlete and Cheerleader would be good archetypes for the setting. *grin*

Bruce

 From: twilight@vbe.com Save Address - Block Sender

 Reply-To: flesh_rpg@edenstudios.net

 To: flesh_rpg@edenstudios.net Save Address

 Subject: Re: [Flesh_rpg] Campaign Help

 Date: Thu, 25 May 2000 17:58:53 -0500

> Hmmm. My impression is that they have no friends there in Texas, which is

> a nice way to isolate them; they're on their own, scavenging what they

> can, and dealing with the natives.

>

> Is the child with them? (One of them's a single parent now.) Or is the kid

> with his or her grandparents while parent takes a road trip?

The child isn't w/ them. W/ character's npc sister. No friends in Texas.

Guy

 From: twilight@vbe.com Save Address - Block Sender

 Reply-To: flesh_rpg@edenstudios.net

 To: flesh_rpg@edenstudios.net Save Address

 Subject: Re: [Flesh_rpg] Campaign Help

 Date: Thu, 25 May 2000 18:01:34 -0500

> Although it sounds a bit like 'Uncle Timothy's Will' from CoC Blood

> Brothers. You could rip off worse!

I've don't play Call of Cthulu. So I've never heard of that module before. I'll try detailing the alotment of items from the will to create some tension.

Guy

 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] Campaign Help

 Date: Thu, 25 May 2000 20:27:52 -0400

Plus side of kid not being there: character has freedom to act. Down side: character may spend entire game going back to kid instead of dealing with local problems, and you have one less person to endanger.

You'll need some false shocks on the way down, and since they know it's an AFMBE game, the feints will have to have a zombie kind of slant. Lots of visits to hospitals, morgues, cemeteries, places of the dead. Make sure they drive through military cemeteries and Civil War battlefields on the way down. ("Hey, let's have a picnic in this graveyard!")

John

 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] Contagion (long)

 Date: Thu, 25 May 2000 21:16:13 EDT

In a message dated 5/25/00 2:15:55 PM Eastern Daylight Time, JMcMullen@rim.net writes:

<< The confusion may be because both "The Hot Zone" and "Outbreak" (loosely based on the book) show an airborne version -- which turned out to affect only monkeys. >>

Yeah we lucked out on that one kids.

Ab3

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

 Reply-To: flesh_rpg@edenstudios.net

 To: flesh_rpg@edenstudios.net Save Address

 Subject: Re: [Flesh_rpg] A Small Town In Hell (Setting)

 Date: Thu, 25 May 2000 21:35:25 EDT

In a message dated 5/25/00 5:38:06 PM Eastern Daylight Time, MacMourna@aol.com writes:

<< Already working on that. Got "Small Town Cop" and "Vengeful Nerd". I'll send them along when I get more. By the way, Athlete and Cheerleader would be good archetypes for the setting. *grin* >>

Don't forget...

"Rich Kid" (Quote "Don't worry we can borrow guns and a sport utility vehicle from my Dad")

"Caucasian Wannabe Gangsta" (Quote "All the girlies say I'm pretty fly for a white guy.")

"The 17 year Old Freshman" (Quote "Woah Zombies. Does this mean the midterm is canceled?"

"The Band Nerd" (Quote "But civilization can't collpase- I just spent three weeks selling all that damn candy!")

"The Hardcore Gamer" (Quote "Oh yeah I can turn undead... I just can't turn back.")

"The Kid that Failed Woodshop" (Quote "AUUUUGH!!! MY THUMB!!!!")

"The Hardcore CCG Player" (Quote "Tap this motherfucker.")

"Special Ed Student" (Quote "Timmy!")

"Utter Outcast with Secret Telekinetic Powers" (Quote "Me? Prom Queen? I'm so flattered. Stand here on the big X Sure...)

Ab3

 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: The Kid

 Date: Thu, 25 May 2000 22:23:49 -0500

I figured that, since everyone's talking about kid characters, I'd repost my Kid archetype from March 19th.

::NOTE FROM ARCHIVEIST: See the Third Archive to find this archetype::

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

 Reply-To: flesh_rpg@edenstudios.net

 To: flesh_rpg@edenstudios.net Save Address

 Subject: Re: [Flesh_rpg] Now is the Dawn of the NU You (Long and alittle late :-)

 Date: Thu, 25 May 2000 22:31:09 -0400

Graveyard Greg wrote:

>

> At 04:17 PM 5/24/00 -0400, you wrote:

> >Ok so it's a little late but this has been a wacky week for my family so

> >now without further ado...

> >

> >The NU You

>

> Hmmm....George, you planning on posting this to the web? If not....

>

> Graveyard "Hint hint" Greg

>

>

George????? Who's George... I'm Kyle....:-)

yep I'll be happy to send this to you to put up at GO and anywhere else that wants it.

Just put my name up with it :-)

Well now it's off to write up the architypes and Japan and a post about Angel on the news groups...... I lead such a full life :-)

 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] Now is the Dawn of the NU You (Long and alittle late :-)

 Date: Thu, 25 May 2000 22:27:56 -0700

> > Hmmm....George, you planning on posting this to the web? If not.... 

> > 

> > Graveyard "Hint hint" Greg 

> > 

> > 

> George????? Who's George... I'm Kyle....:-) 

Seeing as how George Vasilakos owns this little listserv, I figure I'd ask him before I decide to post anything that technically belongs to him 

Graveyard Greg

 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] A Small Town In Hell (Setting)

 Date: Thu, 25 May 2000 23:51:09 EDT

<< "The Hardcore Gamer" >>

Well, the Vengeful Nerd archetype does have Role Playing at level 4. Hahahaha

Bruce

 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] Contagion (long)

 Date: Thu, 25 May 2000 22:58:26 CDT

According to the CDC: 

(http://www.cdc.gov/ncidod/dvrd/spb/mnpages/dispages/ebola.htm) 

Infection with Ebola virus in humans is incidental -- humans do not "carry" the virus. Because the natural reservoir of the virus is unknown, the manner in which the virus first appears in a human at the start of an outbreak has not been determined. However, researchers have hypothesized that the first patient becomes infected through contact with an infected animal. 

After the first case-patient in an outbreak setting (often called the index case) is infected, the virus can be transmitted in several ways. People can be exposed to Ebola virus from direct contact with the blood and/or secretions of an infected person. This is why the virus has often been spread through the families and friends of infected persons: in the course of feeding, holding, or otherwise caring for them, family members and friends would come into close contact with such secretions. People can also be exposed to Ebola virus through contact with objects, such as needles, that have been contaminated with infected secretions. 

-Oaxaca

 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] Now is the Dawn of the NU You (Long and a little late :-)

 Date: Fri, 26 May 2000 05:08:01 GMT

::SNIP:: 

> The NU You 

>

> History 

>

::SNIP:: 

> the thing to scare people away from getting Bio-comp implants. 

> Unfortunately for the rather moderate church leaders the person in 

> charge of the project, Brother Michael Ludd, held some rather radical 

> views. He felt that people with Bio-Comp chips were sinners most vile 

> and should be removed before the evil of their transgressions could 

> taint the rest of humanity. With his loyal cell of technicians he 

> changed the scope of the now dubbed Lazarus Project. Rather then 

> re-animating the dead the virus would shut down the brains of the 

> living. Purging the earth of their evil. 

So far, so good. Nice to see the Ludds haven't changed. ;> Perhaps you should tie in the bio-comps to the whole "they shall be numbered" bit from Revelation. 

::SNIP:: 

> Almost immediately the virus began to spread through the Dick Clark 

> Memorial New Years celebration feed. Soon people were falling into 

Cute. =] 

::SNIP:: 

> The Present 

::SNIP:: 

> That was when they first discovered the new types of zombies. Strange 

> masses of humans who moved together like one giant beast. Others that 

> looked like patchwork monsters stitched together with parts of tools and 

> animals. 

In the Hills, the Cities, by Clive Barker, is what this reminds me of, in a good way. That was a creepy story. 

::SNIP:: 

> accordance to simple computer commands. But soon they begin to evolve 

> to animal like intelligence and then human. 

