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

 Reply-To: flesh_rpg@edenstudios.net

 To: flesh_rpg@edenstudios.net Save Address

 Subject: [Flesh_rpg] Poll time

 Date: Mon, 29 May 2000 01:58:19 EDT

Ok set up an online poll on the Flesh site.

Ill be changing these polls weekly to get some "market research" on what the fans like and want.

George Vasilakos

Zombie Lord

Eden Studios

 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] Poll time

 Date: Mon, 29 May 2000 02:54:03 EDT

In a message dated 5/29/00 1:59:38 AM Eastern Daylight Time, EdenProd@aol.com writes:

<< Ill be changing these polls weekly to get some "market research" on what the

 fans like and want. >>

 More skin on HBO!!!!!!

Ab3

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 Gribblys

 Date: Mon, 29 May 2000 09:02:00 +0100

Gribblys, as promised.

-Ed.

Contagion Gribblys

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

The Infected

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

Strength 4 Constitution 2

Dexterity 2 Intelligence 1

Perception 1 Willpower 2

Dead Points 26 Speed 4

Endurance Points n/a Essence 6

Weak Spot : All

Getting Around : Lifelike

Strength : Strong Like Bull

Senses : Like the Dead

Sustenance : Daily, All Flesh Must Be Eaten

Intelligence : Dumb as Dead Wood, Tool Use 1

Spreading the Love : One Bite and You're Hooked

Power : 19

Brain-damaged beyond all hope of coherent thought, the infected retain just enough faculties to wield crude weapons. Adrenaline courses through their veins, vastly increasing their strength. Once fluid contact with a victim occurs, they will almost certainly contract the retrovirus. Symptoms begin within 24 hours.

The Changed

-----------

Strength 2 Constitution 2

Dexterity 2 Intelligence 1

Perception 2 Willpower 2

Dead Points 26 Speed 4

Endurance Points n/a Essence 6

Weak Spot : All

Getting Around : Lifelike, (Leaping @ +3)

Strength : Dead Joe Average

Senses : Like the Living

Sustenance : Daily, All Flesh Must Be Eaten

Intelligence : Dumb as Dead Wood, Tool Use 1

Spreading the Love : One Bite and You're Hooked

Power : 25

Fear checks against the Changed are made at -2, due to their absolutely revolting nature. The adrenaline surge has long since faded, but the senses have partially returned. Each Changed is different, and, apart from being horribly deformed, the Changed may buy either of the following two traits. These are probably not available to players <g>. Point values are wildly approximate.

Extra Arm (+3)

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

The wild scrambling of the victim's DNA has produced a freakish additional arm sprouting from some unlikely juncture. Each additional arm gives +1 Strength, and probably bonuses towards grappling and other gangly-armed activities.

Extra Leg (+5)

---------

This member of the Changed's "box" gene has be rewritten to express an additional limb whose primary function is motive. For each additional leg, the Changed gains an three points of Speed. As the number of legs grows, so does the possiblity of having the trait Climbing, for 2 points.

Dr M. Johnson

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

Strength 4 Constitution 2

Dexterity 2 Intelligence 2

Perception 2 Willpower 2

Dead Points 26 Speed 4

Endurance Points n/a Essence 6

Weak Spot : All

Getting Around : Lifelike, Leaping

Strength : Dead Joe Average, 2 Extra Arms

Senses : Like the Living

Sustenance : Daily, All Flesh Must Be Eaten

Intelligence : Dumb as Dead Wood, Tool Use 3, Problem Solving, Language

Spreading the Love : One Bite and You're Hooked

Power : 50

It was in the haste of the experiments to find the second vaccine, to correct his earlier mistake that Dr Johnson was bitten by one of his subjects. Through his knowledge, he managed to cool the brain sufficiently, and keep the adrenaline surge under control, avoiding the brain damage suffered by the other subjects. His immune system managed to fight off the virus, leaving his DNA mangled. It wasn't long before he began to change. The Dr. is now recruiting for his new world order. It is pointless trying to stop the virus, when the negative effects can be prevented. He is always accompanied by the rest of his research team, similarly changed. They wish primarily to capture and convert subjects, but will not hesitate to use the weapons that they have taken from dead troops. He is a lethal and cunning adversary.

--

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: simon@delaware.net Save Address - Block Sender

 Reply-To: flesh_rpg@edenstudios.net

 To: flesh_rpg@edenstudios.net Save Address

 Subject: Re: [Flesh_rpg] Poll time

 Date: Mon, 29 May 2000 07:13:21 -0700

Quoting Magwier@aol.com:

> In a message dated 5/29/00 1:59:38 AM Eastern Daylight Time, EdenProd@aol.com writes:

<< Ill be changing these polls weekly to get some \"market

research\" on what the fans like and want. >>

More skin on HBO!!!!!!

More skin on HBO???? What about more skin on Buffy or Angel???? mmmmmmmmmmmmmmmmmm Charisma Carpenter.......

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

 Reply-To: flesh_rpg@edenstudios.net

 To: flesh_rpg@edenstudios.net Save Address

 Subject: [Flesh_rpg] original 1978 blaxsploitation/dixie adventure

 Date: Mon, 29 May 2000 09:47:21 -0700 (PDT)

I've only included the synopsis so I don't fill your inbox with what was 22 typed pages.. the url for the full adventure is...

http://www.geocities.com/poppocabba/afmbeopera.html

plot synopsis

a southern judge (judge turpin) is actually a hidden descendant of the southern family that once owned the land that the hogsqaush state prison is on.they used dark secrets to keep possession of their slaves even after death.the bodies of the slaves have long gone,but their souls are still bound in the ground beneath the prison.they have been communicating with an isolated prisoner (Larry Fischer).they have told him how to create more zombies to come in and free their tormented souls.Larry had decided to bring a fellow inmate in on his scheme,converting people at the nursing home they have work assignments at.The seniors, generally being lonely and in some degree of discomfort ,eagerly participate in the scheme once the word spreads every senior is involved with the powders that make them feel young again.gradually the become more involved even chanting some African rites.they have also had some luck with elderly prisoners inside the jail as well. 

when the rains came the true nature of the promised immortality takes place.they are all zombies moving on the prison to free the trapped souls during the flood Judge turpin has been following events,and plans to welcome the zombies assault on the prison because it will help him in his quest to buy the prison property,and finish the manor his ancestors never could.the more people that die the easier it will be for him.he even takes the majority of the prisons ammunition.he also delays a shipment of food to the prison so the truck will get caught in the flood so he can prime things inside for a riot inside as well.when all the zombies are inside he plans to use the power in the prison foundation to control them.(easily done) he is also planning to use his knowledge of the local pastor’s (Harold Sweeney) sins to blackmail him into making everything easier on the local population. he has also placed morons and easily corruptible people in the prison staffing (cletus woodshed and Tom webber) under the guise of being helpful. the fly in the ointment is the fact that an east coast lawyer,and his wife (Ron and donna Johnson) are imprisoned for reckless driving,the lawyer was a slave in his former life,and the head injury he received in the accident has given him supernatural insights...

 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] Poll time

 Date: Mon, 29 May 2000 17:12:51 -0700 (PDT)

> More skin on HBO!!!!!!

>

> More skin on HBO???? What about more skin on Buffy or

> Angel???? mmmmmmmmmmmmmmmmmm Charisma Carpenter.......

 But Charisma Carpenter looks cute now. If she had more skin then there would be these layers of loose skin hanging from her neck, she'd have arms that had flabby wings underneath, you couldn't even see the cool tatoo on her back anymore because it would be covered with folds of extra skin. Too sad to think about really.

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: "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: Tue, 30 May 2000 10:57:26 +0100

>From: Big Vinni [mailto:killian0@ix.netcom.com]

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

>

<<< What do Frog's legs taste like? >>>

In all honesty they do taste just like tender 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: Tue, 30 May 2000 12:11:49 +0100

From: g. m. [mailto:gm1970@hotmail.com]

Subject: RE: [Flesh_rpg] Game idea

<<< 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. =] >>>

Nice try but no cigar, or no braiiiinnnnsss even.

Nice to see other games recomending the same technique (I've used it in all manner of games) but CoC wasn't where I came across it.....

 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] Game idea

 Date: Tue, 30 May 2000 09:08:40 -0400

I don't know in what game you came across it, but they got it from Greek drama; I think it's part of Aristotle's _Poetics_.

At least one game or supplement contains a stripped-down version of Polti's 36 Dramatic Situations, another useful plot generator.

John

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

 Reply-To: flesh_rpg@edenstudios.net

 To: flesh_rpg@edenstudios.net Save Address

 Subject: Re: [Flesh_rpg] Contagion (long)

 Date: Tue, 30 May 2000 07:58:03 PDT

IIRC Ebola Retton is the only airborne variety, Ebola Ziare and the Mahburg Viruses are all spread through bodily fluids (Anybody else read "Hot Zone" and have a better memory than I?) 

Graham

 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] archetypes

 Date: Tue, 30 May 2000 10:09:45 -0500

>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 think they should have archetypes for each setting, rather than the genre as whole. It sounds like Enter The Zombie is going to have some radically different settings so I don't think it makes sense to group them all together like in the main book.

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

 Reply-To: flesh_rpg@edenstudios.net

 To: flesh_rpg@edenstudios.net Save Address

 Subject: Re: [Flesh_rpg] archetypes

 Date: Tue, 30 May 2000 10:43:47 PDT

My two cents: 

List the archetypes with the scenarios, but put a list of all the archetypes at either the back or front of the scenario section. The list should include a page number, norm/survivor/inspired, and the scenario or deadworld the belong to. 

Graham

 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] Contagion (long)

 Date: Tue, 30 May 2000 17:55:29 -0500

> IIRC Ebola Retton is the only airborne variety, Ebola Ziare and the Mahburg

> Viruses are all spread through bodily fluids (Anybody else read "Hot Zone"

> and have a better memory than I?

Being a, albeit slight, student of virology, Ebola Reston is the only aeresol vectored strain of Ebola and it only affects monkeys. Ebola Zaire and Ebola Sudan are only spread through bodily fluids, as is Marburg.

Pope Mike the Virus Killer

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

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

 Reply-To: flesh_rpg@edenstudios.net

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

 Subject: RE: [Flesh_rpg] Game idea

 Date: Wed, 31 May 2000 00:05:43 -0400 (EDT)

On Tue, 30 May 2000, Oliver - Macklin, Mark - NEP wrote:

> <<< 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. =] >>>

> Nice try but no cigar, or no braiiiinnnnsss even.

>

My guess: Feng Shui.

I ran a zombie game using that system just before I picked up AFMBE. I'm now eagerly awaiting ETZ...

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

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

From: 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] Game idea

 Date: Wed, 31 May 2000 08:47:46 +0100

 > At least one game or supplement contains a stripped-down version

> of Polti's 36 Dramatic Situations, another useful plot generator.

It's also here.

http://www.wordplayer.com/archives/poltisitu.01-12.html

I did have another version that was on one page, with some kind of abstraction of character motivations, but that appears to have wandered off somewhere.

-Ed.

John McMullen wrote:

 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: Wed, 31 May 2000 10:07:32 +0100

<<< My guess: Feng Shui. >>>

Nope, the game that actually gave me the advice to start a session in media res was the 1st edition of Star Wars.

Since then I've used it in most of the games I've played. It tends to get the players into character and mood quickly and give them an initial direction and motive.

After a brief bit of scene setting "action" I then roll into some proper kind of introduction.

Obviously a well published technique :)

Regards,

Mark

rom: MKirk2112@aol.com Save Address - Block Sender

 Reply-To: flesh_rpg@edenstudios.net

 To: flesh_rpg@edenstudios.net Save Address

 Subject: Re: [Flesh_rpg] Zombie Miniatures

 Date: Wed, 31 May 2000 08:31:15 EDT

Hey All,

For what it's worth, I think that Games Workshop puts out a great set of zombie miniatures. They are packaged as a 20 zombie regiment for Warhammer and some have weapons, but they are still very cool looking and you can get all 20 for about 20 bucks. One of the things that I really like about them is that the clothing is not "period specific." Ral Partha puts out some zombie minatures that are pretty good as well, but they are wearing chainmail shirts, etc.

However, the Warhammer zombies are in a very progressive state of decay, so if that's not your thing, these minatures are not for you.

My 2 cents,

ZM Matt

 From: "Deviant" <deviant@mpx.com.au> Save Address - Block Sender

 Reply-To: flesh_rpg@edenstudios.net

 To: <flesh_rpg@edenstudios.net> Save Address

 Subject: Re: [Flesh_rpg] Decompisition Question

 Date: Thu, 1 Jun 2000 02:18:08 +1000

Hi

Im Stephen and ive never run a Flesh Game but who knows about the futre

Anyway

How long are people having their zombies stay around???

Realistic rotting periods????

In Cthullu they had a section on decompisition, and ive seen a web page or 2 on the stages of death. i guess it would depend on your world setting too, and the reason for their becoming zombies.

Any ideas????

or are people games not lasting more then a month or 2 after the zombifacation and it dosnt make much difference

Thanks

 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] Decompisition Question

 Date: Wed, 31 May 2000 12:22:43 -0500

>How long are people having their zombies stay around???

>Realistic rotting periods????

::SNIP::

Putrefaction rates depend tremendously on environmental conditions with warm, wet conditions being the best. Rates can range from a few days to 10 years if the body is buried deeply in a temperate climate.

Personally, I only have my zombies putrefy a little bit for dramatic effect (the whole gross out factor), other than that there isn't much rotting going on. I think it is something the ZM has to think about but it is easy to say that any force powerful enough to animate the dead could also stop or slow down rotting.

You can check out: http://www.dundee.ac.uk/forensicmedicine/llb/timedeath.htm for a ton of facts and really disgusting details.

From: KGaud35459@aol.com Save Address - Block Sender

 Reply-To: flesh_rpg@edenstudios.net

 To: flesh_rpg@edenstudios.net Save Address

 Subject: Re: [Flesh_rpg] Decompisition Question

 Date: Wed, 31 May 2000 14:33:57 EDT

 I guess it would depend on why they are reanimated in the first place. I prefer to use the George Romero version of zombie, whatever is causing reanimation has slowed decomposition drastically. His zombies had 10 to 12 YEARS before decomposition would threaten their mobility. That is nasty.

