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 Gaming

 Date: Wed, 7 Jun 2000 17:08:23 +0100

Found this, thought people might be interested.....

http://www.gamingoutpost.com/content/000422-46-95.cfm?site=

 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] (live) dead action roleplaying

 Date: Wed, 07 Jun 2000 17:54:28 GMT

> From: "Patrick J Barrett" <jerrod_kaine@mailcity.com> 

> 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... 

<shudder> Good point...maybe they could keep the wrapper on it? I mean, I'd spit out the plastic for the sake of a little bit of sanitation....:) 

Tracy

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: Wed, 07 Jun 2000 18:03:04 GMT

> 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? 

I don't know, but just remembered that there's this modeling stuff for minis...it's yellow and blue, and it's like a puttty oyou mix yourself..more of one color ot make it really hard, more of the other to mkae it more flexible after drying...I can't remember the name, but you can get it at most stores that sell supplies for 40K and regular warhammer...you could pry use that to make some nice variations on mini's for AFMBE, if needed... 

Tracy

 From: "Cybermessiah.geo" <cybermessiah.geo@yahoo.com> Save Address - Block Sender

 Reply-To: flesh_rpg@edenstudios.net

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

 Subject: [Flesh_rpg] help! I need some zombie!

 Date: Wed, 7 Jun 2000 14:17:39 -0400

a few weekends ago I ran a short zombie game. However it was funny cause of what I did with it. however.. it was totally Stupid session how would I Properly design a ZOmbie adventure, and properly run a zombie combat?

so farI decided for a "Zombies Infest new York" with a newly arissen zombie lord raising Hundreds of zombies as well as Super zombies and other kinds of zombies to rake and Destroy the city. so far, the nronx has been bombed to spare the city, but the zombies have fled underground :)

I am Defintely thinking of adding other supernaturals though

Oh and as for The AFMBE Main settins how do the "The Dawn of he Dead" and Phage virus settings are supposed to be resolved? the Dawn of the dead one doesn't seem like it can have a happy ending at all or is the Average AFMBE game supposed to end in a "last man standing'

 From: "Cybermessiah.geo" <cybermessiah.geo@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: Wed, 7 Jun 2000 14:19:01 -0400

multi color stuff? that's just Epoxy dude. EPoxy is a glue. You still need clay or other substances to use it as a Mini

 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] help! I need some zombie!

 Date: Wed, 7 Jun 2000 15:08:38 -0400

Cybermessiah.geo [mailto:cybermessiah.geo@yahoo.com] wrote:

>

> a few weekends ago I ran a short zombie game. However it was

> funny cause of

> what I did with it.

> however.. it was totally Stupid session

> how would I Properly design a ZOmbie adventure, and properly

> run a zombie

> combat?

Can't answer your first questions -- the proper way to design an adventure depends strongly on your players. What works for one group of players doesn't necessarily work for another.

If you guys had fun, then you did something right.

I think there's too much "my way of gaming is Right" discussion in the gaming world as it is. (I'm happy to listen to someone who thinks I might get more out of my game if I try something different, but we do have fun anyway.)

>

> I am Defintely thinking of adding other supernaturals though

I've been thinking about this. The basic zombie isn't actually very terrifying; what is terrifying in the stories and the movies is what happens to the people in that situation. The other monsters are people.

So if they're on the run across the country in week 3 of the zombie menace, and they find a little house with an old lady living in it, and she invites them in...and while they sleep, she removes all their weapons and locks them in because she's got to feed her beloved "Tommy" who was taken from her five years ago and who, by the grace of God, came back to her (though his eating habits are reprehensible now)... well, she's scarier than Tommy is.

(To the female Cast Member:) "Oh, you're so pretty. Maybe Tommy would like to marry you..."

Or maybe Tommy is just barely trainable and he comes back every other day for a snack, and the PCs notice that Mama is missing some fingers (from a day when nobody stopped by), well, that's spookier than a firefight to me.

On the other hand, the firefight is good'n'cathartic after they've overcome her and have to deal with Tommy and the two children zombies she's also adopted.

So I think the idea of adding more monsters to the setting subtracts rather than adds, for me.