> This leaves humans in a bit of a bind as the zombies become more 

> intelligent they begin to absorb more people and remaining technology 

> and begin to grow out of the cities. 

And they are going to have to realize that they need to start "growing" replacement fleshy bits, so that is a good plot thread to develop. 

> Zombies 

>

> Squawk Boxes, aka Chip Heads. 

>

> These are the most numerous of all zombies in the NU You earth. The 

So they mainly wander around gathering bits for their AI "masters" and aren't too much of a threat unless the PCs make threatening gestures? 

> Patchworks, aka Frankenstein 

And these are the "feeders," correct? Green patchwork needs biomass, badly. =] 

::SNIP:: 

> Mobs, aka Burning Men 

These guys weird me out. Imagining the arm, made up of a dozen people, reaching out to grasp a castmember, each "piece" of the limb extending their arms like a mass of tenticles, dozens of hands grasping as one...::Shudder:: 

::SNIP:: 

> *The Factory 

> The factory is the source of the artificial intelligences. At it's 

> height before the Day of Lazarus NU/Tech had a factory in many major 

> cities in the world. Now they are the source of the NU You zombie 

> hordes. 

> All Factory Intelligences go through the following stages of 

> development. 

Good detailing on the levels of development, I like. 

::SNIP:: 

> Japan is the only location of a stage 5 AI. 

> Because of the dense population and the High tech nature of the country 

It's all that Gun-dam Anime! =] 

> almost everyone was turned into a zombie. Also the factory was the 

> largest in the world since the one had to supply all of Japan. The AI 

> developed quickly there and within a few months had reached stage 5 

> intelligence. When the AI achieved stage 5 intelligence it became 

> truly aware. It then began to acquire as much information as it could. 

 ::SINP:: 

> the source of the zombies. A team of five entered the factory. They 

> were followed by one of the team's children, a young girl who was afraid 

> to be left alone. As the team was captured the AI let the child enter 

> the innermost sanctum of the factory and there they had a conversation. 

Looking foward to hearing what happened here. 

> I hope you like my world in hell 

So far, it's cool. Looking foward to more. Quite a few original ideas, and further stretches the game's edges, showing what potential there is in AFMBE. Good work. 

-- 

GAry m, minor epot 

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

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

Life isn't meant to be taken in baby steps. 

 - Fraiser Crane 

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] Contagion

 Date: Fri, 26 May 2000 05:14:10 GMT

> I should have been revising, but I did this instead. Have fun with it. 

> Failure to provide feedback will shatter my fragile ego. 

>

> -Ed. 

>

> Contagion 

> ========= 

::MASSIVE SNIP:: 

Good history and viral technobable that sounded good. I like the adaption of the extra arms, to add that cool FREAK factor. You loose a few points, tho, for making me remember Escape from LA. =] 

Just to clarify, the infected are brain-dead, but not undead? And when do we get a write up of them? And how many points does "extra limbs" Cost? I don't remember it in the book off the top of my head. Submit more soon! 

-- 

GAry m, minor epot 

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

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

Life isn't meant to be taken in baby steps. 

 - Fraiser Crane 

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] A Small Town In Hell (Setting)

 Date: Fri, 26 May 2000 05:32:25 GMT

> This setting is based on slasher flicks like Friday the 13th and Halloween. 

> It is a bit different from other settings, in my opinion, in that instead of 

> there being legions of undead harassing the Cast Members, there is only one 

> "super-zombie" after them. 

>

> It is a bit long. Comment and Critiques welcome. 

>

> Bruce 

::SNIP:: 

A good riff on the unkillable maniac, which I like (I have a Jason fig on my computer desk, as well as a Myers) and having just read a bit about Jason X (Slaugher by any means neccessary? Sorry...somebody stop me!) where Kane Hodder talks about Jason's personality and calls him a zombie, the idea had been ticking over in my head like a cooling engine. Good scenario ideas, great for that one-shot punch. More than that and it could drag. Like Jason 2, 3, 8, etc. I have to admit, the ones where they mixed things up a bit (the psi girl and Jason goes to hell) were guilty pleasures. But I'm rambling now. =] 

-- 

GAry m, minor epot 

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

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

Life isn't meant to be taken in baby steps. 

 - Fraiser Crane 

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] Brian Vinder Template

 Date: Fri, 26 May 2000 06:03:57 GMT

> Brian Vinder 

::SNIP:: 

> Special Feature: Regeneration (5). All those who see Brian Vinder suffer a 

> -2 penalty on Fear Tests 

Looks good. I'd add this bit: 

When Brian Vinder looses 15 or more dead ponts from one attack, he drops into a dead-like state for 1d6 minutes. He then will recover, but will remain "possum" until the cast member gets within arm/weapon reach, is alone or unobserved. 

When Brian Vinder looses 2/3 of his deadpoints, he falls into a dead-like state until fully regenerated. He will attempt to make his way back to the lake to recover there. If he is bound in some way in the lake, he is traped there for 1D6 months, or until freed by an NPC or cast member, which ever comes first. 

-- 

GAry m, minor epot 

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

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

Life isn't meant to be taken in baby steps. 

 - Fraiser Crane 

DNRC Member since 1995 · ICQ#: 8391493 · www.geocities.com/sneezythesquid
 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 ideas

 Date: Fri, 26 May 2000 11:07:27 CEST

> 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 

I know this thread's like a week old, but hey!!! 

Here's some more... since I can't contribute anything more useful than this right now: 

"The Dead of the Night" 

"House of the Holey" 

(sorry... "D'yer Mak'er" was just on the radio...) <grin> 

"Untombed Melodies" :) (you got it... classic rock night) 

Ugh... brain cramp... more later maybe...

From: Edward Perkins <Lexitus@hive96.freeserve.co.uk> Save Address - Block Sender

 Reply-To: flesh_rpg@edenstudios.net

 To: flesh_rpg@edenstudios.net Save Address

 Subject: Re: [Flesh_rpg] Contagion

 Date: Fri, 26 May 2000 10:20:37 +0100

"g. m." wrote:

> Good history and viral technobable that sounded good. I like the adaption of

> the extra arms, to add that cool FREAK factor. You loose a few points, tho,

> for making me remember Escape from LA. =]

>

> Just to clarify, the infected are brain-dead, but not undead?

Yup. They're pretty good zombie analogues though, psychotically violent, very tough to kill. The general idea was to make it plausible; Ebola does indeed cause psychosis in a certain number of its patients. There have been violent incidents when highly infectious patients insist that they're fine, and try to discharge themselves, resisting when the doctors refuse to let them.

> And when do we

> get a write up of them? And how many points does "extra limbs" Cost? I don't

> remember it in the book off the top of my head. Submit more soon!

>

Aye. I'll get to the actual infected stats this weekend. As for extra limbs... I dunno. If there's nothing in the book, then I'll make something up. ;-)

-Ed.

--

That which is born is born to suffer

That which is made is made to serve

 -Paracelsus

Edward Perkins

E-mail Lexitus@hive96.freeserve.co.uk

Web Site http://www.members.tripod.com/Lexitus

PGP Key http://www.members.tripod.com/Lexitus/edwardperkins.asc
 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] Contagion (long)

 Date: Fri, 26 May 2000 11:37:27 CEST

I read Hot Zone years ago too. After I saw the 60 minutes episode about the monkey house. I don't think it was airborne there either. It was just the fact that the warehouse was within 20 miles of DC that was the frightening part. If the little idgits had gotten out to spread it like the one in Outbreak did... game over. WE were lucky.

 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: SV: [Flesh_rpg] Contagion (long)

 Date: Fri, 26 May 2000 11:34:55 CEST

> Hello. 

> I have been with this list for some time now, and this is my first 

> post. About the Ebola Virus, i have heard that it is airborne. One of 

> my teachers said it. /JG

Not yet that they know of. If it was we'd all be history already. 

That's one of their biggest fears about that baddie. 

 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] A Small Town In Hell (Setting)

 Date: Fri, 26 May 2000 11:55:08 CEST

> <Snip> 

>

> Lots of brilliant stuff. And so much more rich for the picking. 