 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] Decompisition Question

 Date: Wed, 31 May 2000 14:44:15 -0400

There's a nice summary of the stages of decay on the first page of this site, but no times given:

http://www.uio.no/~mostarke/forens_ent/afterdeath.shtml

The insects give me an idea for a hive-zombie that's activated entirely by mutated insects. You can't destroy it by shooting (unless you can shoot the queen, who may be anywhere), but you can destroy it with chemicals... (and pity the woman whose perfume is a sexual attractant to them.)

I have a lot of this in a paperback encyclopedia of forensics, from a British publisher.

I liked this line from the link below:

"According to an old rule of thumb (Casper's dictum) one week of putrefaction in air is equivalent to two weeks in water, which is equivalent to eight weeks buried in soil, given the same environmental temperature. (Ref. 5 at p. 108)."

So if an adult is normally reduced to a skeleton in 10 years, a zombie should be reduced to the same in about 15 months or less...unless being a zombie retards decay.

And even if it doesn't, the survivors aren't going to be what you and I would call "sane."

John

 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: Thu, 01 Jun 2000 00:03:58 CEST

Sorry about the length of this... 

Here's a page with the CDC's links regarding ebola: 

http://www.cdc.gov/ncidod/diseases/virlfvr/virlfvr.htm 

Pay particular attention to the Ebola Hemorrhagic Fever Fact Sheet. 

The last paragraph answers the vector question. We're screwed one day... watch. 

How is Ebola virus spread? 

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. 

Nosocomial transmission frequently has been associated with outbreaks of Ebola HF. Nosocomial spread includes both types of transmission described above, but the term is used to describe the spread of disease in a health-care setting such as a clinic or hospital. In African health-care facilities, patients are often cared for without the use of a mask, gown, or gloves, and exposure to the virus has occurred when health care workers treated individuals with Ebola HF without wearing these types of protective clothing. In addition, when needles or syringes are used, they may not be of the disposable type, or may not have been sterilized, but only rinsed before re-insertion into multi-use vials of medicine. If needles or syringes become contaminated with virus and are then reused, numbers of people can become infected. 

The Ebola-Reston virus subtype, which was first recognized in a primate research facility in Virginia, may have been transmitted from monkey to monkey through the air in the facility. While all Ebola virus subtypes have displayed the ability to be spread through airborne particles (aerosols) under research conditions, this type of spread has not been documented among humans in a real-world setting, such as a hospital or household.

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

 Reply-To: flesh_rpg@edenstudios.net

 To: flesh_rpg@edenstudios.net Save Address

 Subject: [Flesh_rpg] Hey Folks! (ot)

 Date: Wed, 31 May 2000 21:44:58 -0700

Graveyard Greg here, asking for all of you to go to http://www.peginc.com and vote "other" on the poll. 

When it asks you for the Other, type Graveyard Greg. 

I want to be in the Lost Colony universe somehow, and while I'm sure I'll regret it, I'm pushing for it anyway. 

Do the right thing. Vote for Graveyard Greg, and I'll give ya'll lots and lots of snoogans! 

Graveyard "Of course, if you don't *want* the snoogans...I'll understand. 

*Sniff*" Greg

 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] Hey Folks! (ot)

 Date: Wed, 31 May 2000 22:41:33 EDT

In a message dated 5/31/00 10:39:03 PM Eastern Daylight Time, graveyardgreg@netzero.net writes:

<< I want to be in the Lost Colony universe somehow, and while I'm sure I'll regret it, I'm pushing for it anyway.

 Do the right thing. Vote for Graveyard Greg, and I'll give ya'll lots and lots of snoogans! >>

If you don' make it to the Lost Colony let me know and I can name a character after you in one of my novels.

Ab3

 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] Hey Folks! (ot)

 Date: Wed, 31 May 2000 22:15:02 -0700

> If you don' make it to the Lost Colony let me know and I can name a character 

> after you in one of my novels. 

Huzzah! Now if I can only somehow get rid of Machine Gun Kelly... 

Graveyard "Did I say that out loud?" Greg

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

 Reply-To: flesh_rpg@edenstudios.net

 To: flesh_rpg@edenstudios.net Save Address

 Subject: Re: [Flesh_rpg] Hey Folks! (ot)

 Date: Thu, 1 Jun 2000 00:40:07 EDT

>>Graveyard Greg here, asking for all of you to go to http://www.peginc.com and vote "other" on the poll.

::SNIP::

I will make sure I put a Graveyard Greg into my game when the first batch of NPCs come out. In fact, I will hold a contest to see who can make the best Graveyard Greg NPC. How's That?

Jonathan Jordan

Vortex Games (coming soon)

http://www.angelfire.com/wa/vortex/index.html

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

 Reply-To: flesh_rpg@edenstudios.net

 To: flesh_rpg@edenstudios.net Save Address

 Subject: [Flesh_rpg] Memorial Day

 Date: Thu, 01 Jun 2000 06:23:36 GMT

I don't know if anyone else here visits Zealot.com, a fun fandom site, but they have a thice weekly top-ten contest. This week they had "top ten Sci-Fi fan's Memorial Day plans". I thought I'd share this entry with you all. 

"10. Attending each and every cemetery in the state in the hope that in one the war dead will come back to life and slaughter the press for repeatedly stating that "this Memorial Day, hundreds gathered at graveyards to honor our veterans." (hint: the veterans are the ones who LIVED)(etoilepaix@aol.com)" 

Everybody loves zombies. =] 

-- 

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: 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] Hey Folks! (ot)

 Date: Thu, 01 Jun 2000 01:47:34 -0700

> I will make sure I put a Graveyard Greg into my game when the first batch of 

> NPCs come out. In fact, I will hold a contest to see who can make the best 

> Graveyard Greg NPC. How's That? 

Hee hee hee. Fame and notoriety can be cool 

Graveyard Greg\

 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] Hey Folks! (ot)

 Date: Thu, 1 Jun 2000 08:38:01 -0700 (PDT)

> Greg --

>

> You giving all writer types permission to put a Graveyard Greg

> character in

> their stories and novels? :-)

>

> John

And then it will be like Tarantino and Vincent Vega. We'll just use the same name in all our stories. This Graveyard Greg name will keep popping up.

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: Bobby Jennings <jennings@phoenixdsl.com> Save Address - Block Sender

 Reply-To: flesh_rpg@edenstudios.net

 To: flesh_rpg@edenstudios.net Save Address

 Subject: [Flesh_rpg] A-Kon!!! Dallas! This Weekend!!!

 Date: Thu, 1 Jun 2000 11:09:46 -0500

This is just a reminder to all you dead-heads...uh...zombie lovers, that there should be a AFMBE demo table at the A-Kon convention this weekend. Now the only forseable problem is that A-Kon never contacted the demo person about his table. (Hi Marc) So it's scheduled, but we(I say we because I'm going) don't know whether or not they saved him a table or what. He got all his goodies from Eden Studios... I tried to convince him to let me have a Zombie Bar(tm) but to no avail. He just kept threatening to shoot me in the head.

All this aside, if you're in the area this weekend or if your aren't but are close enough to drive you ought to come by and at least support the game. And say "hey".

Ok, I'm rambling now...

Bob

 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] Hey Folks! (ot)

 Date: Thu, 01 Jun 2000 13:52:26 -0700

> Greg -- 

>

> You giving all writer types permission to put a Graveyard Greg character in 

> their stories and novels? :-) 

Not originally, but I can be persuaded... 

Graveyard Greg

 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] Hey Folks! (ot)

 Date: Thu, 1 Jun 2000 15:12:01 EDT

In a message dated 6/1/00 10:35:31 AM Eastern Daylight Time, JMcMullen@rim.net writes:

<< You giving all writer types permission to put a Graveyard Greg character in their stories and novels? :-) >>

 Just so long as none of us writes erotica...

Ab3

 From: "Grimn /Nathan" <ninguable@hotmail.com> Save Address - Block Sender

 Reply-To: flesh_rpg@edenstudios.net

 To: flesh_rpg@edenstudios.net Save Address

 Subject: Re: [Flesh_rpg] A-Kon!!! Dallas! This Weekend!!!

 Date: Thu, 01 Jun 2000 19:38:33 GMT

> This is just a reminder to all you dead-heads...uh...zombie lovers, >that 

> there should be a AFMBE demo table at the A-Kon convention this >weekend. 

> Now the only forseable problem is that A-Kon never contacted >the demo 

::SNIP::

Heh... I sent in my registration info a month and a half earlier than I needed for the demo I ran last weekend at SAGA 2000 here in San Antonio. I went in figuring I'd be forced to run the game on the street using a makeshift cardboard table, harrasing passers-by and begging people to play... 

Well, I did get a table. But as soon as I sat down I promptly got harrased by RPGA people who said con managment had given it to *them*. After much grumbling and threats to eat said annoyance, I got a table and gamed happily for the rest of the night. And much zombie-bashing was had by all. 

yay. 

> All this aside, if you're in the area this weekend or if your aren't >but 

> are close enough to drive you ought to come by and at least support >the 

> game. And say "hey". 

Good luck at the con, I wish I could make it up there but working at the Great Satan of Bookstores does have it's disadvantages... 

-Nathan/Grimn

 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] Hey Folks! (ot)

 Date: Thu, 1 Jun 2000 15:34:32 –0400

> You giving all writer types permission to put a Graveyard

> Greg character in

> their stories and novels? :-)

> >> > >

> Just so long as none of us writes erotica...

Uh-oh.

(Guilty...under a pseudonym.)

John

 From: Jay Rutley <jay.rutley@sympatico.ca> Save Address - Block Sender

 Reply-To: flesh_rpg@edenstudios.net

 To: "flesh_rpg@edenstudios.net" flesh_rpg@edenstudios.net
Subject: [Flesh_rpg] Font

 Date: Thu, 01 Jun 2000 21:21:32 -0500

 Hi all, I'm preparing some "official" looking document and newspaper handouts for some upcoming games and was wondering if anyone knew where I could get a nice "type-writer" looking fonts.

 Jay

 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] Hey Folks! (ot)

 Date: 1 Jun 00 23:09:21 MDT

Magwier@aol.com wrote:

> Just so long as none of us writes erotica...

Real Zombie Erotica. It's so sick it just might work as a twisted plot effect to confuse the players. (And I'm not talking about campy zombie sex resulting in mutant babies. ie: Dead Alive)

"...he pulled her closer as he tasted her sweet, tender lips. And then he chewed..."

Hehe, Nasty.

Jason Caton

"God lives in a jar, and I like to leave him a spoon so he can have some jelly too."

 -Matt Rogers (aka Fury)

 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] Font

 Date: Fri, 2 Jun 2000 00:23:35 -0700 (PDT)

--- Jay Rutley <jay.rutley@sympatico.ca> wrote:

> Hi all, I'm preparing some "official" looking document and

> newspaper

> handouts for some upcoming games and was wondering if anyone knew

> where

> I could get a nice "type-writer" looking fonts.

>

> Jay

>

 Just use Courier.

 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] Font

 Date: Fri, 2 Jun 2000 09:58:29 -0400

Courier's a good default (or Courier New if you're on a Windows box).

However, there are other fonts that resemble typewriters in different stages of repair...let's see if I can track some of them down.

Dateline, here, has a strong "typewriter" feel:

http://www.graphicpark.net/main.htm

Mom's Typewriter has a good feel, complete with filled-in "g"; so does Pookie on the same page: http://grungefonts.8m.com/font4.htm

Silfvens Srivmaskin is typewriter-like: http://grungefonts.8m.com/font5.htm

X-Files has something of that look, too: http://grungefonts.8m.com/font6.htm

Some font archves I didn't look through, but that may have something:

http://www.gshomepage.com/fonts/

http://www.1001freefonts.com/index2.html

http://home.swipnet.se/highsite

http://www.007fonts.com/

I don't know anything about them, other than that they came up in a google search.

John

 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] Hey Folks! (ot)

 Date: Fri, 02 Jun 2000 10:37:49 -0400

John McMullen wrote:

>

> Uh-oh.

>

> (Guilty...under a pseudonym.)

Ditto. In fact, it's my only published work to date :-)

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

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

 Reply-To: flesh_rpg@edenstudios.net

 To: flesh_rpg@edenstudios.net Save Address

 Subject: RE: [Flesh_rpg] Font

 Date: Fri, 02 Jun 2000 09:13:29 PDT

[SNIP] 

Let me add http://www.freewarefonts.com to the list of free font sources - 

it's a kind of "site of the day" thing, but has alot of links to good free font sites. 

Graham

 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] Hey Folks! (ot)

 Date: Fri, 02 Jun 2000 20:52:04 CEST

>> Just so long as none of us writes erotica... 

> Real Zombie Erotica. It's so sick it just might work as a twisted plot 

::SNIP::

I read the "Book of the Dead" 1 & 2 WAY back when they came out, and I'd swear there were stories like that in there. And if I'm wrong, I probably read them in the "Hot Blood" series... cool stuff for those of you who haven't read 'em. Good ol' horror erotica...

 From: "alasdair stuart" <alasdair@usagimail.com> Save Address - Block Sender

 Reply-To: flesh_rpg@edenstudios.net

 To: flesh_rpg@edenstudios.net Save Address

 Subject: RE: [Flesh_rpg] Font

 Date: 2 Jun 2000 20:26:17 -0000

 For newspapers as well, you can't go wrong with Teletext and the oldie but goodie, Times:)

All the best

Al

"Don't be afraid of it Daddy."

 STIR OF ECHOES

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

 Reply-To: flesh_rpg@edenstudios.net

 To: <flesh_rpg@edenstudios.net> Save Address

 Subject: [Flesh_rpg] Health spa

 Date: Fri, 2 Jun 2000 17:00:18 -0400

I'm running a game tonight at a (very) small convention, presumably for people who have never played the game before. I've been mulling over ideas, trying to come up with an interesting set up that wouldn't take to much research. What does everyone think of a vacation spa?

 I'm picturing something like the first Poison Ivy episode of the Batman cartoon. Its very secluded in the woods. Designed to have minimum communication with the outside world. Lots of interesting places for zombies to pop up (just picture the mud baths of the dead). It also allows for an interesting grouping of people. They'll all be fairly rich and not in the best mental state, presuming that they came to the spa to rest. I'll probably even throw in a resting martial artist just because I know some power gamer will show up and want to play a survivor. I'll make him a grappler though so he isn't too much better than everyone else. Any other ideas to tag on?