(Mummies, alas, would not rise in the Romeroverse; despite being well-preserved, their brains have already been removed.)

>

> Oh and as for The AFMBE Main settins

> how do the "The Dawn of he Dead" and Phage virus settings are

> supposed to be

> resolved?

> the Dawn of the dead one doesn't seem like it can have a

> happy ending at all

> or is the Average AFMBE game supposed to end in a "last man standing'

Nope, the first Deadworld can't have a happy ending, 'cause they allowed animals to rise. The whole world's pretty much got to go vegetarian, unless they're extremely careful about their slaughter methods. There's not much chance of a cure there; there's only making sure the dead are properly dealt with.

(Well, maybe if you call in a nuclear strike to Argos to catch the escaping wild animals....)

The Phage world also has a pretty depressing slant to it -- worse in some ways, because of how the ill are treated.

Of course, in the Phage world, magic is real, so there's at least a chance of some kind of countermagic/cure. (If I were running a Phage adventure, I'd probably start with infected folks who've escaped one of the compounds when the zombies invaded and deal with them trying to find safety with the uninfected.

And I'd make sure one of the escapees dies soon, just to make sure everybody knows they're tainted.)

John

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

 Reply-To: flesh_rpg@edenstudios.net

 To: flesh_rpg@edenstudios.net Save Address

 Subject: Re: [Flesh_rpg] Zombie Miniatures Review

 Date: Wed, 7 Jun 2000 13:08:32 -0600 (MDT)

> multi color stuff? that's just Epoxy dude.

> EPoxy is a glue. You still need clay or other substances to use it as a Mini

There is an epoxy putty out there. It's called Milliput. I haven't used it, but it looks like it would fit the bill. I see a lot of scale plastic modelers use the stuff. Check the high-end art/craft stores.

Dan

--

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

Standard disclaimers apply wherever you can find a sticky spot. "OK, your liver, two sheep, and a grain" --

 Chevan Nanayakkara, during a game of Settlers of Catan

 From: 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: Wed, 7 Jun 2000 14:14:44 -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

>

Not to put a wet blanket on the enthusiasm for metal minis my opinion is that if Eden has to choose between putting resources into miniatures or strongly supporting AFMBE with good supplements, they should do the latter. I think minis are good idea only if they can be done on the cheap.

 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] help! I need some zombie!

 Date: Wed, 7 Jun 2000 15:22:19 -0400

however.. it was totally Stupid session

Do you mean that it was stupid because it didn't go the way it was designed or was is stupid because everyone ended up being silly and things fell apart 3 hours into because everyone drank too much to game? If it was the lader, is that such a bad thing? And if it was the former, well, gamers do that.

how would I Properly design a ZOmbie adventure, and properly run a zombie combat?

 When you say "proper", you seem to speak as if there was a set way to do it. With the exception of settingless systems (like GURPS, FUDGE, etc.), I have not come across a game that suggests so much versatility in its settings. The only thing they all have in common is the dead rising.

 But, since you asked, to start design decide what you want the setting and feel to be like. I perfer cheesy B-film one-shots myself, but you sound like you're doing a long term campaign. Do you want the zombies to be threatening or a nuisense? Judge your power by that. Then, pick your playing field. You've picked NY city in post apocalypse, which sounds cool. Now decide what the players are trying to do. Kill the zombie lord? Escape? Just survive? Base the power level of your characters on these goals. The more of a fight you want them to put up, the more survivors you should put in and the better equipment you should let them get their hands on. I don't condone using Inspired unless there are other religious plots to the story. That's pretty much all you need. You'll need to give your players some leads to work on, but the number of these depends on how structured you want to play to be. If you tell them "You're all trapped on the third story of an office building. GO!", expect the unexpected. On the other hand, the more planning you do regarding what and whom is where in your world, the more accurate a picture you will get of where your players are going to end up, though I GUARANTEE they will do lots of things you never ever thought of. However, you are going to end up burning a lot more time with more planning. The amount of work that you put into a game is completely a matter of storytelling taste. If you like to shoot from the hip and are good at thinking fast, more power to you. If you want a really detailed plot that knocks your players out, fire up your browser and start doing your homework.