>

> Now all we need is 'teenager' archetypes (and I don't mean the sullen kind, 

> who hide from the sun all day). 

Had to get me started, eh, Ferg? :) 

1)- Pregnant Teen-age High School Drop-out 

2)- Stoned skater fiend 

3)- Stuck-up Snotty Rich Bitch Daddy's Girl 

4)- Pimply-Faced McDoogal's Drive-thru Kid 

5)- Miss Swan masquerading as an Ugly Duckling (ie-she's all that chick) 

6)- Gearhead Autoshop Guru

 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] A Small Town In Hell (Setting)

 Date: Fri, 26 May 2000 12:05:20 CEST

> This setting is based on slasher flicks like Friday the 13th and Halloween. 

> It is a bit different from other settings, in my opinion, in that instead 

> of 

> there being legions of undead harassing the Cast Members, there is only one 

> "super-zombie" after them. 

>

> It is a bit long. Comment and Critiques welcome. 

Cool idea so far, Bruce. A few questions: 

1- Any stats for Brian? 

2- Plans for Clarissa coming back?

 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] Brian Vinder Template

 Date: Fri, 26 May 2000 12:07:22 CEST

> Brian Vinder

LOL!!!! Obviously... I DO NOT read all my mail before replying. Apologies. :) 

 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] Campaign Help

 Date: Fri, 26 May 2000 12:45:40 CEST

 >> ::SNIP:: 

>> And John Tynes is who? And his website is where? :) 

>

> Mr. Tynes is one of the talented brains behind PAGAN PUBLISHING, which 

> gives us some of the best mind-bending stuff ever put out for CoC. This 

> includes the Origins Award winning DELTA-GREEN, and UNKNOWN ARMIES with 

> Greg Stoltz(if I spelled that right). He's a fantastic writer and has all 

> kinds of cool stuff. I buy everything he writes. 

I read about him yesterday, but if ya'll keep stroking like that... :)

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] A Small Town In Hell (Setting)

 Date: Fri, 26 May 2000 06:45:08 EDT

How about

Foreign Exchange Student from france (Quote "We must surrender to the zombies it is our only chance!")

 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] A Small Town In Hell (Setting)

 Date: Fri, 26 May 2000 10:53:06 GMT

> How about 

>

> Foreign Exchange Student from france (Quote "We must surrender to the zombies 

> it is our only chance!") 

Would that make the game "All French Must Be Eaten"? Has a few bennies: No one will try to convince us to eat snails anymore and Zombie dental hygene from getting a flossing when chewing on the legs. 

Or would that be in Mien Zombie? =] 

-- 

GAry m, minor epot 

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

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

Life isn't meant to be taken in baby steps. 

 - Fraiser Crane 

DNRC Member since 1995 · ICQ#: 8391493 · www.geocities.com/sneezythesquid
 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] A Small Town In Hell (Setting)

 Date: Fri, 26 May 2000 06:56:16 EDT

In a message dated 5/26/00 6:54:10 AM Eastern Daylight Time, gm1970@hotmail.com writes:

<< Would that make the game "All French Must Be Eaten"? Has a few bennies: No one will try to convince us to eat snails anymore and Zombie dental hygene from getting a flossing when chewing on the legs. >>

Howzabout "All Flesh must be Altered?"

Zombie Tailors on the rampage....

Ab3

 From: "Oliver - Macklin, Mark - NEP" <molivermacklin@nep.co.uk> 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] A Small Town In Hell (Setting)

 Date: Fri, 26 May 2000 11:56:44 +0100

<<< Foreign Exchange Student from france (Quote "We must surrender to the zombies it is our only chance!") >>>

Oooooo.

What about an Italian Exchange Student? "Yes I know we were fighting the Zombies but we need to swap sides now the humans are loosing!"

An American Student in Europe? "The locals are winning now, quick join in on their side! When it's over we can then make loads of films about this, leave everyone else out and pretend that we did it all!"

In all fairness I should include an Exchange Student from Britain now. "Sorry Mother dearest I can't make it home for tiffin a Zombie horde a hundred thousand strong has just turned up around the campus. Don't worry I'll just grab my pen knife, they don't like it up 'em, and it'll all be over before Christmas"

I think this has started something.....

 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] A Small Town In Hell (Setting)

 Date: Fri, 26 May 2000 07:08:38 EDT

In a message dated 5/26/00 7:07:23 AM Eastern Daylight Time, molivermacklin@nep.co.uk writes:

<< I think this has started something..... >>

Exchange Student From Greece---"Watch your ass!"

Ab3

 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] A Small Town In Hell (Setting)

 Date: Fri, 26 May 2000 13:10:18 CEST

> How about 

>

> Foreign Exchange Student from france (Quote "We must surrender to the 

> zombies it is our only chance!") 

Or... "You may NOT go through my yard to get to them!! Walk around!!" 

I have a feeling I dated myself with that one...

 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] A Small Town In Hell (Setting)

 Date: Fri, 26 May 2000 07:24:44 EDT

In a message dated 5/26/00 7:11:18 AM Eastern Daylight Time, mud_pup@hotmail.com writes:

<< > Or... "You may NOT go through my yard to get to them!! Walk around!!"

 I have a feeling I dated myself with that one...>>

Don't feel bad I dated myself through most of the Eighties.

Ab3

 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] A Small Town In Hell (Setting)

 Date: Fri, 26 May 2000 13:27:02 CEST

><<< Foreign Exchange Student from france (Quote "We must surrender to the 

> zombies it is our only chance!") >>> 

>

> Oooooo. 

>

> What about an Italian Exchange Student? "Yes I know we were fighting 

> the Zombies but we need to swap sides now the humans are loosing!" 

>

> An American Student in Europe? "The locals are winning now, quick 

> join in on their side! When it's over we can then make loads of films 

> about this, leave everyone else out and pretend that we did it all!" 

>

> In all fairness I should include an Exchange Student from Britain now. 

> "Sorry Mother dearest I can't make it home for tiffin a Zombie horde a 

> hundred thousand strong has just turned up around the campus. Don't 

> sorry I'll just grab my pen knife, they don't like it up 'em, and 

> it'll all be over before Christmas" 

>

> I think this has started something..... 

Probably an international incident. <<yuk-yuk>> :) 

Although I ALWAYS take offense at anything vs the US of A. It's kinda funny... I LOVE listening to Euros that work for Uncle Sam talk about how fucked up America is in one breath, then tell me about the holiday plans for Florida and California.... not to mention they wouldn't think of quitting... ...my next rant would be... I personally know PLENTY of Joes who would rather be based Stateside as opposed to all over the globe. If the rest of the world quit yelling for our help every time they got in a bind... maybe alot of US AND British troops could spend the holidays at home instead of deployed... 

... officially... I'm gonna drop this thread unless someone wants to debate it OFFLIST.

 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] A Small Town In Hell (Setting)

 Date: Fri, 26 May 2000 13:55:34 CEST

>> Or... "You may NOT go through my yard to get to them!! Walk around!!" 

>>

>> I have a feeling I dated myself with that one... 

>

> Don't feel bad I dated myself through most of the Eighties. 

I didn't mean self-love. :)

 From: "Oliver - Macklin, Mark - NEP" <molivermacklin@nep.co.uk> Save Address - Block Sender

 Reply-To: flesh_rpg@edenstudios.net

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

 Subject: [Flesh_rpg] Game idea

 Date: Fri, 26 May 2000 13:52:33 +0100

I've got an adventure idea bouncing around in my head and would welcome any opinions on it. Some of it's in more details than the rest but these are pretty much the notes I've written to run the game.

Firstly credit where credit is due it's based around the "Two Rotten Thumbs" adventure seed and also uses some of the ideas from one of the stories in the AFMBE rule book.

The first adventure in my campaign used the seed given on the AFMBE web site about the car crash on the highway. That ended with the players and some survivors being flown away in a military helicopter from the Zombie swamped restaurant. This adventure will use the same setting and is set a little bit before, hopefully the penny will drop and the players will realise they are seeing a bit more of the background to what happened in their first game.