Chris

 From: "Samurai Joe" <jeigame@hotmail.com> Save Address - Block Sender

 Reply-To: flesh_rpg@edenstudios.net

 To: flesh_rpg@edenstudios.net Save Address

 Subject: Re: [Flesh_rpg] Health spa

 Date: Fri, 02 Jun 2000 14:26:40 PDT

In a game and group like that, it might be fun to throw in a random element, one to put the proverbial monkeywrench into things. Perhaps a health club employee that pops up at convienent or inconvienent times or have a character have a quirk that the other players slowly uncover (I ran a game with a "security specialist" who was really a professional assassin. Watching the players scurry around that one was a hoot) 

Oh. Make sure there isn't more then one gun. Weaponry gives players the illusion of power. Locking them in a room with a zombie with baseball bats is a lot scarier. 

And, like counter terrorist operations, when in doubt cut the power. 

Samurai Joe 

Who knows that grappling martial artists aren't people to mess with.

 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] Health spa

 Date: Fri, 2 Jun 2000 18:10:19 -0400

If it's really exclusive, it might be a combination rest spa and nuthatch for the rich, with a couple of detoxifying celebrities thrown in, too. ("Wow...you're Steven Seagal? You look much chunkier on film!")

You'll need an electrically-operated gate to the road (to keep people in) and a single security guard (source of the only gun) who runs the whole security system by computer. (After the zombies get him, they'll *have* to kill him to et the pistol from his holster.)

Might be nice if one or two of the doctors have been burying their mistakes out back, too. You can foreshadow this with some comment about a brief scandal when the Wilkins boy disappeared; "he probably ran away because the rehab program was too tough for him."

Is it the whole world or just the local dead who are rising? That'll make a difference in the news reports the players can hear before the backup generators get destroyed.

Might want to make them think the zombies can't swim; I like the image of a bunch of them treading water in the deep end as the dead gather around the water's edge. And then one of the zombies falls in and walks slowly across the bottom to them...

You probably want a reasonably high mortality among NPCs in the first part, to push up the odds.

Think they'll lock anything in the sauna for roasting? :-)

John

 From: "Ken Foushee" <dojifuchi@home.com> Save Address - Block Sender

 Reply-To: flesh_rpg@edenstudios.net

 To: <flesh_rpg@edenstudios.net> Save Address

 Subject: Re: [Flesh_rpg] Health spa

 Date: Fri, 2 Jun 2000 17:26:13 -0500

 Maybe your survivor type could be an exercise instructor. That way he could have some impressive physical attributes without all the maxed out combat skills.

And for descriptive effect you could possibly have a rather obnoxious nurse who is one of the first victims.

Hope these ideas could help.

Ken

Doji Fuchi

 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] Health spa

 Date: Sat, 03 Jun 2000 01:41:38 CEST

<SNIP> 

> Is it the whole world or just the local dead who are rising? That'll 

::SNIP::

> Think they'll lock anything in the sauna for roasting? :-) 

Damn good ideas John... the sauna thing made me think of the guys in Fight Club stealing the human fat from the the liposuction joint to make napalm... will these guys think of it, too? :)

 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] Health spa

 Date: Fri, 2 Jun 2000 19:48:06 -0400

Just thought of this. If you made it a spiritual retreat at a convent or monastery, you'd have a really good reason to have a graveyard nearby.

Or they can be combined...the monastery is down the road, and by the time the players learn of the problem, all of the brothers are convered.

 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] Health spa

 Date: Sat, 3 Jun 2000 08:05:13 -0400

By the way, let us know how it went!

John

 From: simon@delaware.net Save Address - Block Sender

 Reply-To: flesh_rpg@edenstudios.net

 To: flesh_rpg@edenstudios.net Save Address

 Subject: Re: [Flesh_rpg] Health spa

 Date: Sat, 03 Jun 2000 10:54:07 -0700

The perfect place would be in a setting like in \"The Shining\" (the Jack Nicholson version). Very Secluded and a very bad blizzard would ensure everyone staying put inside. Besides, wouldnt it be fun being chased thru that huge hedge maze without being able to smash thru the hedges???

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

 Reply-To: flesh_rpg@edenstudios.net

 To: flesh_rpg@edenstudios.net Save Address

 Subject: [Flesh_rpg] Archetype; Haunted Army Chaplain

 Date: Sat, 03 Jun 2000 16:25:59 PDT

I had a go at adapting the Soldier archetype for play as an Inspired, but must confess to knowing very little about the role of an Army Chaplain, so in my ignorance this is what I arrived at. Am I far off the mark? What do y'all think? Feedback, as always, much appreciated. Ferg. 

Haunted Army Chaplain 

Inspired 

Str 3 Dex 3 Con 3 

Int 3 Per 3 Wil 5 

LPs 43 

EPs 32 

Spd 12 

Essence 35 

Qualities/Drawbacks 

Gift (5) 

Hard to Kill (3) 

Increased Essence Pool (3) 

Inspiration (5) 

Recurring Nightmares (-1) 

Metaphysics 

Divine Sight (5) 

Visions (5) 

Skills 

Brawling 2 

Climbing 1 

Dodge 2 

First Aid 2 

Guns (Auto Rifle) 3 

Guns (Handgun) 3 

Humanities (Theology) 3 

Rituals 3 

Stealth 1 

Storytelling 3 

Survival 2 

Gear 

Assault Rifle, Uniform (Vest, Helmet, etc), Handgun, Bible. 

Personality 

We were the first in. 

Nobody knew what we were facing, or if they did, they weren't telling. God knows, if they'd only told us we'd have been prepared. 

A recon mission in Freedom Falls, Iowa. I remember wondering why a chaplain would be needed. "Need to know" was all the information I got. 

A whole platoon gone. One hour. That's all it took. One hour. I am the last. 

But I hear them still. The screams, the accusations; they come to me at night. I see them as I left them; torn, bloodied and wailing. Constantly. I haven't slept since I lost them, but what could I do? 

And the day. They show me things that should not be. In my weakened state I hear their voices whispering; disconnected and chaotic. They reveal and conceal what they know, they mix reality and dream until I can't tell whether I'm dreaming or not. 

By night I feel the heavy press of their rage, by day their whispers and pleas for vengeance. 

I'm lost Lord. 

Help me. 

God. 

Help us all. 

Quote 

"They say that war is hell, but it's nothing. It's nothing compared to this!"

 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] Archetype; Haunted Army Chaplain

 Date: Sun, 04 Jun 2000 02:16:20 CEST

This MAY depend on whether he's really from Hereford or from Hicksville, 

Ferg. :)

 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] Archetype; Haunted Army Chaplain

 Date: Sat, 03 Jun 2000 22:07:04 -0500

 <SNIP>

Another good ne Ferg. I applaude it. Think this will be a back up character.

Mike

--

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

 From: "Mike Marchi" <mikemarchi@demonground.org> Save Address - Block Sender

 Reply-To: flesh_rpg@edenstudios.net

 To: "All Flesh Mailing List" <flesh_rpg@edenstudios.net> Save Address

 Subject: [Flesh_rpg] Font?

 Date: Sun, 4 Jun 2000 10:44:45 -0500

Does anyone know what font was used for the ALL FLESH logo?

Mike Marchi (icq# 11878805)

 http://www.42north.org/mjm

Editor - DEMONGROUND: Reflections of a Darker Future

 http://www.demonground.org

 mailto:mikemarchi@demonground.org

 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] Font?

 Date: Sun, 4 Jun 2000 12:56:10 -0400

Mike asked:

>Does anyone know what font was used for the ALL FLESH logo?

I always suspected that George made the AFMBE font himself. Otherwise, the closest thing I've seen to it is Conundrum, which you can find here:

http://www.chank.com/rotodesign/fonts/conundrum/conundrum.html

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

SIMON B. SINISTER

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

http://welcome.to/livingdeadgirl

 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 Dumb Question

 Date: Sun, 4 Jun 2000 21:08:46 -0400

Hey

Got a dumb question, because I don't have the rules yet. Which deadworld is most like a Romero world?

Jarred W. Wallace

"It's not the cough that carries you off. It is the coffin that they carry you off in"

 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] Re Dumb Question

 Date: Sun, 4 Jun 2000 21:27:03 -0400

Jarred asked:

>Got a dumb question, because I don't have the rules yet. Which

>deadworld is most like a Romero world?

I'd say "Rise of the Walking Dead." Except for the origin and the addition of zombie animals, it's otherwise almost identical to Romero's NOTLD universe.

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

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: [Flesh_rpg] new story

 Date: Sun, 04 Jun 2000 23:05:57 CDT

I've put up the beginnings of a story I'm working on. I felt that it was much too long to post here, not that it is that long (yet). If anyone has time, please take a look at it on my "Spreading the Love" page. 

(www.oaxaca.f2s.com) 

It's under the "Our tales of survival and horror" section. 

And if you really like my fiction, you can find more at my homepage, www.daryk.f2s.com, under the "fiction" heading. 

This story is currently entitled, "Death from the Northlands." The politically correct term for the style of fiction it is, is alternate-historical fantasy fiction. (ie: It's about historically accurate as _Army of Darkness_.) A zombie horde is attacking a northern, fictional keep, in England. This story tells the saga of how the heroes deal with the nasties. 

There is some blood and some gore in the story. If this bothers you, why are you on this list? I've tried to keep the graphic descriptions down, for now. This won't last, I'm sure. 

Anyways, have fun. I hope you enjoy it. Feel free to comment to me, personally, or to the listserve, for everyone to enjoy! 

Oaxaca

 From: "Big Vinni" <bigvinni@home.com> Save Address - Block Sender

 Reply-To: flesh_rpg@edenstudios.net

 To: "All Flesh" <Flesh_rpg@edenstudios.net> Save Address

 Subject: [Flesh_rpg] Speaking of Stories...

 Date: Mon, 5 Jun 2000 01:10:11 -0400

Hey there Necrophiles....

um, sorry...

Speaking of stories (someone has been, I am sure) I do have a short story written entailing horror and such...but it's a cross-genre story.

Horror and Anthropomorphism.

Umm, should I post it somewhere for those who wish to read it?

Big Vinni 

aka 

Max Urso-

The Tangent Minded Polar Bear

whose mental remote is stuck on surf

Stop the thoughts! I WANT TO GO SANE!

bigvinni@home.com

ICQ# 40951228

 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] Zombie Miniatures Review

 Date: Mon, 5 Jun 2000 11:07:03 +0100

It's been mentioned before that GW do box sets of Zombie Miniatures. Well this weekend I went on a little shopping trip. After persuading the muppet in the store that he's supposed to be behind counter serving people instead of sitting out front painting the latest expensive release from the latest expensive and unnecessary repackaging of an old game which has half the rules missing (you can buy them in a supplement due out next month though) but is double the price I managed to walk out with a box of plastic Zombies. They actually sell two different boxes that I could find, bear in mind this wasn't a big store so there might be other variations out there.

The first box I found, that I didn't buy, was one for the Mordheim game (spelling?, looks the same as Necromunda btw). This gives you about 15 Zombies and two Vampire/Demonic looking characters. This might prove useful if someone is running the Dead at 1000 game. It cost about £15.

Anyhow the box I did buy was a Warhammer Zombie Regiment. It cost £12 and gives you 20 Zombies for your money which seems quite reasonable for GW these days (though I remember back in the good old days you could get your hands on 30 Space Marines for a tenner).

The Wife went out to a family event on Sunday and I excused myself. After finally mowing my side lawn which had an impressive 4 foot weed amongst it's jungle like undergrowth I got to look at what I'd bought. 

You get 4 sprues of two different types, 8 in total if that's no clear. One Sprue contains the legs and the other the bodies, both have various other bits and pieces. Also supplied are heads, arms, gravestones and accessories (heads, bells and the like) so as to be able to make a Zombie unit banner. 

First impressions? The Zombies are very medieval in appearance, peasants style clothing. This is made clear on the box so it's not like I was misinformed or anything but it still looked a bit disheartening as I was hoping that the models might be a bit plainer and that it was mainly the painting that had given that look.

Anyhow the quality of the parts is really good, very little flash on them and the plastic is of a good quality.

One of the arms (left or right I can't recall) is expected to carry a weapon of some description (knives, farming implements and ripped off legs are examples) and the weapon is attached to the arm. Only two weaponless arms are supplied. Most AFMBE settings don't have the Zombies carrying weapons so this could be a problem, as is only 2/5s of your Zombies (4 if my maths serves me well) will be as if they are just risen from the grave. However this is where the decent plastic of the models comes in, it's really easy to cut away the weapons and smooth down the hand. It doesn't look totally perfect but with a bit of time and patience it's really pretty good.

IMHO the best head that they supply isn't immediately able to be used on the Zombies, it seems to be an accessory for the banner or else it's a mistake, it doesn't have the notch at the back to glue onto the neck stump. Once again though it's really easy to carve away the stump and shape the back of the head so it fits onto the body. This head has a really sad and surprised look on it's face, v.nice. The rest of the heads have also been sculpted really well with a mixture of sad and angry faces.

During assembling and prep for painting it became clear that about 1/3 of the models you can make will look pretty much timeless, paint them up in camouflage or some other uniform and it will look reasonable modern. The other 2/3's will look like your typical fantasy Zombie, some of those may be modernisable with some imaginative paint work (heh why not have a middle ages re-enactment group attacked by the Zombies, problem solved :) ). The rest will look very fantasy in appearance. Then again it shouldn't take too much to remodel those a wee bit if you've got some spare parts, time and imagination.

Anyhow to conclude they're really good models and I can recommend them to other ZMs who are looking for some models.

If you do buy the Mordheim set then I wouldn't be surprised to discover that it contains 6 sprues (3 each of the two types) from the box set I bough as well as an additional sprue or two for the two Vampire characters. Therefore most of this should apply.

If anyone really wants me to whip out some scans of what can be produced by someone with the box and not much talent at all then let me know and I'll sort some out.

Anyhow that'll do, hope someone finds this interesting......let me know if you do, it'll give me a nice warm feeling that only too much whisky can otherwise induce.

Regards,

Mark

 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] Speaking of Stories...

 Date: Mon, 05 Jun 2000 07:17:12 CDT

If it has _anything_ to do with zombies, and I do mean _anything_, I could put it up on my website. 

Oaxaca 

www.oaxaca.f2s.com
 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 story

 Date: Mon, 05 Jun 2000 05:33:27 PDT

> This story is currently entitled, "Death from the Northlands." The 

> politically correct term for the style of fiction it is, is 

> alternate-historical fantasy fiction. (ie: It's about historically 

> accurate as _Army of Darkness_.) A zombie horde is attacking a northern, 

> fictional keep, in England. This story tells the saga of how the heroes 

> deal with the nasties. 