 As for how to run combat, I prefer fast and furious. I hate rules and cheese roles at every possible turn. Nothing bores me more then consulting charts, rolling dice, busting out your TI-85 and calculating a line graph and THEN figuring out damage. On the other hand, players usually feel cheated if you go completely diceless. I roll group initiative for zombies, let my players be as creative as they like, and try to be as graphic as possible. Keep play moving and don't let people get off topic. Let players do things that they probably wouldn't really think to do in a real combat situation. Think "Would someone be able to do this in a good movie or book?" If the answer is yes, everyone will be more entertained if you let them get away with it. Of course, keep it within reason. Not all movies are very good examples of this. But if a player wants to know if they can light a branch on fire so they can blow up a gas station, let them. They'll love you for it and that's more important then realism. After, they are letting you get away with raising the dead.

 Another technique I have found that makes combat more interesting is to give a run down at the end of each round. Keep in mind who did what and paint as graphic of a picture as possible of what happened in the last three seconds. It encourages the players to interact with the combat and not just roll to hit. "The zombie swings at Jim, but he ducks, grabs its legs, pulling them out from under it, and runs for the gun rack" is much more interesting then "Roll to dodge. Cool. Now roll to hit. You hit. Roll damage. Now roll knockdown."

so farI decided for a "Zombies Infest new York" with a newly arissen zombie

lord raising Hundreds of zombies as well as Super zombies and other kinds of zombies to rake and Destroy the city. so far, the nronx has been bombed to spare the city, but the zombies have fled underground :) I am Defintely thinking of adding other supernaturals though

This all sounds cool to me. Make sure to stay consistant though and have a reason for why other monsters would appear. Zombies would have to be pretty intelligent, as the walking dead go at least, to be able to flee en masse.

Oh and as for The AFMBE Main settins

how do the "The Dawn of he Dead" and Phage virus settings are supposed to be resolved?

the Dawn of the dead one doesn't seem like it can have a happy ending at all or is the Average AFMBE game supposed to end in a "last man standing'

 Again, I don't think there is an "average" game. I say, don't resolve them. Most of my games come out with slightly lower fatality rates then a Paranoia session. Of course, thats just me. I haven't attempted a campaign with this system yet, as there are just too many different settings to limit myself to one. All of the suggestions in the back of the main book are left very open ended. If you want a resolution, you pretty much have to write it yourself. How many zombie movies have you seen that resolve themselves completely?

 Wow, now I feel like some kind of big daddy gamer. Kinda nice to know thousands of hours I've thrown into this hobby can be good for something.

Chris

 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] help! I need some zombie!

 Date: Wed, 7 Jun 2000 15:29:57 -0400

IMO, every modern day zombie game should end with massive nuclear fallout.

Then you can skip ahead 50 years, buy the Armageddon book for ideas, and run a post apocalyptic rpg. ;)

 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: Wed, 07 Jun 2000 19:35:12 GMT

> multi color stuff? that's just Epoxy dude. 

> EPoxy is a glue. You still need clay or other substances to use it as a 

> Mini 

No, it's soemthing else...it can be used as both a glue or a modelling thing...it turns green whe you use it... 

Tracy

 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] Preacher

 Date: Wed, 7 Jun 2000 15:37:52 -0400

I've been meaning to ask, has anyone else taken the picture for the "Priest" archetype as inspiration to run a Ennis/Dillion style zombie game? I can't possibly imagine that many zombies being defenestrated, but it seems like fun. For those of you not in the comic scene, the picture is based off a sculpture of Jesse Custer, the star character of Vertigo comic's "Preacher." I was just curious to know whether anyone attempted this and what kind of success they had. Hmmm...using the word to raise the dead after a mishap with Tulip. Legions of the dead following the Saint of Killers around after he blew them apart. Maybe the dead come back after a problem in hell due to the Saint killing Satan. And hell, the zombie fist fights would just be more fun than a vampire punk!

Chris

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

 Reply-To: flesh_rpg@edenstudios.net

 To: <flesh_rpg@edenstudios.net> Save Address

 Subject: Re: [Flesh_rpg] help! I need some zombie!