Regards,

Mark

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

There is a small film crew making a Zombie flick in a Graveyard just outside of Argos. It's a real low budget film and the crew consists of the players (playing similar roles to what their characters are, a Policeman will be playing a Policeman), a luvvie actor (think of a broke Kenneth Branagh) and a bossy Director who think's he's making something really worth while who's filming with a decent video camera.

The game will open with the players wondering through a Graveyard late in an Autumn afternoon, no explanation will be given for their presence. A Zombie will lurch out from behind a gravestone and attack one of the players, the rolls will be pulled so no damage is done by the Zombie. The "combat" will continue until one of the players does something that would damage the Zombie, at that point the Director runs out from behind another gravestone clutching a video camera and will berate the players and the Zombie for their poor acting. Cue the luvvie wailing about the "motivations" of his Zombie and how he's trying really hard to get into character.

All the equipment that the players have will be props, guns are loaded with blanks and knifes are rubber.

The luvvie will be sent packing and told to sort himself out and the shoot will begin again. Once more the luvvie will leap out (in some different manner than before, be creative), the Director will again make an appearance and will once again critise the luvvie. He'll demonstrate how a real Zombie will act as the luvvie shambles towards him. Cue the luvvie ripping the throat out of the Director and mumbling "braiiinnnnsss". The luvvie will then turn towards the players, looking around them they will see another Zombie emerge from where the luvvie was hiding and the ground breaking open over other graves.

What to do?

The Director should be given a death scene, he will hand over his video camera and insist that they get the footage released, "it'll be the Zombie flick of the century, I'll be famous! Oh, and you lot as well I guess" he'll manage to croak.

The players will be aware of the grounds keepers house a little way away, they were dropped off at the graveyard in the morning by a minibus hired by the director, it was parked outside that house.

The minibus might have some nifty things in it, oh and a few Zombies by the time they reach it as well. The busses driver has attempted to get away but has crashed not far from the house into a drainage ditch, the bus isn't going to be moved without some heavy assistance (well if my players can think of how a bus can be got out of a ditch then they're welcome to it).

The house should appear to be some kind of refuge, it'll have a few Zombies in it but should be able to be secured. Of course the phone won't be working but what do my players want, luck? Good fortune? Pah!

A player that goes to the back of the house will notice another low lying brick building a little way away from the house. Observant players will notice Zombies wondering in but never wondering out. By that time the ground between the two buildings will be crawling with our flesh eating friends.

If the players don't want to leave the house then have a Zombie start a fire by knocking down a gas tank, chewing an electrical table or something.

The other building

There will have to be some creative way of getting through the undead masses so as to be able to reach this building. If they just want to wade in then make it real hard, hell maybe even take a PC or 2 out, it should be an obviously stupid thing to try and I find that players need to be reminded of Darwin once in a while.....

This is a funeral parlour and it was used by the undertaker. Essential features of this delightful abode are an old well (the shaft appears older than the building though the top part is new), a storage area (coffins and anything else you can think of), morgue style fridge, and a couple of preparation tables. A single corpse occupies one table and blood and other evidence of a violent struggle surround the other table. Lying around will be the equipment used to flush a body through with embalming fluid. Next to the tank that holds the embalming fluid is a bucket, the tank itself is full of water. The body still there hasn't been embalmed yet.

The well drops down to an underground water source, several Zombies are splashing around at the bottom. A gentle breeze is blowing up the well shaft, examination will lead to the discovery that half way down the well shaft is an offshoot which leads to further underground caverns.

The caverns

I'm hoping that the players will use these to escape. Down in the caverns the players will come across an enlarged access tunnel with rails in it, I'm considering leaving an old cart here and I love the idea of Zombies staggering into another cart and setting it in motion after the players. Various Zombie animals will be met down here.

If the players follow the source of the breeze then they will come up in an old warehouse style building, looking around they will see the crash on the highway in the distance and further away the town of Argos. Helicopters will be criss-crossing the sky and they will see some kind of police and army cordon around the town. They are on the outside of this police line, as are the Zombies that will follow them up from the tunnels. At least one animal should be seen to escape.

Heading the other way will eventually lead to a large cavern full of rusting barrels. The barrels are standing in a shallow stream that is flowing through cavern. Turning off any light sources the PCs have will show that the barrels and the stream down flow from the barrels are all glowing a barely perceivable blue. The PCs will also pick up a dose of radiation poisoning, hopefully they'll get medial attention soon, if not bits start dropping off of them and they begin to glow in the dark.

Following the caverns further will lead them somehow into the centre of Zombie infested Argos.

Creative Players

If the players come up with some really way out solutions then good for them. I quite like the image of the group escaping from the house in a hot air balloon made from drinking straws and bedsheets. The aim of the game is to escape the house with their lives, going down the tunnels will lead to some further knowledge of what's going on but it's not the be all and end all.

What next?

The unanimated unembalmed corpse should give them some clues as to what's causing the dead to rise. The barrels, if found, will give a further prod.

Heading into town will lead to another adventure escaping from Argos (have the tunnel they emerge from collapse behind them or some such device).

Heading out of the tunnels will lead to them being detained by the Police and/or army. Won't they be pleased if the players announce that Zombies are getting away.

 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] A Small Town In Hell (Setting)

 Date: Fri, 26 May 2000 09:45:23 –0400

 ::SNIP::

> > I have a feeling I dated myself with that one...

> > >>

> >

> >Don't feel bad I dated myself through most of the Eighties.

> >

> I didn't mean self-love. :)

Yessir, Mr. Maginot, sir.

 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 ideas

 Date: Fri, 26 May 2000 09:53:29 -0400

House of the Rising Dead

Premature Burial

Tomb of the Unknown Zombie

Flesh Biscuits and Tea

A Six-Pack of Zombies

Dead, Undead, and Statistics

The Quick and the Undead

"Send More Cops!" [My favourite line from Return of the Living Dead]

That said, I'm extremely fond of "Spreading the Love" and "All Fans Must Be Eaten".

John

 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] A Small Town In Hell (Setting)

 Date: Fri, 26 May 2000 09:55:31 -0400

> <Snip>

>

> Lots of brilliant stuff. And so much more rich for the picking.

>

> Now all we need is 'teenager' archetypes (and I don't mean

> the sullen kind,

> who hide from the sun all day).

I did a set of character templates for CORPS (another game Jonathan Tweet recommends if you don't want to use Over The Edge), where the teenagers were:

Bambi: Wealthy social climber/cheerleader

Biff: Athlete

Dexter: Class brain

Joe: Average guy

Phoebe: Artistic flake

Spike: Misunderstood rebel

They were more like character classes, so I didn't bother with quotes or personalities.

John

 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] Yet Another Kind of Zombie

 Date: Fri, 26 May 2000 10:17:48 -0400

I was thinking about zombie justifications, and I came up with this one. It doesn't grab me enough to do a whole deadworld, but some folks might like it. It will certainly surprise your players when they try a head shot or a heart shot.

"They Broke The Mould..."

These zombies are created by a fungus. Similar to the fungus that infects certain types of ants and causes them to climb to the top of a nearby object so they can sporulate, this fungus infects a human, takes it through a period of psychosis during which it's infectious, and then, after death, reanimates the body until the pressure of the spore capsules gets to be too great and the body explodes, spraying spores over everything.

A human gets the fungus through an open wound or by inhaling a lot of spores. As there get to be more of them, there are lots more spores.

The initial stage of infection is characterized by fever and noticeable bands of blue, black, and brown circling the initial infection site. Amputation is a possible cure in the first hour, but not effective after that; since the bands don't show up for four to six hours, it won't be a useful option for most people.

The bands of colour mark the concentration of fungal hyphae under the skin. Blue bands tend to be soft, sore, and tender; black bands are hot and swollen, and brown bands are tough and insensitive. If the victim was infected by inhaling spores, the bands of colour won't be visible, but the victim will find breathing painful and there will be lengthy coughing fits.