Cool. Great minds think alike. 

I just spent Sunday looking at a way to continue the 'Death at 1000' storyline from the rulebook. I was planning it from an English slant. 

Will read the story and post the ideas later in the week. 

Ferg

 From: "Chris Moxley" <chris.moxley@wltdsl.com> Save Address - Block Sender

 Reply-To: flesh_rpg@edenstudios.net

 To: <flesh_rpg@edenstudios.net> Save Address

 Subject: RE: [Flesh_rpg] Health spa

 Date: Mon, 5 Jun 2000 09:44:33 -0400

 The game went pretty well. I had one guy playing a religious pedophile and another playing a child. The child was later killed and came back as a british guy who for some reason became a combat monster over the course of the game.

I had someone playing Frasier. Another was a rich redneck. I had two ex-mercenaries (they caused way more trouble then anyone else, but one of them was a good friend and the other was my brother. I knew them well enough to know that they would cause trouble and didn't let them get TOOOOO out of hand). Two others ended up being training instructors, which was very cool. One of the instructors was also killed early on and played a Spanish maid in the meantime.

 I got around the weapons by just not allowing them. No guns at all, they aren't therapeutic. A few people used cars later on, but that was only at the end. I put the garage under the main reception building (not theraeutic to be reminded of the outside world) so the players had to fight through the main concentration of zombies to get to their vehicles.

 As for sealing off the compound from escape, I have a technique for things like this. At the beginning of every game, I ask for a volunteer to play some character I name, whom I then proceed to kill off and have some importance later in the game. Sort of like the scene before the opening credits. In this case, it was a tired trucker assisting a car pulled over on the side of the road. The occupant was of course a zombie and bit the driver. The driver drove away and I told him that he started drifting off, then went to the rest of the players (he got a new character). When they tried to escape later, a flaming fuel truck was blocking the only road out.

 As for why the zombies popped up, I didn't care. The spa was designed to be sealed off from the outside world and no one had the chance to worry about the source. For the story, it didn't really matter. To make them really tough, I gave the newly formed zombies, at least the ones that weren't very mauled, human movement. I also gave them life sense for extra spookiness. And since most of the zombies were in spa workers clothing, they could get pretty close to the PCs before they knew something was wrong. So I gave them the lunge and iron grip to make them real buggers.

 Oh yeah, Frasier escaped and the British guy, after going Braveheart for some reason, saved the maid and holed up in the main building until they were saved a week later. Everyone else was either devoured by zombies, killed by another PC, or was killed in a driving accident.

 Thanks for all the great ideas everybody.

Chris

 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] Zombie Miniatures Review

 Date: Mon, 05 Jun 2000 14:13:28 GMT

> If you do buy the Mordheim set then I wouldn't be surprised to >discover 

> that it contains 6 sprues (3 each of the two types) from the >box set I 

> bough as well as an additional sprue or two for the two >Vampire 

> characters. Therefore most of this should apply. 

Mordheim is meant to be very customizable, so you might find more variety on the arm sprues in that set...also, it's very easy to change the hands to carry nothing or something else instead of a weapon... 

Tracy

 From: KGaud35459@aol.com Save Address - Block Sender

 Reply-To: flesh_rpg@edenstudios.net

 To: flesh_rpg@edenstudios.net Save Address

 Subject: Re: [Flesh_rpg] Re Dumb Question

 Date: Mon, 5 Jun 2000 10:44:30 EDT

 I would think that "Rise of the Walking Dead" is most like the world of George Romero.

 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] Zombie Miniatures Review

 Date: Mon, 5 Jun 2000 16:12:24 +0100

<<< Mordheim is meant to be very customizable, so you might find more variety on the arm sprues in that set >>>

Don't know, there's not going to be a great deal of variety in what a Zombie can carry and use. Most definately for the two "characters" you get with the Mordheim set however. There might even be a rule that Zombies can only use improvised weapons. There is a fair variety of weaponry provided with the Warhammer Zombies anyhow.

Just looked up the box set again, it's got less Zombies than I thought it did. "The Mordheim Undead Warband Boxed Set contains one (1) Vampire, one (1) Necromancer, two (2) Dregs and five (5) Zombies." That's for more money than the Warhammer Regiment box. Most of the cost must be on the characters. That there's 5 Zombies makes me sincerly believe that they give you a sprure each of body and leg components, the same sprues as in the Zombie box. Therefore for more money and less Zombies I can't see the point in an AFMBE ZM buying this. Unless of course he wants the other characters for a Dead at 1000 style game.

<<< also, it's very easy to change the hands to carry nothing or something else instead of a weapon... >>>

Well yes a minute or two with a scapel does produce reasonable results. However it will not look as good as a properlty sculpted empty hand stretching out for fresh braiinnnsss.

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] Zombie Miniatures Review

 Date: Mon, 5 Jun 2000 11:32:41 EDT

 RAFM puts out some Call of Cthulhu miniatures. You can use maniacs (RAFM 2938) and Townsfolk (RAFM 2917) and bloody them up a it.

 Reaper has a Plague Zombie (#2102).

 Eden is thinking of doing cardboard miniatures (since they are cheaper than doing lead miniatures), much like how Pinnacle just release Cardboard Cowboys (check em out http://secure.bnt.com/pegshop/menu )

 We have someone talking to us about doing AFMBE metal miniatures but discussions are going slowly.

 What do you think?

George Vasilakos

Eden Studios

Zombie Lord

 From: Earle Wheeler <elgorgo@yahoo.com> Save Address - Block Sender

 Reply-To: flesh_rpg@edenstudios.net

 To: flesh_rpg@edenstudios.net Save Address

 Subject: Re: [Flesh_rpg] Zombie Miniatures Review

 Date: Mon, 5 Jun 2000 08:41:24 -0700 (PDT)

How about plastic miniatures?

3-Dimensional, and cheap to make. I think that would be a nice balance between cardboard and lead or pewter (I'm not sure what they're making minis out of these days, I just know they're damn expensive).

-eG

 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] Zombie Miniatures Review

 Date: Mon, 5 Jun 2000 16:45:40 +0100

From: EdenProd@aol.com [mailto:EdenProd@aol.com]

<<< RAFM puts out some Call of Cthulhu miniatures. You can use maniacs (RAFM 2938) and Townsfolk (RAFM 2917) and bloody them up a it. >>>

Excuse my total ignorance but who are RAFM? Do they have a web site?

<<< Eden is thinking of doing cardboard miniatures (since they are cheaper than doing lead miniatures) [SNIP] What do you think? >>>

I wouldn't buy them on their own but as a bonus with an add on for AFMBE it would be quite nice to have them. Especially as the miniatures could be themed in with the adventure/module that they are packaged with. It would also be possible to have a lot of them, which I'm sure my players wouldn't mind :)

I've used cardboard miniatures with the Judge Dredd RPG, though they were good in as much as they did give a little extra bit of "substance" to a game they did have their problems. When I have a group of 4 or 5 players sat round a table all throwing dice, grabbing munchies and moving pointing to the map and asking questions they just tended to get knocked over or blown away.

In the end I just used my SW miniatures with the Stormtroopers as Judges and rebels as Perps. It took a bit of imagination (what are RPG's suppossed to be about though) but for that extra bit of ruggedness it was worth it. Miniatures moving around a map also just look so much better :)

Are plastic miniatures a possibility at all? Failing that would it be possible to source some plastic bases to slot the cardboard miniatures into so as to give them a bit more balance? Then again there's nothing to stop us players doing that is there.

Anyway cardboard is a nice, as an extra great idea, wouldn't buy them on their own and would still be trying to find decent Zombie (and player actually) miniatures to use anyhow.

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] Zombie Miniatures Review

 Date: Mon, 5 Jun 2000 11:54:39 EDT

In a message dated 6/5/00 8:42:06 AM Pacific Daylight Time, elgorgo@yahoo.com writes:

<< 3-Dimensional, and cheap to make. I think that would be a nice balance between cardboard and lead or pewter (I'm not sure what they're making minis out of these days, I just know they're damn expensive). >>

Plastic is more expensive than metal due to molds.

 From: Richard Steed <RICHARDS4@uk.cpm-int.com> 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] Zombie Miniatures Review

 Date: Mon, 5 Jun 2000 16:55:42 +0100

The trouble is with so many deadworlds it would be hard to produce figures suitable for all unless they were really generic.

Plastic or pewter sets would be too costly.

- I say use cardboard, that way you can do a range of sheets suited for the different worlds, some generic stuff and then people can take they're pick without spending loads

Well that's my opinion anyway

Rich

 From: Earle Wheeler <elgorgo@yahoo.com> Save Address - Block Sender

 Reply-To: flesh_rpg@edenstudios.net

 To: flesh_rpg@edenstudios.net Save Address

 Subject: Re: [Flesh_rpg] Zombie Miniatures Review

 Date: Mon, 5 Jun 2000 09:05:16 -0700 (PDT)

I guess I'm thinking plastic minis along the lines of army men and the small plastic people you can get out of gumball machines for 25 cents a pop.

Or what about MUSCLE men? Does anyone remember them? You got 4 to a pack for about 2 bucks, but this was in 87 I think.

eG

=====

---[]---

"I kick ass for the lord"--Dead Alive

---[]---

 From: "Big Vinni" <bigvinni@home.com> Save Address - Block Sender

 Reply-To: flesh_rpg@edenstudios.net

 To: <flesh_rpg@edenstudios.net> Save Address

 Subject: Re: [Flesh_rpg] Speaking of Stories...

 Date: Mon, 5 Jun 2000 12:02:32 -0400

Why yes, yes it does have zombies in it

How would you like to do this?

bigvinni@home.com

ICQ# 40951228

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

 Reply-To: flesh_rpg@edenstudios.net

 To: flesh_rpg@edenstudios.net Save Address

 Subject: RE: [Flesh_rpg] Zombie Miniatures Review

 Date: Mon, 5 Jun 2000 11:26:50 -0500

>Are plastic miniatures a possibility at all? Failing that would it be

>possible to source some plastic bases to slot the cardboard miniatures into

>so as to give them a bit more balance? Then again there's nothing to stop

>us players doing that is there.

>

>Anyway cardboard is a nice, as an extra great idea, wouldn't buy them on

>their own and would still be trying to find decent Zombie (and player

>actually) miniatures to use anyhow.

The Heavy Gear Tactical set (cool giant robot sci-fi game) set has some nice cardbord minis. They work b/c 1.they are done on decent laminated cardstock 2.The artwork is full-color and well done and 3. Like you suggested they have a solid plastic slot base that gives them a little weight. Not as good as metal, but not bad.

Personally, I'm not into miniatures for RPGs. I wouldn't ever buy separate miniatures for AFMBE. If good cardboard miniatures were included in a product I was already going to buy that would be cool, but you also need to include a map set (good example Twilight 2000). If cardboard miniatures made the product significantly more expensive I would be less likely to buy it.

 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 story

 Date: Mon, 05 Jun 2000 11:41:48 CDT

Oaxaca's Idea: 

>> This story is currently entitled, "Death from the Northlands." The 

>> politically correct term for the style of fiction it is, is 

>> alternate-historical fantasy fiction. (ie: It's about historically 

>> accurate as _Army of Darkness_.) A zombie horde is attacking a northern, 

>> fictional keep, in England. This story tells the saga of how the heroes 

>> deal with the nasties. 

Ferg's comment: 

>Cool. Great minds think alike. 

>I just spent Sunday looking at a way to continue the 'Death at 1000' storyline from the rulebook. I was planning it from an English >slant. 

>Will read the story and post the ideas later in the week. 

>

>Ferg 

__ 

Thanks. Hopefully, I'll be able to post more this upcoming weekend. There's only a few pages up, at the moment. The few pages that are up, do not really get into the zombies. They stop during the first combat sequence. I'll be sure to let folks know when I get more up. 

Oaxaca

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

 Reply-To: flesh_rpg@edenstudios.net

 To: flesh_rpg@edenstudios.net Save Address

 Subject: Re: [Flesh_rpg] Speaking of Stories...

 Date: Mon, 05 Jun 2000 12:01:51 CDT

From: "Big Vinni" <bigvinni@home.com> 

>Why yes, yes it does have zombies in it 

>How would you like to do this? 

>

>bigvinni@home.com 

>ICQ# 40951228 

 Send it as an attachment to {capt_dekker@hotmail.com} if it is under 2 megs of stuff. If it is over 2 megs, send it to {daryk@angelfire.com}. I would prefer it as a text or Rich Text Document. However, if it's easier to send the file in its native form, do so, and I'll play with it. You do not need to save it as an html document. I'll convert it. 

If there are any colors that you would like the text or background to be, let me know. Or, if you have a background picture you would like to use, or have an idea, but don't know where to find it, let me know. I'll do what I can to make it look like you want it to like. 

If you would like to type up an intro to it, do so. Send that to me as a seperate file, and tell me what it is. If you want me to do an intro, in addition to, or instead of yours, I'd be glad to. Or if there is someone else you want to do an intro, no problem! 

The same goes for anyone else who would like to submit stuff to me. 

I'll post to the listserve know when I get everything posted. 

Oaxaca

rom: 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] Speaking of Stories...

 Date: Mon, 5 Jun 2000 13:10:19 -0700 (PDT)

> > If it has _anything_ to do with zombies, and I do mean _anything_,

> I could

> > put it up on my website.

> >

> > Oaxaca

>

 Just stories? Because I have this 8 page short comic thing I did that has some Living Dead Elvis Impersonators in it (Tour bus got hit with the Deadly Chemical What Makes Zombies). But since it's an image and not just text it would probably be quite the memory eater. Your call.

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: Magwier@aol.com Save Address - Block Sender

 Reply-To: flesh_rpg@edenstudios.net

 To: flesh_rpg@edenstudios.net Save Address

 Subject: Re: [Flesh_rpg] Re Dumb Question

 Date: Mon, 5 Jun 2000 16:17:17 EDT

<< Got a dumb question, because I don't have the rules yet. Which deadworld is most like a Romero world? >>

Albany, NY

Ab3

 From: MKirk2112@aol.com Save Address - Block Sender

 Reply-To: flesh_rpg@edenstudios.net

 To: flesh_rpg@edenstudios.net Save Address

 Subject: Re: [Flesh_rpg] Zombie Miniatures Review

 Date: Mon, 5 Jun 2000 18:31:06 EDT

I bought the same set of 20 zombie minatures from GW and I had the opposite reaction as Mark ... I thought they were pretty generic and not at that medieval looking, except for the weapons. Maybe it's because I've spent the better part of the last month looking at TSR and Ral Partha zombie miniatures which are all EXTREMELY medieval looking. To make the GW minis all look at least close to modern I did have to do the work that Mark discussed, however; choosing some very "modern" colors for clothing, getting creative with a file, using some modelling clay and sculpting it after it dried, etc. I agree that the minatures are far from perfect, however they are the best "group" of similiar minis I have found. Ral Partha's are just too damned small (I bet you've never heard that criticism before!) and TSRs are too "Swords & Sorcery" looking. The GW zombies are definitely not perfect, but the facial expressions and the significant amount of gore that you can create with them because of the way they are sculpted is quite nice.