 Date: Wed, 7 Jun 2000 14:40:23 -0500

>If you guys had fun, then you did something right.

Very much agreed.

>I think there's too much "my way of gaming is Right" discussion in

>the gaming world as it is. (I'm happy to listen to someone who

>thinks I might get more out of my game if I try something different,

>but we do have fun anyway.)

Bingo. I'm willing to try new thing, but I also believe that "IF it ain't broke, don't fix it." and everyone seems to love my stuff, so I gotta be doing SOMETHING right.

::SNIP::

>On the other hand, the firefight is good'n'cathartic after they've overcome

>her and have to deal with Tommy and the two children zombies she's also

>adopted.

/me doesn't like you using 'Tommy' for this...=)>

 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] Zombie Miniatures Review

 Date: Wed, 7 Jun 2000 15:45:36 -0400

Heck, you can get zombie minis at any hobby shop in the DnD or Generic Fantasy section. The ravenloft sets are particularly cool, in my opinion, because they often times are wearing modern day clothes.

And for PC's, and sci-fi type minis should do. They all have guns, and are wearing mostly modern clothing.

 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] help! I need some zombie! (and other baddies)

 Date: Wed, 7 Jun 2000 15:43:13 -0400

I know that there are those of us on the list who are revolted by the idea of getting any information for our games from this source, but I personally think that it is a good template for any Romero-esque modern day game. 

The Creatures of RE

Evil Dog (Hell Hound)- Not so much a zombie, this dogs one mean fellow. Fast, strong, and capable of taking a shotgun blast a point blank without going down, its pretty frightening. Then you figure in that dogs are pack animals. Phew! Its eyes glow red, and its teeth seem to have grown slightly with 'the change'.

Gigantic Spider- Now, as if spiders weren't creepy enough in general, think about it if that creepy-crawlie was as large as a pinto. gulp. Most certainly has the acid blood thingy, and grab. 

The Retro-Viruls- These things aren't just risen from the dead, they're all discombobulated. The strain of the virus that changed them also altered them physically. Maybe their flesh has all melted away, reveling decaying muscles that writhe when it moves, or a 3 foot long tongue used to pull the victim in. This is sort of a catch all. You can make any custom baddie you want and toss him into this category.

Crows- May not be that scary, but when you see them you can be sure that there's dead flesh nearby. And that means trouble.

One movie that might not really be considered a zombie movie so much by most, but is in my book is Virus. The Reanimated Dead hunting down their fellow crew members for parts. Good stuff.

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

 Reply-To: flesh_rpg@edenstudios.net

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

 Subject: [Flesh_rpg] Things that make you go "wah!"...

 Date: Wed, 07 Jun 2000 16:31:32 -0400

One of the big problems with running a zombie survival horror game is that pretty soon the players can become inured to what you're doing. At that point it becomes less of a horror game and more of a hack and slash game, which, while fun, is really missing the point. So here are my thoughts about things ZM's should consider when constructing a AFMBE game. I'm not trying to tell anyone how to run a game; these are purely suggestions and should be taken as such.

1. Location, location, location. They say that familiarity breeds contempt, but when everything you know turns topsy-turvy overnight, familiarity breeds *fear*. The real strength of the Romero movies was the ordinary nature of the humans and their surroundings, contrasted with the nightmare of the walking, hungry dead. When you can identify with the characters and their environment, your imagination has less work to do and can start work on filling in the more fantastic elements of the adventure. Take a good look at your home town, and work from there.

2. Splendid isolation. What's more scarey than the dead rising? The dead rising and no-one else around but *you*. If you want to keep your players off-balance, put them beyond the reach of help. How you do it doesn't really matter, but there are several ways. You can use water and trap them on an island, ship, submarine or oil rig. You can use land and isolate them on a mountain top, in a desert, or deep in the dark woods. You can use the elements and have the PC's trapped by a storm, blizzard (a favourite, since it can be lethal by itself and the cold stops the dead from rotting quite as fast), eerie fog or UV rays. You can even use social isolation (fancy being homeless when the dead rise? No thanks!). The film "Mimic" managed to isolate the main cast in a city of 8 million people by trapping them in the tunnels beneath it, while "The Relic" penned the hapless victims in a city museum. Isolation means no help. Now *that's* scarey.