The second stage is marked by infestation of the brain. Chunks of hyphae have traveled through the circulatory system, reached the blood-brain barrier, and penetrated it simply by growing. Higher brain functions are shut off and the person becomes a hungry killing machine. Since all pain receptors are shut off, the victim is not stopped by most attacks. The victim gets stronger and tougher as the fungus penetrates skeletal muscle.

It's possible to kill the victim by blowing apart the heart. Destroying the brain simply makes it a mindless tough killing machine.

I'm sorry, did I say "kill"? What you're doing is moving the victim into stage three.

The fungus takes on certain characteristics of the tissue it feeds from and replaces. Hyphae that devour muscle tissue work like muscles; hyphae that devour nerve tissues do transmit messages (chemically, not electrochemically; it's slow to think and react).

Stage three starts whenever the fungus has devoured/replaced enough tissue. In the "normal" course of events, that's only a few minutes after clinical death, but if the heart's been blown out, it may take a few hours. The body is now tough and fibrous; the circulatory system does work, since the cardiac fungus squeezes thick fluid through the body. The spores and fruiting bodies start to appear on the head, usually replacing the eyes first. The body moves towards any source of light, and climbs up any obstacles. Once it reaches the highest point it can, it waits until its head explodes with spores.

In stage three, it only defends itself; by this point the nails have grown to become thick yellow claws.

Damage to the head in stage three will release the spores prematurely, infecting all nearby humans who are not wearing filtered breathing gear or canned air. Breathing this strong a concentration guarantees infection.

Of course, you don't want to let it release its cargo of spores, either. 

Fire is the only way to destroy them. Burial simply releases the spores into the soil, where they grow like any other fungus until fruiting bodies appear, pop, and release the spores into a person. Cutting them up just slows down the bits, which move to stage three. Acid might work.

John

 From: Michael Jones <Michael.Jones@pentyre.co.uk> 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] Yet Another Kind of Zombie

 Date: Fri, 26 May 2000 15:40:36 +0100

>I was thinking about zombie justifications, and I came up with this one.

>It doesn't grab me enough to do a whole deadworld, but some folks might

>like it. It will certainly surprise your players when they try a head shot

>or a heart shot.

>

>"They Broke The Mould..." .....

::SNIP::

Fantastic - I think I will keep this one until the players get a bit too big headed - then they will be just right to take it - and take it dry they will!

 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] Thought for the day...

 Date: Fri, 26 May 2000 09:40:43 -0500

Headline from this weeks Reader, a Chicago "alternative" weekly-

CEMETERIES: JUST ANOTHER DEVELOPMENT OPPORTUNITY

Quote from Jerry Garden president of the Chicago Audubon Society,

"Why can't a school have a field trip to a cemetery? That would be a great way for kids to see nature and to understand that a cemetery is not something to be afraid of."

We of course know that a cemetery is something to be very, very, afraid of. The development in the story is on unused land so that aren't any bodies being dug up.

 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] A Small Town In Hell (Setting)

 Date: Fri, 26 May 2000 16:54:30 CEST

> > Or... "You may NOT go through my yard to get to them!! 

 > Walk around!!" 

 > > 

 > > I have a feeling I dated myself with that one... 

 > > >> 

 > > 

 > >Don't feel bad I dated myself through most of the Eighties. 

 > > 

 > I didn't mean self-love. :) 

 Yessir, Mr. Maginot, sir. 

lol... actually I was referring to a whole lotta extra air-miles to bomb Tripoli in the '80s when Rockin' Ronnie Reagan was still in charge. :) Now I DID date myself with that...

 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] Game idea

 Date: Fri, 26 May 2000 07:59:21 PDT

> The game will open with the players wondering through a Graveyard late in 

> an 

> Autumn afternoon, no explanation will be given for their presence. A 

> Zombie 

> will lurch out from behind a gravestone and attack one of the players, the 

::SNIP::

Hi Mark, liked the idea; this is just the only bit that doesn't feel right to me.Players would start knowing why they are there, and a rubber knife is fairly obvious. Now if they were just passers-by hit by a 'Candid Camera' type film director to get 'those genuine reactions', then that sits more easily with me. But it is, I stress, a personal feeling. 

<Snip> 

> The caverns 

> I'm hoping that the players will use these to escape. Down in the caverns 

> the players will come across an enlarged access tunnel with rails in it, 

> I'm 

> considering leaving an old cart here and I love the idea of Zombies 

> staggering into another cart and setting it in motion after the players. 

A classic idea, and probably one of the more standout parts of the adventure for your players. Instant thoughts of 'Indiana Jones and the Temple of Doom' spring to mind, with limbs taken off at intersections and low beams. Even better if one player ends up in the zombies' cart! This bit is ace. 

> What next? 

> The unanimated unembalmed corpse should give them some clues as to what's 

> causing the dead to rise. The barrels, if found, will give a further prod. 

>

> Heading into town will lead to another adventure escaping from Argos (have 

> the tunnel they emerge from collapse behind them or some such device). 

>

> Heading out of the tunnels will lead to them being detained by the Police 

> and/or army. Won't they be pleased if the players announce that Zombies 

> are 

> getting away. 

Or: The film is a hit! The players become superstars. And the studio needs a sequel...They've heard of a rumour the dead are rising in New York... 

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] Yet Another Kind of Zombie

 Date: Fri, 26 May 2000 08:05:47 PDT

> "They Broke The Mould..." 

>

> These zombies are created by a fungus. 

A solid idea, and I'd considered something like this, but couldn't think of a way to make it fly. You clearly have. 

I drew my inspiration from a very old 'Judge Dredd', post "Apocalypse War". This had the homeless becoming a kind of mushroom man, who then popped. They solved the problem by nuking the sector I think. 

Now where do I get one of those in a game? 

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] A Small Town In Hell (Setting)

 Date: Fri, 26 May 2000 11:14:58 -0400

(Pauses 3 seconds then...)

ROFLMAO!!

Dated _yourself_! I get it...

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] A Small Town In Hell (Setting)

 Date: Fri, 26 May 2000 11:13:23 -0400

> >How about

> >

> >Foreign Exchange Student from france (Quote "We must surrender to the

> >zombies

> >it is our only chance!")

>

> Would that make the game "All French Must Be Eaten"? Has a few bennies: No

> one will try to convince us to eat snails anymore and Zombie dental hygene

> from getting a flossing when chewing on the legs.

>

If the legs are eaten do they taste like chicken?

Big Vinni-

I came

I saw

I loafed

RPGers Unite!...ahh forget it..

killian0@ix.netcom.com

ICQ 40951228.

 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] A Small Town In Hell (Setting)

 Date: Fri, 26 May 2000 17:29:10 CEST

> If the legs are eaten do they taste like chicken? 

C'mon Vinnie... you know EVERYthing tastes like chicken. :)

 From: "Oliver - Macklin, Mark - NEP" <molivermacklin@nep.co.uk> 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] Game idea

 Date: Fri, 26 May 2000 16:24:12 +0100

<<< Players would start knowing why they are there, and a rubber knife is fairly obvious. >>>

That is a weakness but I wanted to do some kind of trick start where I could put the players in a controlled situation and limit what they had with them. I could make say that they all have to be Policemen and have them called out to the cemetary but we then have police cars and guns.

That sort of begining is the sort of thing you might get in a low budget horror movie, the only way I can really pull it off is to keep the players in the dark. I like to start my games "in media res" (brownie points if anyone can tell me the game that recomended that one) and this lets me do that, get down to some scene setting and then hit them with the real Zombies.

While it's unrealistic the begining bit will be kept very short and they'll get the full tale the moment one of them does something that would damage the Zombie.

The opening is just for fun.

<<< Instant thoughts of 'Indiana Jones and the Temple of Doom' spring to mind, with limbs taken off at intersections and low beams. Even better if one player ends up in the zombies' cart! This bit is ace. >>>

Indeed, when I started to work out the escape via the tunnels there was no way that I could leave the Temple of Doom sequence out :) Simply way too much fun.