As for AFMBE getting their own line of miniatures? My opinion is please, please, please, please! I have to admit that the biggest problem I have found is not getting zombie minatures (which is tough enough), it's getting norm minatures. The Call of Cthulu ones are pretty good (even if they are a bit dated) but they are small, small, small. If AMFBE is going to get their own line of minatures, please include plenty of PCs, especial females. Also, I like the slightly larger size of the Deadlands miniatures ... I can't remember the scale, I think it's 25 mm or something. All I know is that the Deadlands minatures are a bit larger and stockier on average, and I prefer that, although I may well be in the minority.

I do, however, think the cardboard counters idea is a good one. I would buy them. I bought the "Maul of America" game and not only is it fun, but it has good stand-up counters, if you don't mind all your zombies looking exactly the same. There are 5 player counters (4 males and 1 female) which make good PC counters and 25 identical looking zombies. The counters themselves are a one piece plastic base that holds a piece of plastic that looks like a mirror with two sides. They include a set of adhesive "faces," one for each side of the plastic base (a front and a back). They are definitely counters to be used in a board game (which is quite fun by the way!), but they can be used in a pinch for a RPG too, I would think. The game is not cheap $30.00, although I think it is a very good beer and pretzels game, as someone mentioned earlier.

Well, back to my quest of finding miniatures for the coolest new RPG ...

ZM Matt

 From: "gen" <xenogen@mediaone.net> Save Address - Block Sender

 Reply-To: flesh_rpg@edenstudios.net

 To: <flesh_rpg@edenstudios.net> Save Address

 Subject: RE: [Flesh_rpg] Speaking of Stories...

 Date: Mon, 5 Jun 2000 19:01:28 -0400

>> (Tour bus got hit with the Deadly Chemical What Makes Zombies). >>

Thom

That's actually nearly word for word the explanation that my players gave me at the end of a session, when I said "So where do you think the zombies came from?".

Heheh

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

 Reply-To: flesh_rpg@edenstudios.net

 To: flesh_rpg@edenstudios.net Save Address

 Subject: Re: [Flesh_rpg] Zombie Miniatures Review

 Date: Mon, 5 Jun 2000 19:53:19 EDT

<< Eden is thinking of doing cardboard miniatures (since they are cheaper than doing lead miniatures), much like how Pinnacle just release Cardboard Cowboys (check em out http://secure.bnt.com/pegshop/menu )

 We have someone talking to us about doing AFMBE metal miniatures but discussions are going slowly.

 What do you think? >>

I think you should look into doing something like "Combat Zone" where the minis are the "snap-tite" variety (plastic) and very customizable. Since they would be the only modern zombies on the market, one could guess that you wouldn't be stuck with them for very long.

-Chad

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

 Reply-To: flesh_rpg@edenstudios.net

 To: flesh_rpg@edenstudios.net Save Address

 Subject: Re: [Flesh_rpg] Zombie Miniatures Review

 Date: Mon, 05 Jun 2000 22:33:25 CDT

<< Eden is thinking of doing cardboard miniatures (snip) What do you think? >> 

First reaction: Do It! 

Second reaction: Package it up with another supplement that looks to be on the light side. (This would've been great to do with the ZM Screen, but methinks it's probably too late.) 

Third reaction: Whatever Eden does in this situation, I'll probably buy it. I love this rpg line. I _really_ want to see it succeed. 

Final reaction: Put the question up as a poll on the allflesh.com site. You might get more people's reactions that way. 

-Oaxaca 

Coming soon: Meeting the Deadline, by: Big Vinnie 

www.oaxaca.f2s.com
 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] Zombie Miniatures Review

 Date: Mon, 5 Jun 2000 23:35:13 EDT

In a message dated 6/5/00 8:34:27 PM Pacific Daylight Time, dastoelting@hotmail.com writes:

<< Final reaction: Put the question up as a poll on the allflesh.com site. You might get more people's reactions that way. >>

 There will be an upcoming poll on this.

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

 Reply-To: flesh_rpg@edenstudios.net

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

 Subject: [Flesh_rpg] How to survive a horror movie

 Date: Mon, 5 Jun 2000 21:27:24 -0700 (PDT)

HOW TO SURVIVE A HORROR MOVIE-----------------------------

* When it appears that you have killed the monster, *never* check to see if it's really dead.

* If you find that your house is built upon or near a cemetery, that was once a church that was used for black masses, had previous inhabitants who went mad or committed suicide or died in some horrible fashion, or had inhabitants who performed necrophilia or satanic practices, move away immediately.

* Never read a book of demon summoning aloud, even as a joke. Do not search the basement, especially if the power has just gone out.

* As a general rule, don't solve puzzles that open portals to Hell.

* If you find a town which looks deserted, it's probably for a reason. Take the hint and stay away.

* Don't fool with recombinant DNA technology unless you're sure you know what you are doing.

* If you're running from the monster, expect to trip or fall down at least twice, more if you are of the female persuasion. Also note that, despite the fact that you are running and the monster is merely shambling along, it's still moving fast enough to catch up with you.

* Do not keep all your sharpened kitchen knifes in one of those wooden block thingies on your worksurface.

* When you're searching a house because you think there's something dangerous there, for God's sake turn the bloody lights on!

* Never back out of one room into another without looking. It's always behind you.

* Never, ever, ever turn off the paved road onto a gravel or dirt road.

* Always make sure that your car has a fresh battery so it will start immediately in times of crisis.

* Never say that you'll be right back because you won't.

* If anything other than water (blood, thick goo of any color)comes out of a faucet, do not call a plumber. Leave the house immediately. * If, looking in a mirror, you see a figure behind you that you don't see upon turning around, you see a different room than the one you are in, you see a figure other than yourself looking back, or your reflection tells you to get out before it is too late, proceed to the nearest exit with all speed.

* If you open a door and the room you see is not the room that should be there, do not explore it. In fact, even if you close the door and see the correct room after re-opening it, vacate the house

=====

"The world is my ashtray"

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] Zombie Miniatures Review

 Date: Tue, 6 Jun 2000 01:21:46 -0400

Well George since everyone seemed to like my print 'em out yourself zombies (I must have sent out 20 copies) the card board ones are prolly a good idea-if it weren't copyrighted images from Sega I'd say use them if you want to, however....

Ted

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] Health spa

 Date: Tue, 06 Jun 2000 05:38:06 GMT

>The game went pretty well. I had one guy playing a religious pedophile and 

::SNIP:: 

Congrats, and thanks for the game report! It's one of the options I'm going to spring on the two other people I know here who like playing horror. (sigh) 

Anyway, I was wondering all: Why didn't we change the name of this from "health spa" to "Last Resort"? =] 

-- 

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

 Reply-To: flesh_rpg@edenstudios.net

 To: flesh_rpg@edenstudios.net Save Address

 Subject: Re: [Flesh_rpg] Zombie Miniatures Review

 Date: Tue, 06 Jun 2000 05:44:38 GMT

::SNIP:: 

> We have someone talking to us about doing AFMBE metal miniatures but 

> discussions are going slowly. 

>

> What do you think? 

>

> George Vasilakos 

> Eden Studios 

> Zombie Lord 

I have to say that while I am not interested in getting Zomb minitures (feeling about them the way that the rules in Feng Shui states in that maps/minis take the game away from role-playing and making it an exercise in tactics) I think that the metal/plastic minis if they come in a decent blister pack of 3-5 would be the most aluring. The cardstocks are good for the quick/cheap set and are what I would probbably use if I decided I really had to map out the combat. But I do feel that it takes away from the immediacy and lessens the mood of the game. 

And it doesn't help that I can't paint minis worth a good gundam. Tiny filkin' things. =] 

-- 

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] Zombie Miniatures Review

 Date: Tue, 06 Jun 2000 05:48:03 GMT

> How about plastic miniatures? 

>

> 3-Dimensional, and cheap to make. I think that would be a nice balance 

> between cardboard and lead or pewter (I'm not sure what they're making 

> minis out of these days, I just know they're damn expensive). 

That reminds me: GW's board game (talslanta? Something-Quest) where there is a modular map/monsters thing had an expansion of facing off against the undead, and had several skelletons, ghouls and zombs and I bought and used it to make my undead BloodBowl team (back when I did minis briefly) and they looked pretty good. I don't know if it's still available, but I thought I'd mention it. 

PS: I broke 1000 hits on my AFMBE page this weekend! Yeaaa! Thanks all! 

-- 

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: "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] Zombie Miniatures Review

 Date: Tue, 6 Jun 2000 09:33:14 +0100

<<< I bought the same set of 20 zombie minatures from GW and I had the opposite reaction as Mark ... I thought they were pretty generic and not at that medieval looking >>>

Well where I come from people don't stroll around in cloaks and jerkins anymore :) Too many high boots is also another symptom.

<<< To make the GW minis all look at least close to modern I did have to do the work that Mark discussed, however; choosing some very "modern" colors for clothing >>>

I painted some more up last night and that alone is working pretty well.

<<< getting creative with a file, using some modelling clay and sculpting it after it dried >>>

I'm not that ambitious :) I can just about make my way around with a base coat, wash and dry brushing but it doesn't go much further. I consider myself a fairly basic modeller and if I can get reasonable results then I'm sure most people can.

If you are a dab hand with modelling clay then you'll certainly make a really good job with these figures. A point I hope I did make about them was that the plastic is really good quality and really co-operates with shaping, carving, drilling and pinning. They're certainly not made out of cheap flexible plastic.

If you've got some supplies of modern accessories from other miniatures (soldiers helmets?) then combining those with the Zombies would also produce really good and quick results.

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] Zombie Miniatures Review

 Date: Tue, 6 Jun 2000 09:54:41 +0100

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

From: g. m. [mailto:gm1970@hotmail.com]

<<< feeling about them the way that the rules in Feng Shui states in that maps/minis take the game away from role-playing and making it an exercise in tactics >>>

Don't agree with that at all.

A strong reliance on maps/minis can take away a movie style feel from a game but it doesn't neccesarily damage role playing.

I also run a Twilight 2000 game and when I do that I'm very precise with maps and models/markers for certain situations where it's important that the players think as soldiers and plan out exactly what they're going to do. Isn't that good roleplaying? IMHO it would damage things if they just said "OK we're going to all rush into and take that farmhouse". I want them to think about covering fire, different soldiers abilities, escape routes etc. I want them to be aware of windows and high positions. I don't want to do this in an overly retentive fashion but I want them to think that way, maps and minis help this.

It makes it an exercise in thinking tactically rather than plain tactics. My players aren't soldiers but if they show some thought then even if it's not "corect" it'll normally come out on tops and the attempts to think as (role play) a soldier will be rewarded.

It's an aid to enforcing tactical thinking (and as I said in some games that is the role they are playing).

However my use of maps/models so far in AFMBE is in a very different light. In my first scenario (based on the road crash starter on the AFMBE web site) I just sketched a vague outline of the road and the buildings and that was enough. In my current game the players have gone into a house and are trying to make it secure from Zombies. I downloaded a house plan for a US style property and am using that by showing a whole room at a time as they walk into it. The miniatures will just be placed in a room as they enter to remind them and me, for example, that the player in the kitchen is sharing space with three of the shambling dead.

Exact positions don't matter and the combat is almost Feng Shui in that if they can come up with something neat then they should be able to do it. A player wants to stuff a Zombies head into an oven then he'll be able to do it, the miniatures on the map won't move, it's not what they are really for. I'm not going to really consider the map measured distance from the players last stated position to the oven and think, "mmmm, 12 metres, 1.2 movement actions!". Somone's surrounded then there miniatures will have Zombie miniatures placed around it as another example.

It's a quick and easy visual, mood and memory aid.

I can't see why someone wouldn't want to run a really "precise" miniatures based AFMBE session, "Achtung Zombie" perhaps, it's just that I haven't.

The use of maps/minis affects the mood and style of a game and this in turn can affect the role-playing in both positive and negative ways.

Most of a game doesn't normally involve that sort of combat anyway so how much effect can it really have on the Role Playing anyhow? Even in T2K where combat is tactics intensive there's loads of other things to do other than blow things up and shoot people.

Regards,

Mark

 From: simon@delaware.net Save Address - Block Sender

 Reply-To: flesh_rpg@edenstudios.net

 To: flesh_rpg@edenstudios.net Save Address

 Subject: Re: [Flesh_rpg] How to survive a horror movie

 Date: Tue, 06 Jun 2000 03:10:49 –0700

> HOW TO SURVIVE A HORROR MOVIE-----------------------------

There are some others:

* Don\'t go in the damn woods!!!!

* When you knock the weapon out of the monsters hand, PICK IT UP AND USE IT!!!!

=====

\"The world is my ashtray\"

 From: Richard Steed <RICHARDS4@uk.cpm-int.com> 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] How to survive a horror movie

 Date: Tue, 6 Jun 2000 11:22:41 +0100

There are some others:

* Don\'t go in the damn woods!!!!

* When you knock the weapon out of the monsters hand, PICK

IT UP AND USE IT!!!!

Also

If you have an insane relative slip into their cell/basement/attic/presidential suite when they are asleep and KILL THEM. It'll save a lot of heartache / furniture damage / blood stains / severe head trauma in the long run ;)

Never make friends with someone who has the above.

Oh yeah and don't have sex. Ever.

Rich

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] How to survive a horror movie

 Date: Tue, 6 Jun 2000 11:27:16 +0100

Well it's always the quiet ones who end up turning psycho and killing someone. Therefore if you have a quiet neighbour do the good thing and get them first.....