3. The devil is in the details. Use brand-names in your descriptions - if it's Wal-Mart instead of a generic department store, it becomes more real. Take a look at your neighbours - then add the animated carcass of the guy who cuts his grass every three days, running in endless circles on his tractor-mower. Think about hospitals - then add the small horde of deadheads dragging their IV stands along with them, dead butts hanging out the back of their gowns.

4. Keep it real. Isaac Asimov once said that when writing about the fantastic, it's best to keep everything as mundane and everyday as possible, with the exception of your one off-the-wall element. The contrast works wonders, and stops folks getting jaded. Though the temptation may be to lump every kind of monster in at once, don't. There's nothing to stop you doing it later, but the best way to go is to start gradually and work up to the *really* wierd stuff later. Wait until your players have got used to the fact that the dead are walking, then give the rug another tug and watch them struggle to keep up.

5. Just plain folks. While survivors are cool, they should be kept in short supply. They don't play by the rules, and the reason we have a civilisation right now is because norms outnumber them by quite a bit. Of course they come into their own when the balance tips, but that's for later. For a true zombie horror experience, the PC's should really be Joe and Jo-Anne Average, the sort of working stiff you sit next to on the bus. When their world goes Ka-ka, how will they react? IMHO, there's no "meat" to a game where everyone is a zombie-whomping ubermensch, so try to resist the temptation at least until you've fully explored the basic game.

6. Less is more. This may sound odd for a game based on one of the movies responsible for the modern ratings system, but you don't have to describe every squishing eyeball and bursting organ to grosss the players out. Imply nastiness when it comes. Instead of having your PCC's see the horde of zombies burrowing into the flesh of their team-mate, have them hear it instead. Describe the sounds and shrieks, and let their imaginations do the rest. In contrast to the best way to describe the world, be intentionally vague when describing the dead. Linger instead on their smell, on the wet sounds they make as they move, on moist slap of skin on the floor as it sloughs off. By involving senses other than sight in your descriptions, you involve the player in the creative process more, and events become far more immediate for them. Vagueness also saves time when you're dealing with large numbers of the dead. I've actually had one player barf due to a pretty harmless description of the *shadows* cast by a deadhead devouring its prey.

7. Zombies need love too. Don't ever allow your players to forget that the Dead are *us*. Though it's best to remain vague when describing a horde, taking the time to remind the players of the true nature of what they're fighting can be pretty effective. Have them catch a glimpse of a guy in a Ronald McDonald suit, or see a zombie with a "Hi, I'm Joey" store badge on. Having the dead occasionally mutter stuff they said in life can be really effective - during one game I ran recently, one zombie in a Burger King uniform kept asking "yoooo wan fries wi yat?", utterly freaking out one of my players. Remember also that when the dead do rise, they aren't all going to be adults. There'll be kid zombies, baby zombies, geriatric zombies, possibly even foetal zombies (the thought of aborted zombies tends to make the gorge rise somewhat), thin zombies, fat zombies, one-legged zombies... you get my drift here, I'm sure. Just when your players are beginning to see the dead as a faceless enemy, hit 'em up with an individual.

8. Kill, kill, kill. Survival horror is all about death, so never be afraid to kill a PC who needs it. Character generation is pretty quick, and the great thing about the collapse of civilastion is that almost anyone could be around the corner, or descending towards your island/oli rig in a stricken helicopter. Make sure the players know that you're perfectly willing to let the PC's make stupid mistakes, and then die for them. When they start making damn sure there's no ambiguity about their actions, you've got them. If you're fairly sure there's going to be a high body count, prepare some spare PC's and think about points where they could join in, as well as identifying points where you might lose a few characters.