I was thinking of having a two way passage, follow the breeze to get out. However out would be up where the carts won't go. Sooooo the passage will now lead down to the barrel chamber, the other way will be to a sealed exit. From there there will be two passages, one will have the breeze and that will lead to the service entrance. At that point I won't mention the breeze and they can either guess (and have a 50-50 chance of ending up in Zombie central) or remember (or they'll really surprise me and use common sense) the breeze and look for it.

Mmmmm, it's a bit unrealistic that a breeze would blow all that way and up the well but what the hell I do like that cart idea :)

<<< And the studio needs a sequel...They've heard of a rumour the dead are rising in New York... >>>

Campaign!

Hurrah!

Thanks for the response.

Mark

 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] A Small Town In Hell (Setting)

 Date: Fri, 26 May 2000 11:39:49 -0400

and of course so would FROGs legs...the french, get it?

Big Vinni-

I came

I saw

I loafed

RPGers Unite!...ahh forget it..

killian0@ix.netcom.com

ICQ 40951228.

 From: Daniel Holmes <danielh@dakcs.com> Save Address - Block Sender

 Reply-To: flesh_rpg@edenstudios.net

 To: flesh_rpg@edenstudios.net Save Address

 Subject: Re: [Flesh_rpg] Yet Another Kind of Zombie

 Date: Fri, 26 May 2000 09:41:41 -0600 (MDT)

> "They Broke The Mould..."

I like it. I'm going to have to adapt this to my Deadlands game. Apologies to those who already know the background, but I'll see how it adapts. Deadlands is a Western game, with a few twists. Basically, some weird stuff has happened during the Battle of Gettysburg, and released some bad juju in the world. It's got a decidedly steampunk flavor, with horror elements thrown in. (That is why I'm interested in AFMBE, for ideas in Deadlands). Anyway, here's the gist of what I was thinking:

A Mad Scientist was creating a new healing salve, but somehow he botched it. The salve was the zombification fungus as described, but there was no telling bands. The posse stumbles on this town just as the MS was testing his salve on Timmy, the kid who fell down the mineshaft. I might make the zombies a little more intelligent, Timmy would run away, infect his dog, dog brings it back to town, that sort of thing...

Any comments? I'm trying to add more horror to my game, rather than the standard 'You see something weird' stuff...

Can I copy your original mail to the deadlands listserv?

Thanks,

Dan

--

Daniel D Holmes, N7NKR I'net: danielh@dakcs.com

Standard disclaimers apply wherever you can find a sticky spot.

"OK, your liver, two sheep, and a grain" --

 Chevan Nanayakkara, during a game of Settlers of Catan

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

 Reply-To: flesh_rpg@edenstudios.net

 To: flesh_rpg@edenstudios.net Save Address

 Subject: [Flesh_rpg] Reprint Ship Date

 Date: Fri, 26 May 2000 11:45:41 EDT

Ok I heard from my printer yesterday.

The AFMBE mainbook will be leaving the printer for distributors on July 7th.

The countdown clock has started...

The ZM Screen goes to press by first week of June (Im still waiting on art) and should be shipping around the same time.

Enter the Zombie is in final layout and awaiting art as well. With luck, that book will make it by end of July.

Both the screen and ETZ have faster tunraround times with the printer since they are not hardcovers.

So July is Zombie month.

George Vasilakos

Eden Studios

Zombie Lord

 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] Reprint Ship Date

 Date: Fri, 26 May 2000 11:59:14 -0400

(SNIP-O-RAMA)

>

> So July is Zombie month.

to quote Doom zombies, "YEH!".

and they did the Shamble of Joy!

Big Vinni-

I came

I saw

I loafed

RPGers Unite!...ahh forget it..

killian0@ix.netcom.com

ICQ 40951228.

 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] Yet Another Kind of Zombie

 Date: Fri, 26 May 2000 11:59:40 -0400

::SNIP::

> > "They Broke The Mould..."

>

> I like it. I'm going to have to adapt this to my Deadlands

> game.

But of course. It's free for anyone to use.

There should probably be a difficult Constitution roll to prevent being infected, because those spores mean this bugger spreads like dawn.

There is a certain appeal to riding into town and seeing dessicated headless corpses clinging to the tops of trees. And look at all the pretty puffballs growing on the earth here....

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] Yet Another Kind of Zombie

 Date: Fri, 26 May 2000 12:02:08 -0400

> From: andrew ferguson [mailto:andrewferguson@hotmail.com]

>

> Now where do I get one of those in a game?

>

I think the fungus grows in areas where a lot of re-killed zombies are buried...it's some kind of side effect of the decay. :-)

John

 From: "Oliver - Macklin, Mark - NEP" <molivermacklin@nep.co.uk> 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] Reprint Ship Date

 Date: Fri, 26 May 2000 16:53:02 +0100

<<< The ZM Screen goes to press by first week of June (Im still waiting on art) and should be shipping around the same time. >>>

Any idea on when it'll be available in stores in the UK?

Regards,

Mark

 From: "Oliver - Macklin, Mark - NEP" <molivermacklin@nep.co.uk> 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] Yet Another Kind of Zombie

 Date: Fri, 26 May 2000 16:59:12 +0100

<<< There is a certain appeal to riding into town and seeing dessicated headless corpses clinging to the tops of trees. And look at all the pretty puffballs growing on the earth here.... >>>

Lovely image :)

Gonna have to remember this one.

It'll also serve as a lesson to those players who become overly keen on headshots as the de-facto Zombie killing method. This'll learn 'em :)

Regards,

Mark

 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] Reprint Ship Date

 Date: Fri, 26 May 2000 12:23:47 EDT

<< Any idea on when it'll be available in stores in the UK? >>

UK releases are generally 2 weeks after the US releases.

George Vasilakos

Eden Studios

Zombie Lord

 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] A Small Town In Hell (Setting)

 Date: Fri, 26 May 2000 18:25:49 CEST

>and of course so would FROGs legs...the french, get it? 

>

> > >If the legs are eaten do they taste like chicken? 

> > > 

> > C'mon Vinnie... you know EVERYthing tastes like chicken. :)

Which of course would bring us full circle to the age-old question, 

Vinni.... which is...? 

 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] A Small Town In Hell (Setting)

 Date: Fri, 26 May 2000 12:35:13 -0400

> Which of course would bring us full circle to the age-old question,

> Vinni.... which is...?

What do Frog's legs taste like?

Big Vinni-

I came

I saw

I loafed

RPGers Unite!...ahh forget it..

killian0@ix.netcom.com

ICQ 40951228.

 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] A Small Town In Hell (Setting)

 Date: Fri, 26 May 2000 19:06:54 CEST

> What do Frog's legs taste like?

Nope... if everything tastes like chicken, what does chicken taste like? 

Okay... I'm done with the lame-O jokes, now. :) 

 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] Yet Another Kind of Zombie

 Date: Fri, 26 May 2000 12:33:30 -0500

Great idea!

>Stage three starts whenever the fungus has devoured/replaced enough tissue.

>In the "normal" course of events, that's only a few minutes after clinical

>death, but if the heart's been blown out, it may take a few hours. The

>body is now tough and fibrous; the circulatory system does work, since the

>cardiac fungus squeezes thick fluid through the body.

They likely don't need a circulatory system since all the hyphae are connected and are effectively one big cell?

>The spores and fruiting bodies start to appear on the head, usually

>replacing the eyes first. The body moves towards any source of light, and

>climbs up any obstacles. Once it reaches the highest point it can, it

>waits until its head >explodes with spores.

In most fungi the fruiting body is just a tiny part of a much larger organism underground. I think the largest organism on earth is a fungus in the UP of Michigan that runs for miles and miles under the earth. It would be cool if the after zombies reached the sporulation state they send underground hyphae to all the other sedentary nearby zombies- turning into one giant undead fungus.

 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] A Small Town In Hell (Setting)

 Date: Fri, 26 May 2000 13:53:24 EDT

In a message dated 5/25/00 8:36:38 PM Central Daylight Time, Magwier@aol.com writes:

<< "The Band Nerd" (Quote "But civilization can't collpase- I just spent three weeks selling all that damn candy!") >>

And she can start every sentence with "One time, at Band Camp..."