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

 Reply-To: flesh_rpg@edenstudios.net

 To: flesh_rpg@edenstudios.net Save Address

 Subject: [Flesh_rpg] (live) dead action roleplaying

 Date: Tue, 6 Jun 2000 03:38:01 -0700 (PDT)

After having been scared by some pretentious fantasy live roleplaying,I needed a reply.I would like to hear any ideas you guys and gals can muster.I really haven't worked out all the kinks yet.here is my beginning description..

d.a.r.p.-pushin’ up the daisies ( a dead action roleplaying event ) come smelling bad,in your worst clothes..it doesn’t matter your decomposing.each player receives 5 pieces of beef jerky,that represent his/her remaining unlife.these may be eaten by other players without their hands while the other player holds it against their body.the players must piece together their deaths before they are eaten,lose their minds,or get eaten.free gray body paint.

if you've made it this far here are some descriptions of other afmbe games I will be running in the denver area,any feedback or suggestions are valued 

All Flesh Must Be Eaten:The Great Atomic Power It is 1958.you are driving to Vegas in a stolen El Dorado with the top down.you were just coming down off some wild reefer when things got really strange.featuring a performance by local beat impresarios,The Cosmic Suds,and other surprises. tacticon Friday night

All Flesh Must Be Eaten:Los Punos Del Justicio (the fists of justice) inspired by Mexican and Brazilian horror cinema.The players take the role of masked wrestlers,and vindictive marachis who must stop the diabolical genius el caballo negro or the zombie hoard will destroy Mexico City on the Day of the Dead Sunday afternoon at tacticon 

All Flesh Must Be Eaten:Zombie Beach Party Our homage to the great great Dane..scooby Doo,and beach party movies. your aunt dies,and leaves you a beach side mansion.If you had only known the truth,you wouldn’t have thrown such a large party.... Saturday night at mile-hi con

the above events will all showcase our caveman trademarks of door prizes,complimentary refreshments,graphic violence,no taboos, and being played in a private room where we can break the rules.

 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] Zombie Miniatures Review

 Date: Tue, 6 Jun 2000 07:22:31 EDT

In a message dated 6/6/00 4:45:54 AM Eastern Daylight Time, molivermacklin@nep.co.uk writes:

<<<<< I bought the same set of 20 zombie miniatures from GW and I had the opposite reaction as Mark ... I thought they were pretty generic and not at that medieval looking >>>

 Well where I come from people don't stroll around in cloaks and jerkins anymore :) Too many high boots is also another symptom. >>

Renaissance Fair of the Living Dead!!!!!

Ab3

 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] Zombie Miniatures Review

 Date: Tue, 06 Jun 2000 09:39:22 -0400

EdenProd@aol.com wrote:

>

> There will be an upcoming poll on this.

You might want to consider sponsoring a set of SPARKS! figures as a cheaper alternative. For those who don't know, SPARKS! are sets of figured stored as a TrueType font, front and back, so you can print them off from your computer (if you have a printer that is). The joy of them is that they're cheaper and disposable, you can print batches of them off in whatever numbers or distribution you want, you can scale them to the size that you want, and you can colour them a lot quicker than you can paint a metal or plastic figure. SPARKS! are the brainchild of S.John Ross and Dan Smith, and you can get them here;

http://www.io.com/~sjohn/sparks.htm

Currently there's a Dungeoneers Set and a SciFi set, with a Macho Women With Guns set coming this month, and they provide a free sample of each set for you to download and assess before buying. They now accept payment via PayPal (a secure payment service I use myself), a nice alternative to Terry Austin's Hyperbooks service.

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: "Paul A. Schreiber" <werecrow@earthlink.net> Save Address - Block Sender

 Reply-To: flesh_rpg@edenstudios.net

 To: flesh_rpg@edenstudios.net Save Address

 Subject: Re: [Flesh_rpg] Zombie Miniatures Review

 Date: Tue, 06 Jun 2000 06:45:40 -0700

This is a very alien idea I've got here, but I hope everyone will at leate think about it for a few moments. I know its got "some" merits, but so it is with all things, I'm sure there are drawback I not thinking of at the moments either.

What about using "Shrinky Dinks" for minitures?

They start out bigger, so they should be easy to color (Just stay inside the lines, how hard can that be.)

For stands, just use those plastic tees that they have for those Steve Jackson & Pinicle(sp) cardboard heros.

For the Brave and/or creative, a few sheets of blank could be used to make just about anything.

Just make what you need and the rest only take up a sliver on the bookshelf and not a whole shoebox or whatever.

As I said, the merits are there, but are the drawbacks too much or too many?

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

 Reply-To: flesh_rpg@edenstudios.net

 To: flesh_rpg@edenstudios.net Save Address

 Subject: RE: [Flesh_rpg] Zombie Miniatures Review

 Date: Tue, 6 Jun 2000 08:54:23 -0500

::SNIP::

>maps and models/markers for certain situations where it's important that the

>players think as soldiers and plan out exactly what they're going to do.

>Isn't that good roleplaying? IMHO it would damage things if they just said

>"OK we're going to all rush into and take that farmhouse". I want them to

>think about covering fire, different soldiers abilities, escape routes etc.

::SNIP::

Mark, but you have to admit that T2K is 1 very millitary, 2 has a lot of wargame elements. Fortunately they provide a great counter and map set to help you with those elemets. There is nothing wrong with that but it is not a style that is for everyone. I know I am running mine more in the free form direction.

Concerning houses, a great trick is to use a house you already know (your parents, etc.) but your players don't. You are so familiar with it that you can totally visualize it without a map. Plus you are going to know all sort of details that normally would take a lot of work to imagine. I know my players are going to be VERY happy to find my dads gun collection. Not that it will actually be my parents house- that is too creepy for me.

 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] (live) dead action roleplaying

 Date: Tue, 06 Jun 2000 09:52:49 -0400

popo caba wrote:

> 

> d.a.r.p.-pushin’ up the daisies ( a dead action

> roleplaying event )

> come smelling bad,in your worst clothes..it doesn’t

> matter your decomposing.

This would be great for cons, since many gamers seem to be grubby, smelly, oddly stained individuals anyway. Of course, that also means it'd be hard to tell players from non-players. The addition of gray face-paint wouldn't help either, unless you run the game on the first night of a con, before everyone's developed a hangover.

> each player receives 5 pieces

> of beef jerky,that represent his/her remaining

> unlife.these may be eaten by other players without

> their hands while the other player holds it against

> their body.the players must piece together their

> deaths before they are eaten,lose their minds,or get

> eaten.free gray body paint.

The big problem here is of course that those of us who like beef jerky would probably eat themselves :-)

-- 

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: "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] Zombie Miniatures Review

 Date: Tue, 6 Jun 2000 14:46:18 +0100

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

From: Doctor TOC [mailto:otherchris@erols.com]

Subject: Re: [Flesh_rpg] Zombie Miniatures Review

<<< For those who don't know, SPARKS! are sets of figured stored as a TrueType font, front and back, so you can print them off from your computer >>>

Sounds good. Print only off the exact Zombies that you need :)

Still think it would be a good idea to bundle a sheet or two of themed cardboard Zombies ready printed with future supplements. For example FFOZ would have some Cowboy corpses while ETZ would have some Zombies in pajaymas.

If that could be done at a cost of say 50p to £1 on a £10 supplement book then I'm sure people wouldn't object and it would go down well.

It's way too late for the first run but what about adding an extra panel to future runs of the ZM screen with some generic cardstock Zombies on it?

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] (live) dead action roleplaying

 Date: Tue, 6 Jun 2000 14:55:44 +0100

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

From: Doctor TOC [mailto:otherchris@erols.com]

<<< many gamers seem to be grubby, smelly, oddly stained individuals anyway.>>>

That's totally unfair and I'm really miffed that you've said that!

My stains are totally logical. Dubious perhaps, odd no :)

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] Zombie Miniatures Review

 Date: Tue, 6 Jun 2000 15:04:56 +0100

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

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

<<< Mark, but you have to admit that T2K is 1 very millitary, 2 has a lot of wargame elements. >>>

Yup I do. Which is why I do tend to run fairly accurate map/miniature based combat, I've even been know to pop out a ruler from time to time :)

<<< Fortunately they provide a great counter and map set to help you with those elemets. >>>

Heh some of us have only got Version 1, paper, pens, pencils and Star Wars miniatures :)

<<< There is nothing wrong with that but it is not a style that is for everyone. I know I am running mine more in the free form direction. >>>

Oh yeah, totally agree with that. Horses for courses. I was just responding to a comment that maps and minis detract from the Role Playing aspect of a game. Whether that style of play adds or detracts from the RP aspect of a game depends on the "feel" of the game you're going for. I run both mapless and map heavy games depending on the sort of game that I'm after and the sort of mood that will keep my players happy.

Overuse of maps can detract from Role Playing in a cinematic game where as under use of maps in a tactical game will do the same. Maps help players imerse themselves into a game but they can be a meaningless distraction if not used right.

<<< Concerning houses, a great trick is to use a house you already know (your parents, etc.) but your players don't. >>>

Well British houses are very different from American houses. We're kinda familiar with what US houses are like cos we see so many of them on TV, I wanted something that would therefore feel "authentic" without too much effort on my behalf. I was provided with, by pure timing coincidence, a US buidling companies web site and just borrowed the sales floor plans :)

<<< I know my players are going to be VERY happy to find my dads gun collection. >>>

Well the only collection of offensive weaponry my Dad has is the stack of Readers Digests in the lounge. Bore those Zombies to death with politcally naive and ignorant drivel :)

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] Zombie Miniatures Review

 Date: Tue, 6 Jun 2000 15:08:55 +0100

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

From: Paul A. Schreiber [mailto:werecrow@earthlink.net]

<<< As I said, the merits are there, but are the drawbacks too much or too many? >>>

If it helps the game then I'm up for anything :)

I've used and seen all sorts of substutes for miniatures in my time. My hobbit in WFRP being faced with a giant blue Smurf acting as a substitute troll was a particularly memorable instance. To me it may have been a friendly German mushroom resisiding chap but to my hobbit it was the scarriest thing since Norman Tebbit.

Be fluent with the description and just about anything will go.

Regards,

Mark

 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] Zombie Miniatures Review

 Date: Tue, 06 Jun 2000 10:26:37 -0400

"Oliver - Macklin, Mark - NEP" wrote:

>

> I've used and seen all sorts of substutes for miniatures in my time. My

::SNIP::

Heh. One of the funniest moments in my old Golden Heroes campaign was when I slapped my 2 foot tall Godzilla (classic) toy on the table next to the heros and said "It's to scale". They freaked :-)

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: Richard Steed <RICHARDS4@uk.cpm-int.com> 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] Zombie Miniatures Review

 Date: Tue, 6 Jun 2000 15:33:16 +0100

To me it may have been a friendly German mushroom resisiding chap but to my hobbit it was the scarriest thing since Norman Tebbit.

Whoa scary vision there for us Brits - might be lost a bit on the yanks though.

Bit like sarcasm and culture really.

Don't flame me it was only a joke ;)

Rich

 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] Zombie Miniatures Review

 Date: Tue, 06 Jun 2000 07:44:19 PDT

> What about using "Shrinky Dinks" for minitures? 

Jeez, you mean these things still exist!!!? 

I was beginning to think they were but a weird dream from my childhood. 

Ferg

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

 Reply-To: flesh_rpg@edenstudios.net

 To: <flesh_rpg@edenstudios.net> Save Address

 Subject: RE: [Flesh_rpg] (live) dead action roleplaying

 Date: Tue, 6 Jun 2000 10:49:37 -0400

The only problem is finding zombies. I have a bit of experience running LARPs and I can't really imagine a whole lot of people paying good money to roam around a room/forest/abandoned temple to Quetzelquatle, moaning and snapping into Slim Jims. There just aren't that many avenues of personal experience to explore.

Chris

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

 Reply-To: flesh_rpg@edenstudios.net

 To: flesh_rpg@edenstudios.net Save Address

 Subject: RE: [Flesh_rpg] Zombie Miniatures Review

 Date: Tue, 6 Jun 2000 09:49:14 -0500

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

::SNIP::

><<< Concerning houses, a great trick is to use a house you already know

>(your parents, etc.) but your players don't. >>>

>

>Well British houses are very different from American houses. We're kinda

>familiar with what US houses are like cos we see so many of them on TV, I

>wanted something that would therefore feel "authentic" without too much

>effort on my behalf. I was provided with, by pure timing coincidence, a US

>buidling companies web site and just borrowed the sales floor plans :)

Looking up floor plans on the web is a great idea- what sites did you look at?

 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] Floorplans (was Re : Miniatures Review)

 Date: Tue, 6 Jun 2000 16:18:56 +0100

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

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

<<< I didn't realize Version 1 didn't come with all the goodies. >>>

No, it was really basic. That I own it and bought it new also really dates me doesn't it :)

<<< BTW AFMBE/T2K crossover would be a great game. >>>

That'll teach my players to think they know what they can expect.

When I ran my first AFMBE session my players/victims didn't know that I had it. I had all the T2K gumph piled "discretely" by my chair and just asked them to select a character archetype, I didn't give them the sheets. One of them saw the T2K box beside me and commented upon it, I didn't respond. They didn't seem to expect the Zombies.....

<<< Looking up floor plans on the web is a great idea- what sites did you look at? >>>

This is where I found the plan that I used....

http://www.dominionhomes.com/

I was also given these other sites...

http://www.notfrisco.com/alcatraz/maps/index.html

http://library.nevada.edu/info/newlib/floors.html : Library Map

http://www.bayoulofts.com/ : Converted Lofts

http://www.marinij-homes.com/new/novatochase/plans/index.html : More houses

http://www.construct.net/gallery95/index.html : Theatre

Hope they help someone....

 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] Floor plans

 Date: Tue, 6 Jun 2000 11:38:58 -0400

In our area -- I won't even speak for all of Canada -- one can buy books of housing floor plans which are used by prospective home buyers/builders to choose the features they want. It's generally one plan to a page. With a photocopier that scales images, you can create floor plans at whatever size you want.

The disadvantage is that these are new homes; if you want something more like a turn of the century home (with smaller windows, for example), you need to look elsewhere.

For that matter, our daily newspaper runs a new home floorplan at a ridiculously tiny scale every Saturday. 

Most of the games I've run where I used maps and floor plans were superhero games (using Champions), so house plans weren't particularly useful.

Collections of floor plans for small businesses and malls would be useful. :-) Any URLs would be useful.

My daughter is five, and when she needs to go to the bathroom, she needs to go *now*. Most storeowners understand this, so I've managed to see the back rooms and basements of a number of stores. It's been very educational. There's a liquor store near our house that has an extremely defensible basement.