-Chad

 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] Yet Another Kind of Zombie

 Date: Fri, 26 May 2000 17:55:35 -0400

> From: sjenks@midway.uchicago.edu [mailto:sjenks@midway.uchicago.edu]

>

> They likely don't need a circulatory system since all the hyphae are

> connected and are effectively one big cell?

True, but the movement of cytoplasm is quite slow...on the other hand, it's just a hand-wave. Lose it if you want. I think I wanted thick ichor coming out of the zombie more than anything else.

John

 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] New site name ideas

 Date: Fri, 26 May 2000 18:07:53 CDT

Well, I've decided to go with Spreading the Love. The site is up (www.oaxaca.f2s.com). However, I am having problems getting on the webring. Hopefully, that will get straightened out. Until then, just bookmark it or something. 

The site is coming together, slowly. I'm sorry about the slowness of it. However, please continue to send submissions and ideas to my {capt_dekker@hotmail.com} account. I'll be posting them as quick as I can. 

Thank you to everyone that has submitting info, ideas, stuff, names for the site, and to those who may soon do so. 

Oaxaca

 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] A Small Town In Hell (Setting)

 Date: Sat, 27 May 2000 05:14:02 GMT

> And she can start every sentence with "One time, at Band Camp..." 

"...I killed a zombie w/ my flute!" 

Sorry...couldn't resist... 

Of course, if you're going to make student templates, ya need a few teachers...how about the shop teacher? Or, the gym teacher (Okay, everyone now, archery class!). Really wanna get goofy, make a troope of NPC cafeteria ladies....("Eww...what's in that stew?" "Just shut up and eat it, it's all we could scrounge up, okay?"). 

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] Subscribe

 Date: Sat, 27 May 2000 07:22:20 CEST

> From: Pat Dixon <pdixon@darkwing.uoregon.edu> 

>

> I would like to subscribe to this list! 

>

> Subscribe 

> ********************************* 

> Patrick Dixon * 

> pdixon@darkwing.uoregon.edu * 

> ******************************************************** 

> Coordinator: 20th Annual Oregon Festival of Bands, Oct 23rd, 1999 

> Director: Oregon Jazz Ensemble

No offense meant at all by this, BUT... here's the band guy, guys. :) 

 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] A Small Town In Hell (Setting)

 Date: Sat, 27 May 2000 01:36:35 EDT

In a message dated 5/27/00 1:15:06 AM Eastern Daylight Time, dara_swiftrose@hotmail.com writes:

<< make a troope of NPC cafeteria ladies... >>

"More testacles mean more iron..."

Ab3

 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 ideas

 Date: Sat, 27 May 2000 05:54:43 GMT

::SNIP:: 

> Flesh Biscuits and Tea 

::SNIP:: 

Good ideas, but isn't the above the name of Ferg's site? ;> 

-- 

GAry m, minor epot 

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

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

Life isn't meant to be taken in baby steps. 

 - Fraiser Crane 

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] Game idea

 Date: Sat, 27 May 2000 06:01:21 GMT

::SNIP:: 

> That sort of begining is the sort of thing you might get in a low budget 

> horror movie, the only way I can really pull it off is to keep the players 

> in the dark. I like to start my games "in media res" (brownie points if 

> anyone can tell me the game that recomended that one) and this lets me do 

::SNIP:: 

In Media Res, from issue 10 of The Unspeakable Oath, from Pagan Publishing, for CoC. I've sprung it on several groups, each time with success. Still have the poster I made and the face-mask. =] 

-- 

GAry m, minor epot 

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

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

Life isn't meant to be taken in baby steps. 

 - Fraiser Crane 

DNRC Member since 1995 · ICQ#: 8391493 · www.geocities.com/sneezythesquid
 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: [Flesh_rpg] RE George Romero

 Date: Sat, 27 May 2000 05:25:29 -0400

Hey All

There is a two part article about Romero and his films at Horror Online. It speaks very briefly about the long-rumored fourth in the DEAD trilogy "TWILIGHT OF THE DEAD". Just thought it was an interesting tidbit for the zombie fan.

www.horroronline.com

Later

Jarred W. Wallace

"It's not the cough that carries you off.

It is the coffin that they carry you off in"

 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] Yet Another Kind of Zombie

 Date: Sat, 27 May 2000 05:45:52 -0700 (PDT)

 Cool idea.

 Did you ever read the novel The Fungus? I think that was the name of it anyway. Basically, some scientist starts mucking about genetically altering fungi with the intent of creating vast new food sources for the world's hungry. Things Go Wrong as always and the next thing you know London is transformed into a giant multicoloured fungis city. Everyone become fungus covered zomboids and the scientist herself becomes this mushroomy mothergoddess who everyone in London now worships. There are a select few who are immune to the effects of the new fungi, including the narrator of the book.

 Interesting stuff that you might want to take a look at.

 Thom

=====

Hey-yah hey-yah

Hey-yah hey-yah

John Wayne's teeth,

Are they real?

Are they plastic?

Are the steel?

 -Traditional Coeur d'Alene Tribal Chant

 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 updates!

 Date: Sat, 27 May 2000 13:42:39 GMT

Hello again all! Your tireless servant has gathered up a new archive for your parusal. As I state on the page: 

The Nineth archive covers May 15, 2000 - May 18, 2000 and is 410k. Can we ramble or what? Three days to create a new archive! "Spreading the Love" page by Oaxaca begins, and we start hearing about the NU You. 

Perhaps next week I shall be completly caught up, and can start Stage 2: The Index in Hell! 

The URL again is: 

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

Enjoy and have a good holiday weekend! 

-- 

GAry m, minor epot 

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

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

Life isn't meant to be taken in baby steps. 

 - Fraiser Crane 

DNRC Member since 1995 · ICQ#: 8391493 · www.geocities.com/sneezythesquid
 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] Yet Another Kind of Zombie

 Date: Sat, 27 May 2000 11:08:18 -0400

Thom Marrion wrote:

>

> Cool idea.

> Did you ever read the novel The Fungus?

Ah, yes. A product of the grand old days of the British pulp horror novel. Thanks to James Herbert (who I sincerely hope has given up on being a legitimate writer) they were always called "The ...." something or other. Pick something icky and there was a novel about it. "The Slithering", "The Worms", "The Spiders", "The Fungus" etc. I think "The Fungus" was a Harry Adam Knight one (the guy responsible for the original story of the "Carnosaur" movies, he beat Michael Crighton to the basic plot of "Jurassic Park" by a good fifteen years). I grew up on those things, since our school librarian had a passion for the bottle and was usually too drunk to realise that the stuff on the shelves was less than savoury.

Another luminary of the field was Guy N. Smith, whose books were deeply unpleasent but still a rather good source for horror gaming. His novels "The Walking Dead" and "The Sucking Pit" would be of particular interest to AFMBE gamers.

Quick synopsis;

Both books (one is the sequel to the other, though the plots do not continue), deal with a boggy pool with a bad reputation in a rural wood. The area is contaminated with supernatural evil, though not by any kind of intelligence. It's like radiation - bad for you, but unguided. The problems occur if anyone gets near the pool, for it has a way of luring people to their doom. Once drowned in its murky depths, they return as the living dead. Those resurrected by the pool have their own malicious agenda, which usually involves luring more folks to the pool so that it can consume them too, and getting the knickers off the local totty. The two novels are actually a lot better than the rest of his potboiler output (he was responsible for the dreadful - but remarkably popular - "Crabs" series, featuring a horde of radiation mutated flesh-eating giant crabs on the rampage). Another of his novels featured a horde of undead miners, who'd been buried alive in a mine occupied by a demonic force.

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: Magwier@aol.com Save Address - Block Sender

 Reply-To: flesh_rpg@edenstudios.net

 To: flesh_rpg@edenstudios.net Save Address

 Subject: Re: [Flesh_rpg] Yet Another Kind of Zombie

 Date: Sat, 27 May 2000 11:32:00 EDT

In a message dated 5/27/00 11:12:16 AM Eastern Daylight Time, otherchris@erols.com writes:

<< Ah, yes. A product of the grand old days of the British pulp horror novel. >>

I have fond memories of The Crabs series of novels.