Plus a lot of booze. :-)

 From: Richard Steed <RICHARDS4@uk.cpm-int.com> 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] Floorplans (was Re : Miniatures Review)

 Date: Tue, 6 Jun 2000 16:52:47 +0100

Cheers for the links - I am about to run a nice cross country jaunt for my characters (well I'm letting them run free anywhere in the UK) so not having to come up with loads of building plans is cool.

Has anyone got anymore?

Rich

 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] Zombie Miniatures Review

 Date: Tue, 6 Jun 2000 12:13:56 EDT

In a message dated 6/6/00 6:43:26 AM Pacific Daylight Time,otherchris@erols.com writes:

<< You might want to consider sponsoring a set of SPARKS! figures as a cheaper alternative. For those who don't know, SPARKS! are sets of

::SNIP::

Ive allready spoken with S John Ross and Dan Smith, this is an option.

 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] Floorplans (was Re : Miniatures Review)

 Date: Tue, 6 Jun 2000 17:16:02 +0100

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

From: Richard Steed [mailto:RICHARDS4@uk.cpm-int.com]

Subject: RE: [Flesh_rpg] Floorplans (was Re : Miniatures Review)

<<< Cheers for the links >>>

No worries, I was dead chuffed to be given them and it's the least I can do to pass them on.

<<< I am about to run a nice cross country jaunt for my characters (well I'm letting them run free anywhere in the UK) so not having to come up with loads of building plans is cool. >>>

Dunno if you come from the UK or not but US houses are quite different in design and layout to UK ones. As a rule of thumb most UK houses are two storey and many are attached either in a terrace or as semis. It's also fairly typical that the 1st floor is as large as the ground, if you've bought the land you might as well use it.

Regards,

Mark

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

 Reply-To: flesh_rpg@edenstudios.net

 To: flesh_rpg@edenstudios.net Save Address

 Subject: [Flesh_rpg] fiction

 Date: Tue, 06 Jun 2000 11:33:37 CDT

Now showing on Oaxaca's "Spreading the Love" website, 2 stories of Survival and Horror! 

Big Vinnie brings the story of two people, stranded on an island, in: 

"Meeting the Deadline" 

Oaxaca brings us the first installment of an historical England we never knew, in: 

"Death from the Northland" 

And coming soon, a message page where you can comment and discuss the site and its features. 

www.oaxaca.f2s.com (follow the Our Tales of Survival and Horror link) 

-Oaxaca

 From: simon@delaware.net Save Address - Block Sender

 Reply-To: flesh_rpg@edenstudios.net

 To: flesh_rpg@edenstudios.net Save Address

 Subject: RE: [Flesh_rpg] How to survive a horror movie

 Date: Tue, 06 Jun 2000 10:10:54 -0700

Quoting \"Oliver - Macklin, Mark - NEP\"

<molivermacklin@nep.co.uk>:

> Well it\'s always the quiet ones who end up turning psycho and killing someone. Therefore if you have a quiet neighbour do the good thing and get them first.....

Yeah, but while you are busy watching the quiet ones, a noisy one will come up and friggin kill you!!!!!

 From: "Patrick J Barrett" <jerrod_kaine@mailcity.com> Save Address - Block Sender

 Reply-To: flesh_rpg@edenstudios.net

 To: flesh_rpg@edenstudios.net Save Address

 Subject: Re: [Flesh_rpg] (live) dead action roleplaying

 Date: Tue, 06 Jun 2000 11:20:22 -0700

And I don't relish the idea of eating jerky that has been in the hands and touched the bodies of another con-goer...

--Patrick Barrett

 From: "Patrick J Barrett" <jerrod_kaine@mailcity.com> Save Address - Block Sender

 Reply-To: flesh_rpg@edenstudios.net

 To: flesh_rpg@edenstudios.net Save Address

 Subject: RE: [Flesh_rpg] Floor plans

 Date: Tue, 06 Jun 2000 11:33:26 -0700

The two closest malls to where I live both have underground facilities, which I'll probably end up using in a game. One of the malls is an old failing (only 3 or 4 stores, other than Wards) sigle-story mall, from the early days of Dallas (and indoor malls, for that matter). It has a bomb shelter beneath it. The other mall, which is the one I would use, has a network of unused subterranean tunnels. They are dark, smell of age, and many sections are closed off by chain-link gates. Who knows what might be lurking down there...

--Patrick Barrett

 From: "Samurai Joe" <jeigame@hotmail.com> Save Address - Block Sender

 Reply-To: flesh_rpg@edenstudios.net

 To: flesh_rpg@edenstudios.net Save Address

 Subject: [Flesh_rpg] Other Monsters

 Date: Tue, 06 Jun 2000 12:18:46 PDT

Just out of curiousity, has anyone populated their dead worlds with monsters other than zombies? If so, how did you go about integrating them? 

Regards 

Jei

 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] (live) dead action roleplaying

 Date: Tue, 6 Jun 2000 13:12:33 -0700 (PDT)

--- Patrick J Barrett <jerrod_kaine@mailcity.com> wrote:

> And I don't relish the idea of eating jerky that has been in the

> hands and touched the bodies of another con-goer...

>

> --Patrick Barrett

>

 That's OK, I'm vegetarian. It would be, "Brains, BRAAAAIINS...oh.. um ..nevermind. You're free to go. Get out of here."

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: MikeUL182@aol.com Save Address - Block Sender

 Reply-To: flesh_rpg@edenstudios.net

 To: flesh_rpg@edenstudios.net Save Address

 Subject: Re: [Flesh_rpg] How to survive a horror movie

 Date: Tue, 6 Jun 2000 16:23:28 EDT

don't forget: "never be funnier than the main character. The practical joker always dies first."

 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] Zombie Miniatures Review

 Date: Tue, 06 Jun 2000 20:25:00 GMT

><< Eden is thinking of doing cardboard miniatures (snip) 

> What do you think? >> 

> Second reaction: Package it up with another supplement that looks to be on 

> the light side. (This would've been great to do with the ZM Screen, but 

> methinks it's probably too late.) 

How about a source that's like...well, this might be skirting the edge of copyright infringement here, but maybe something like a mall scenerio, w/ some layouts a DM can use, and maybe some offices in large buildings....perhaps even a school or two? Put that w/ some cardboard cutouts...make it interchangeable, throw in a scenerio or two to use w/ it? 

Yeah, it comes a little close to making it like a boardgame, but if you put enough little goodies in it like that, it'd be worth picking up as a source. Maybe instead of all the layouts, just one or two layouts, and a few extra templates? 

Tracy

 From: KGaud35459@aol.com Save Address - Block Sender

 Reply-To: flesh_rpg@edenstudios.net

 To: flesh_rpg@edenstudios.net Save Address

 Subject: Re: [Flesh_rpg] Zombie Miniatures Review

 Date: Tue, 6 Jun 2000 16:44:30 EDT

 I personally would love to see AFMBE minis. I would like to see not only zombies but maybe three packs with each of the character archtypes(3 different soldiers, scientists, etc.) and maybe even zombie versions of them.

Kyle

 From: KGaud35459@aol.com Save Address - Block Sender

 Reply-To: flesh_rpg@edenstudios.net

 To: flesh_rpg@edenstudios.net Save Address

 Subject: Re: [Flesh_rpg] Zombie Miniatures Review

 Date: Tue, 6 Jun 2000 16:56:10 EDT

 I have also used the Resident Evil/Dawn of the Dead action figures. I was originally going to make a large scale "Maul of America" for a convention that ultimately fell through. I was left with about 30 zombie action figures and several player action figures. I thought, "why let them go to waste"? I have also added to the collection the Metal Gear Solid figures, the X-Files movie figures, the Virus figures, a few sports figures, and a Kmart brand of soldier action figure called Modern Soldiers. They all are more or less to scale with each other and I have had a blast modifying some of the human figures into zombies. I turned a Leon Kennedy into a zombie, I took off another zombies arm and have him chewing a huge strip of flesh from it. It looks great. I would only recommend this for true hardcore modelers who have extra time and money to spend. I got all but the Dawn figures on sale.

Kyle

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

 Reply-To: flesh_rpg@edenstudios.net

 To: flesh_rpg@edenstudios.net Save Address

 Subject: [Flesh_rpg] Dead at 1002; Dane of the Dead (long)

 Date: Tue, 06 Jun 2000 14:01:45 PDT

These are my thoughts on expanding the 'Dead at 1000' deadworld in Northern Europe. I looked at the events of the years in question and thought about how I could fit the zombies around them. I would appreciate hearing your thoughts on this. Ferg 

Dead at 1002 

Dane of the Dead 

Background and Timeline: 

979 A.D 

Aethelred 'the Unready' becomes king. He rules a country divided; The Danes have invaded on numerous occasions over two hundred years and while many were persuaded to return home with 'gifts' of gold, many have settled and made their homes in England. 

991 A.D 

King Aethelred draws up a treaty with Duke Richard 'the Fearless' of Normandy. They agree not to aid their common enemy The Danes, ruled by King Swein, against each other. 

996 A.D 

Duke Richard 'the Fearless' is reported dead. 

1001 A.D 

The Danish threat continues to increase. Duke Richard and King Aethelred's alliance is sealed when King Aethelred is married to Emma, daughter of Duke Richard. 

1002 A.D 

Attacks against England by King Swein's forces become more severe. Aethelred orders the massacre of all Danes in England... 

ZM Background: 

991 A.D 

Duke Richard 'the Fearless', acolyte of Mordecai 'the Mad', convinces Aethelred of the need for an alliance. Party to Mordecai's plans for the future, he is charged with ensuring that there will be no resistance from England. He sires a son, Richard, and a daughter, Emma. In a bizarre and frightening ritual, Emma's soul is replaced by that of a demon's. 

996 A.D 

Richard 'the Fearless' senses his impending death. With Emma's aid he displaces his own son's soul and becomes Richard II 'the Good', and takes th ereigns of power. 

1000 A.D 

In France the dead rise and Mordecai's power grows, steadily pushing it's boundaries across Europe. In the north the dead have risen in Germany and are threatening to destroy the Danes. Mordecai's dead, though encountering fierce resistance from the Danes, continue to push Swein's forces back. 

1001 A.D 

King Swein decides the invasion of England is vital to the survival of the Danish people, and that the invasion of an island will protect his people from the oncoming horror. Swein steps up attacks against England, planning to let Denmark fall and retreat to Norway, thus buying time to invade England en masse within two years. 

Aethelred and Emma marry. The demon immediately begins to cast a glamour over Aethelred, thus making him a puppet under the direct control of Richard. Already weakened by years of difficult rule Aethelred begins to show further weakness in his rule. Richard agrees to help him consolidate his power, but Aethelred must prove his loyalty in return. Richard demands a sacrifice. 

1002 A.D 

Aethelred pays Richard his price. All Danes in England are massacred. This mass letting of blood fuels the spell needed to raise the newly dead. 

Aethelred is horrified at the price he has had to pay and shakes off Emma's spell, and severs links with Normandy. He is outraged at being so easily manipulated, but it is all too late as the newly dead rise and spread through England. His orders to stop the further massacre of Danes go unheeded by the people: The Danes, panicking, are pushed back to the East coast of England, harried by English troops and peasentry who continue to kill all Danes on sight. Bands of Danish farmers form rear-guard defences to halt the advance of the English. 

In Denmark King Swein hears of the dead rising. The Danes step up their plans to invade and clear England of the threat before it becomes out of hand. Before this is done, though, Swein orders the rescue of all Danes in England, securing the loyalty of his people and reducing the possible strength of numbers of future resistance. 

Richard 'the Good' decides to take England. Having captured many of the dead in France, he formulates a plan to ship the dead into the South West of England, establishing a foothold on the country. From the South West the dead will spread across the country trapping the English between the Danes and the dead. His victory is assured... 

Story Possibilities: 

The Danes; 

- Rescue. Bands of warriors are sent by King Swein to land at villages under threat. Their mission is to simply rescue as many Danes as they can, and destroy as many of the risen dead as possible. The Cast can either be drawn by plumes of smoke on the coast, or just arrive at a crucial time, to find a village under attack by the dead. This rescue mission can turn into a fighting retreat in a 'to the ships!' type battle. 

For ZMs there is the great opportunity to play with the Cast; the old folk who need carrying to the boats, saving the village riches, the baby in the burning hut needing rescuing etc. 

A nice touch may be to use this at the beginning of a series of encounters. The Cast are sent to rescue the village from the English. Only when they take up arms do they find that all is not as it seems. Naturally the King would need this vital information. 

- Invasion. The Cast are sent (back?) to England to destroy as many dead as possible. They are to establish and keep a stronghold until reinforcements arrive. Threats can come from either the English or the 'risen'. 

As an alternative this can be set prior to Richard's spell going off. The Danes fight off the English, winning a huge victory, but at a huge loss of men. During the night a mysterious fog blankets the entire land, and there is a stirring among the corpses. The Danes won once. Now, can they do it again... 

- Never Surrender. The Cast can take on the roles of the Danish peasents in England, fighting against the English forces as they are pushed to the East Coast, or take the same role in Denmark, fighting a retreat against Mordecai's dead. 

The English; 

- Wipe Them Out. The Cast are ill-educated farmers and poorly trained soldiers. These Danes have invaded enough and now it's time to push them into the sea. The Cast are wholeheartedly encouraged to slaughter and burn their way through the Danish settlers' farms, or pursue running bands of Danes. As 'Invasion' above, during the night the fog rolls in, and by morning the tables have turned and The Cast have left a blazing trail of undead across the local countryside. 

- Beaches. The Cast are from a local fishing village in the South West. During the night there is a storm and the following morning a Norman ship is wrecked on the beach. In minutes of The Cast's arrival its cargo escapes and the Norman secret is revealed. 

- All at Sea. Aethelred has declared against Norman shipping. As the Cast play the crew of an English warship, they spy several Norman vessels approaching land. Intercepting the ships, a fight breaks out and the Cast have the opportunity to board. The Norman captain seeing that his best chance of survival is to distract the English and swim for it, unleashes his hungry cargo. The ships must be prevented from reaching the mainland. 

However later that night shadowy figures emerge from the waves and lurch up the beach. Stopping the ships was not enough, and now the 'risen' are spread all along the coast...

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

 Reply-To: flesh_rpg@edenstudios.net

 To: <flesh_rpg@edenstudios.net> Save Address

 Subject: Re: [Flesh_rpg] Zombie Miniatures Review

 Date: Tue, 6 Jun 2000 16:10:31 -0500

> I personally would love to see AFMBE minis. I would like to see not

>only zombies but maybe three packs with each of the character archtypes(3

>different soldiers, scientists, etc.) and maybe even zombie versions of them.