I remember one novel had the line "Crabs or no Crabs I must have you."

i can't write dialouge like that.

Ab3

 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] Yet Another Kind of Zombie

 Date: Sat, 27 May 2000 17:35:37 CEST

> > Cool idea. 

> > Did you ever read the novel The Fungus? 

>

> Ah, yes. A product of the grand old days of the British pulp horror 

> novel. Thanks to James Herbert (who I sincerely hope has given up on 

> being a legitimate writer) they were always called "The ...." something 

> or other. Pick something icky and there was a novel about it. "The 

> Slithering", "The Worms", "The Spiders", "The Fungus" etc. I think "The 

<<snip>> 

I read a bunch of Herbert's books as a kid. The Rats, Lair, Domain, The Dark, The Fog... those weren't bad... THEN. Dunno if I'd like them if I read them today, although I really liked Domain and can actually remember the plot. :)

 From: Geoffrey P Weber <s2gpwebe@titan.vcu.edu> Save Address - Block Sender

 Reply-To: flesh_rpg@edenstudios.net

 To: flesh_rpg@edenstudios.net Save Address

 Subject: [Flesh_rpg] archetypes

 Date: Sat, 27 May 2000 11:58:42 -0400 (EDT)

do you want to see new archetypes in the Supplement books? And if so would you prefer it just being a general assortment (within the genre) like in the main book, or have them based on the scenarios?

 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] Yet Another Kind of Zombie

 Date: Sat, 27 May 2000 11:55:02 -0400

mud puppie wrote:

>

> I read a bunch of Herbert's books as a kid. The Rats, Lair, Domain, The

> Dark, The Fog... those weren't bad... THEN. Dunno if I'd like them if I

> read them today, although I really liked Domain and can actually remember

> the plot. :)

I've still got all Herbert's books, though I've not read them for a long while. They were, frankly, wild, full of scenes that stick in your mind (can anyone who read "The Fog" forget the scene with the demented gym teacher agreeing to getting his nads chopped off with a pair of garden shears?).

The "Rats" trilogy was actually pretty cool; the first "The Rats" was Herberts first novel, and his first success, and was swiftly followed by the sequel "Lair". It wasn't until several novels later that Herbert put the capper on the series with "Domain". The series was - for those who are interested, the tale of a colony of "super-rats"; creatures the size of a small dog, with enhanced intelligence, an ability to control ordinary rats and a thirst for blood. The second story expanded the history of these creatures as they re-appear after being apparently destroyed in the first novel, and gave a possible origin for their intelligence and ferocity. The third in the series, "Domain" takes place after London has been nuked in the first exchange in a limited nuclear war. As the survivors scrabble in the rubble, the rats emerge once again, this time to thrive in the absence of their only natural predator, mankind.

A number of years later there was a sort of coda to the entire series, in the form of a graphic novel set in the far future of the rats world (it's very wierd).

Two of Herbert's novels in particular would be of interest to AFMBE gamers; "The Dark" and "The Fog". The first tells of a superantural cloud of Darkness, within which the murdered and insane spirits of an evil cult take flesh, and the second tells of the accidental release of a bioweapon, a viral cloud (the core of which may or may not be a self-aware lifeform - it's never made clear) which drives people homicidally insane. Both of which show the collapse of an ordered society in the face of a power they cannot control, and "The Fog" is a nice alternate take on the "zombie menace"; rather than shambling undead, the enemy are cunning, drooling maniacs who want to slice you to ribbons - if you're lucky. The "Rats" stories are neat in that they provide an additional menace should the threat of the zombies become a little tame.

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: 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] archetypes

 Date: Sat, 27 May 2000 10:09:17 -0700 (PDT)

--- Geoffrey P Weber <s2gpwebe@titan.vcu.edu> wrote:

> do you want to see new archetypes in the Supplement books? And if so

> would

> you prefer it just being a general assortment (within the genre) like

> in

> the main book, or have them based on the scenarios?

>

>

 I pretty much assumed that's what they were going to do anyway. I got on the AFMBE list too late to get any of the playtest files for Enter the Zombie, but I figured they would have some Hong Kong style archtpes in there. Sort of like Feng Shui without the cyborg apes.

 And then Fistful of Zombies would have things like the Gunslinger, the Gambler, the Hooker with a Heart of Gold, the Indian Warrior, the Indian Wise Man. Pulp Zombie would have a Hard Boiled Detective, a Femme Fatale, a Criminal Mastermind, a Soldier of Fortune, a Scientific Explorer. Etcetera etcetera.

 I don't know. Who was actually here for the Enter the Zombie playtest? Did they have Hong Kong archtypes in them?

Thom

=====

Hey-yah hey-yah

Hey-yah hey-yah

John Wayne's teeth,

Are they real?

Are they plastic?

Are the steel?

 -Traditional Coeur d'Alene Tribal Chant

 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] James Herbert

 Date: Sat, 27 May 2000 22:21:51 -0400

Stephen King says some very nice things about Herbert and The Fog in Danse Macabre. I think that's an excellent book for AFMBE ZMs,

John

 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] James Herbert

 Date: Sat, 27 May 2000 22:24:46 EDT

In a message dated 5/27/00 10:22:45 PM Eastern Daylight Time, JMcMullen@rim.net writes:

<< Stephen King says some very nice things about Herbert and The Fog in Danse Macabre. I think that's an excellent book for AFMBE ZMs, >>

Clive Barker's books of Blood are a great source of inspiration too.

Ab3

 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] Reprint Ship Date

 Date: Sun, 28 May 2000 00:52:31 -0500

> So July is Zombie month

Do we need to make this official? ;]

Mike

 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] Reprint Ship Date

 Date: Sun, 28 May 2000 07:35:00 CEST

> > So July is Zombie month 

>

> Do we need to make this official? ;] 

Already is. They even have a countdown going on the site.

 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] Yet Another Kind of Zombie

 Date: Sun, 28 May 2000 09:40:01 PDT

> There should probably be a difficult Constitution roll to prevent being 

> infected, because those spores mean this bugger spreads like dawn. 

>

> There is a certain appeal to riding into town and seeing dessicated 

> headless corpses clinging to the tops of trees. And look at all the 

> pretty puffballs growing on the earth here.... 

Forgot this last time I replied, But "Fruiting Bodies" by Brain Lumley is a great short story with this premise in mind. Read it if you can. 

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 name ideas

 Date: Sun, 28 May 2000 09:46:25 PDT

> Good ideas, but isn't the above the name of Ferg's site? ;> 

If I had any technical know-how whatsoever I'd call dibs on it! 

Ferg

 From: Jason <barrezio@usa.net> Save Address - Block Sender

 Reply-To: flesh_rpg@edenstudios.net

 To: flesh_rpg@edenstudios.net Save Address

 Subject: RE: [Flesh_rpg] New site name ideas

 Date: 28 May 00 14:54:10 MDT

John McMullen <JMcMullen@rim.net> wrote:

> "Send More Cops!" [My favourite line from Return of the Living Dead]

I could have swore it was "Send More Paramedics". I'll have to watch it again, it has been years...

Jason Caton

"There is no beast without cruelty"

 -Friedrich Nietzsche

 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 ideas

 Date: Sun, 28 May 2000 21:07:08 GMT

> > John McMullen <JMcMullen@rim.net> wrote: 

> > "Send More Cops!" [My favourite line from Return of the Living Dead] 

>

> I could have swore it was "Send More Paramedics". I'll have to watch it 

> again, 

> it has been years... 

Was both...send more paramedics first, then send more cops...I swear, it was just like they were ordering out for a pizza or something! 30 minutes or less, or the brains are free! 

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 ideas

 Date: Sun, 28 May 2000 17:05:57 -0400

It's both...he first time, the zombies say, "Send more paramedics!" but the second time they call for cops.

I heard the line from gamer friends for years before I finaly caught the movie on video.

I like the cops version becuse it's shorter.

John