>

>Kyle

Oh! Three-packs!

Male, female, zombie!

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] Re Dumb Question

 Date: Tue, 06 Jun 2000 09:27:59 -0500

 > Got a dumb question, because I don't have the rules yet. Which

> deadworld is most like a Romero world? > >>

>

> Albany, NY

You've never been to Ohio, have you?

Mike

--

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

 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] Other Monsters

 Date: Tue, 6 Jun 2000 17:51:49 EDT

In a message dated 6/6/00 3:26:03 PM Eastern Daylight Time, jeigame@hotmail.com writes:

<< Just out of curiousity, has anyone populated their dead worlds with monsters other than zombies? If so, how did you go about integrating them? >>

Well if you buy Witchcraft and its supplements you have all form of lycanthropes, ghosts and mad gods to populate your world with.

 Ab3

 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] (live) dead action roleplaying

 Date: Tue, 06 Jun 2000 09:52:49 -0400 

popo caba wrote:

> 

> d.a.r.p.-pushin’ up the daisies ( a dead action

> roleplaying event )

> come smelling bad,in your worst clothes..it doesn’t

> matter your decomposing.

This would be great for cons, since many gamers seem to be grubby, smelly, oddly stained individuals anyway. Of course, that also means it'd be hard to tell players from non-players. The addition of gray face-paint wouldn't help either, unless you run the game on the first night of a con, before everyone's developed a hangover.

> each player receives 5 pieces

> of beef jerky,that represent his/her remaining

> unlife.these may be eaten by other players without

> their hands while the other player holds it against

> their body.the players must piece together their

> deaths before they are eaten,lose their minds,or get

> eaten.free gray body paint.

The big problem here is of course that those of us who like beef jerky would probably eat themselves :-)

 -- 

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: "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] Zombie Miniatures Review

 Date: Tue, 6 Jun 2000 14:46:18 +0100

>From: Doctor TOC [mailto:otherchris@erols.com]

<<< For those who don't know, SPARKS! are sets of figured stored as a TrueType font, front and back, so you can print them off from your computer >>>

Sounds good. Print only off the exact Zombies that you need :)

Still think it would be a good idea to bundle a sheet or two of themed cardboard Zombies ready printed with future supplements. For example FFOZ would have some Cowboy corpses while ETZ would have some Zombies in pajaymas.

If that could be done at a cost of say 50p to £1 on a £10 supplement book then I'm sure people wouldn't object and it would go down well.

It's way too late for the first run but what about adding an extra panel to future runs of the ZM screen with some generic cardstock Zombies on it?

Regards,

Mark

 From: Jay Rutley <jay.rutley@sympatico.ca> Save Address - Block Sender

 Reply-To: flesh_rpg@edenstudios.net

 To: flesh_rpg@edenstudios.net Save Address

 Subject: Re: [Flesh_rpg] Floor plans

 Date: Tue, 06 Jun 2000 20:46:05 -0500

John McMullen wrote:

> In our area -- I won't even speak for all of Canada -- one can buy

> books of housing floor plans which are used by prospective home

> buyers/builders to choose the features they want. It's generally

> one plan to a page. With a photocopier that scales images, you can

> create floor plans at whatever size you want.

 That reminds me of an Aliens game that I was in. The game itself was pretty bad, as we were all playing Star Trek Next Gen characters in the Aliens universe, trying to destroy a nest... but I digress... Anyways, the GM used a local mall as the setting (the Yorkville Mall in Toronto); he actually walked into the security room and asked for a copy of the floorplans. And they gave it to him! So we put our little cardboard minis on their plans and went roasting bugs through the service hallways in the mall.

 We could have probably planned a decent robbery with those plans.

 Jay

 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] Zombie Miniatures Review

 Date: Tue, 6 Jun 2000 18:10:43 -0700 (PDT)

--- KGaud35459@aol.com wrote:

> I personally would love to see AFMBE minis. I would like to see

> not

> only zombies but maybe three packs with each of the character

> archtypes(3

> different soldiers, scientists, etc.) and maybe even zombie versions

> of them.

>

> Kyle

 If AFMBE minis do well do you think that Eden would do some for WitchCraft or Armageddon? Three packs of the different covenants would be cool, plus some Cult of Pain types, Combine agents, various spirits and such. Armageddon would really lend itself to minis with the Allience and AOR soldiers.

 As long as I'm talking about other Eden products, doesn't Conspiracy X already have minis? How are those doing?

 If you go with the cardboard cutouts for AFMBE it would be great to incorporate the archtype illustrations for the archtype figures, because I really like the way those came out (Goth girl is my favorite).

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] Zombie Miniatures Review

 Date: Tue, 6 Jun 2000 18:15:21 -0700 (PDT)

--- KGaud35459@aol.com wrote:

<snip>

> extra time and money to spend. I got all but the Dawn figures on

> sale.

>

> Kyle

 I had to doubletake on that because my first thought was the Dawn comic from Sirius. You have a redhaired Goddess with mascara running from her tears running around Zombietown? Then it clicked, oh Dawn of the Dead.

 Ahem. Switching from comics mood to zombie mood, proceeding with caution.

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: 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] Other Monsters

 Date: Tue, 06 Jun 2000 20:45:47 -0700

> In a message dated 6/6/00 3:26:03 PM Eastern Daylight Time, 

> jeigame@hotmail.com writes: 

>

> << Just out of curiousity, has anyone populated their dead worlds with 

> monsters 

> other than zombies? If so, how did you go about integrating them? 

> >> 

When George posts my deadworld submission "Feeding Time", you'll see another sort of monster other than zombies...and it'll make you wish for ONLY Zombies... 

And my work-in-progress "The Moaning Twenties" is going to have some "devilish" antangonists... 

You Have Been Warned... 

Graveyard Greg

 From: Canive2@aol.com Save Address - Block Sender

 Reply-To: flesh_rpg@edenstudios.net

 To: flesh_rpg@edenstudios.net Save Address

 Subject: Re: [Flesh_rpg] Other Monsters

 Date: Tue, 6 Jun 2000 22:30:21 EDT

 I personally like using other monsters sometimes to spice up the game, and as a good excuse to make the game a bit harder (and to give the players a good target for their big guns!)

Here's a couple of options that i would consider using:

 -Natural monsters (Bigfoot, etc) that the players can run into.

 -Biological company or military genetic experiments are sure to have been conducted before zombies took over the world. Mabye there were a couple living breathing prototypes, and they're not just going to sit around when the food stops coming....

 -As Magwier@aol.com suggests, mabye there are other types of monsters already in the world as well

Hope that helps

 From: "Ken Foushee" <dojifuchi@home.com> Save Address - Block Sender

 Reply-To: flesh_rpg@edenstudios.net

 To: <flesh_rpg@edenstudios.net> Save Address

 Subject: Re: [Flesh_rpg] Other Monsters

 Date: Tue, 6 Jun 2000 22:00:33 -0500

Speaking of monsters, I plan on using the other humans as a very potent "monster."

My current campaign is in it's infancy, but as soon as my players get used to the shock of the zombies, they will also begin having to compete for scarce resources with other groups of survivors, some of whom are not especially friendly.

Ken

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

 Reply-To: flesh_rpg@edenstudios.net

 To: flesh_rpg@edenstudios.net Save Address

 Subject: Re: [Flesh_rpg] Dead at 1002; Dane of the Dead (long)

 Date: Tue, 06 Jun 2000 21:59:08 PDT

[SNIP OF THE EXCELLENT POST] 

An excellent way to "spread the love" into The British Isles as well as an excellent story of betrayal, hopes for redemption and Hamlet style deceptions, usurpations (is that really a word?), and double dealing evil kings. 

Graham, 

shamelessly wasting your bandwidth

 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] Zombie Miniatures Review

 Date: Wed, 07 Jun 2000 05:40:36 GMT

::SNIP:: 

>

> Oh yeah, totally agree with that. Horses for courses. I was just 

> responding to a comment that maps and minis detract from the Role Playing 

> aspect of a game. Whether that style of play adds or detracts from the RP 

> aspect of a game depends on the "feel" of the game you're going for. I run 

> both mapless and map heavy games depending on the sort of game that I'm 

> after and the sort of mood that will keep my players happy. 

Wellllll, I never said that they *always* detract from the RP aspect of a game, I just said that it does it for *me*. If you like 'em, go for it. I did say that if people did like/use them, cool and perhaps the plastics would be better if they were cheaper. But since they're not, go with the metal or cardboard. I'd also ask that metal minis not be bundled with any other product, with the exception of cardboard minis. 

Anywhoo, I can appreciate the apeal of minis, and their use, but I just don' like 'em outside tactical war games. 

Was that too defensive? =] 

-- 

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] How to survive a horror movie

 Date: Wed, 07 Jun 2000 05:44:45 GMT

> > Well it\'s always the quiet ones who end up turning psycho 

> and killing 

> someone. Therefore if you have a quiet neighbour do the 

> good thing and get 

> them first..... 

>

> Yeah, but while you are busy watching the quiet ones, a 

> noisy one will come up and friggin kill you!!!!! 

But won't you hear them comming? =] 

Sorry for the wasted bandwith! 

-- 

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] (live) dead action roleplaying

 Date: Wed, 07 Jun 2000 05:46:56 GMT

> And I don't relish the idea of eating jerky that has been in the hands and touched the bodies of another con-goer... 

Then perhaps you just have the jerky-wearer eat their own jerky since it's their own (hopefully) stuff on their clothes...maybe. Perhaps the jerky should just stay in the wrapers then? 

Beef Jerky Canabalism. Where else on the net are you going to find this a topic that's discussed *seriously*?! I love you guys! 

-- 

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] Zombie Miniatures Review

 Date: Wed, 07 Jun 2000 05:52:50 GMT

>> << Eden is thinking of doing cardboard miniatures (snip) 

>> What do you think? >> 

>> Second reaction: Package it up with another supplement that looks to be on 

>> the light side. (This would've been great to do with the ZM Screen, but 

>> methinks it's probably too late.) 

>

>

> How about a source that's like...well, this might be skirting the edge of 

> copyright infringement here, but maybe something like a mall scenerio, w/ 

> some layouts a DM can use, and maybe some offices in large 

> buildings....perhaps even a school or two? Put that w/ some cardboard 

> cutouts...make it interchangeable, throw in a scenerio or two to use w/ it? 

> Yeah, it comes a little close to making it like a boardgame, but if you put 

> enough little goodies in it like that, it'd be worth picking up as a source. 

> Maybe instead of all the layouts, just one or two layouts, and a few extra 

> templates? 

If it's done this way, lots of maps with archtypes/thumbnail adventure ideas to go with it (Graveyard map w/Mortician and Grave Digger or Truck Stop w/Trucker, Waitress and Hooker) and the assorted cardboard minis, it should attract people across the board. While I don't use mini's I do like maps, and everyone can use new archtypes/plot ideas. 

Good idea there Tracy. 

-- 

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] Zombie Miniatures Review

 Date: Wed, 07 Jun 2000 05:55:24 GMT

> I personally would love to see AFMBE minis. I would like to see not 

> only zombies but maybe three packs with each of the character archtypes(3 

> different soldiers, scientists, etc.) and maybe even zombie versions of them. 

>

> Kyle 

That would be cool. Perhaps a "Survivors Pack" a "Norms Pack" and "Inspired Pack" That would really help since some don't mix Norms and Survivors. The Zombies Versions is also a good idea. Does it cost too much to modify a mold based on an existing one, if anyone here makes/knows about making minis? 

-- 

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] Dead at 1002; Dane of the Dead (long)

 Date: Wed, 07 Jun 2000 05:58:11 GMT

> These are my thoughts on expanding the 'Dead at 1000' deadworld in Northern 

> Europe. I looked at the events of the years in question and thought about 

> how I could fit the zombies around them. I would appreciate hearing your 

> thoughts on this. Ferg 

>

> Dead at 1002 

::SNIP:: 

Good work (again) Ferg! Really well done and an excellent covering of the bases to work the different angles! Kudos! 

-- 

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

 Reply-To: flesh_rpg@edenstudios.net

 To: flesh_rpg@edenstudios.net Save Address

 Subject: Re: [Flesh_rpg] (live) dead action roleplaying

 Date: Tue, 6 Jun 2000 23:47:24 -0700 (PDT)

for you vegetarians,and more hygienically conscious we could put arm bands on the players holding a warm puss colored tofu paste filled with cucumber seeds, or I was thinking we could also use pizza slices that have blue food coloring in the motzerella to make them look like grayish zombie flesh,with colored chicken chunks. what attributes could we use for a zombie larp?

 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] Zombie Miniatures Review

 Date: Wed, 7 Jun 2000 11:36:10 +0100

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

From: g. m. [mailto:gm1970@hotmail.com]

<<< I'd also ask that metal minis not be bundled with any other product, with the exception of cardboard minis. >>>

Certainly.

Keep the costs down and keep them seperate. There's also then the possibility that non AFMBE players might buy them (Zombies do seem fairly hard to find after all) and start wondering what this AFMBE thing is all about, can't be bad. Then there's the profit margin on two products as oppossed to one :)

I'm all for carboard minis being a part of another AFMBE product (WEG used to do this with SW adventures, always neat to have) but once again as long as it's doesn't impact too much upon the price. Much as how I love miniatures for certain game styles I wouldn't be too happy about being forced to pay for some when I may not use them.

<<< Anywhoo, I can appreciate the apeal of minis, and their use, but I just don' like 'em outside tactical war games. >>>

In games where I don't use them tactically they serve as mood enhancers and memory joggers when my players display their loyalty and affection for each other and run in their own seperate directions :)

<<< Was that too defensive? =] >>>

Not at all :)

Regards,

Mark

 From: "Big Vinni" <bigvinni@home.com> Save Address - Block Sender

 Reply-To: flesh_rpg@edenstudios.net

 To: "All Flesh" <Flesh_rpg@edenstudios.net> Save Address

 Subject: Re: [Flesh_rpg] Other Monsters

 Date: Wed, 7 Jun 2000 11:47:08 -0400

I have this AFMBE scenario where the action starts with a bank robbery. The Robbers kill the guards and threaten to "Mata los Ninos". Humans, sometimes, are the best monsters of all.

Big Vinni-

bigvinni@home.com

ICQ# 40951228