9. Zombies are not the only fruit. In a deadworld, chances are the zombies are not going to be the only threat, or even the most dangerous. In the Romero movies, the biggest problem was the other humans, most of whom had their veneer of civilsation stripped from them by the horror of the hungry dead. Murphy's law was also a prime factor in the Romero flicks, as tiny glitches in the human's arrangements snowballed into big problems. Remember that there are going to be a lot of disturbed people out there, and use them accordingly.

cheers,

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: simon@delaware.net Save Address - Block Sender

 Reply-To: flesh_rpg@edenstudios.net

 To: flesh_rpg@edenstudios.net Save Address

 Subject: Re: [Flesh_rpg] Preacher

 Date: Wed, 07 Jun 2000 15:03:48 -0700

> I\'ve been meaning to ask, has anyone else taken the

>picture for the \"Priest\"

>archetype as inspiration to run a Ennis/Dillion style

>zombie game?

 I think it would be great having someone play arse-face and having him talking like arse-face does. That would be good role-playing trying to get his message across. Plus, how do you think arse-face would react if Kurt Cobain rose from the dead????

 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] Preacher

 Date: Wed, 7 Jun 2000 15:31:08 -0700 (PDT)

> And hell, the zombie fist fights would just

> be

> more fun than a vampire punk!

>

> Chris

>

 Even an alcoholic Irish vampire punk? Cassidy: Blood and Whiskey is one of my all time favorite graphic novels.

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

 Reply-To: flesh_rpg@edenstudios.net

 To: AFMBE ListServ <flesh_rpg@edenstudios.net> Save Address

 Subject: [Flesh_rpg] Wounds Unlimited article

 Date: Wed, 07 Jun 2000 18:50:28 -0500

Issue #3 of Wounds Unlimited is up and it's got a really nifty AFMBE Deadworld in it, for those who are interested.

Mike

--

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

 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] Preacher

 Date: Wed, 7 Jun 2000 15:46:49 -0700 (PDT) 

--- simon@delaware.net wrote:

> I think it would be great having someone play arse-face and

> having him talking like arse-face does. That would be good

> role-playing trying to get his message across. Plus, how do

> you think arse-face would react if Kurt Cobain rose from

> the dead????

>

>

 ROFL.

 One of my favorite bits in an archtype story is the Elvis worshipper because of Elvis rising from the grave and all the fans rushing to touch him only to have their brains devourd by the King of Rock and Roll.

 And of course now I have this image of Courtney Love hanging out at her house whan all of a sudden Kurt comes crashing through the door, "I've misssed you...kiiissss meee." Chomp chomp.

 Sudden horrible game idea. The players are all on MTV Road Rules, doing the hip young cool interpersonal conflict while driving thing when all of a sudden the dead start to rise. The Black One and the Naive Country One scream in horror as the Cool Bisexual Chick is attacked by the walking corpse of the Misunderstood Outsider Who Everyone Else Hates (Who everyone else thought was just off sulking somewhere and nobody realized had been killed). Oh the horror.

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: "B.C. Wendel" <wendel@erols.com> Save Address - Block Sender

 Reply-To: flesh_rpg@edenstudios.net

 To: <flesh_rpg@edenstudios.net> Save Address

 Subject: Re: [Flesh_rpg] Preacher

 Date: Wed, 7 Jun 2000 19:42:46 -0400

 For those of you not in the comic scene, the picture is based off a

>sculpture of Jesse Custer, the star character of Vertigo comic's

"Preacher."

I would say more than "based", that's him.

Bc

 From: "Cybermessiah.geo" <cybermessiah.geo@yahoo.com> Save Address - Block Sender

 Reply-To: flesh_rpg@edenstudios.net

 To: <flesh_rpg@edenstudios.net> Save Address

 Subject: RE: [Flesh_rpg] help! I need some zombie!

 Date: Wed, 7 Jun 2000 21:03:32 -0400

Ok I read all the replies i got, most of them were good, but as far as stupid went, the players were just ending up commited suicide with one person living. (they were more familliar with Resident evil then I ever was)

I was going with the Army of Darkness kind of theme.

I was originally wanted to do Dawn of the dead, but it had no solution I wanted to do phage Virus, but the players weren't the right archetypes. so I went with the Big Supernatural theme

..

anyway..

Thanks for all the questions, and confirming my suspicions for what to do ..

as for The tommy thing.. hahha I don't have any female players for that ;0

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

 Reply-To: flesh_rpg@edenstudios.net

 To: <flesh_rpg@edenstudios.net> Save Address

 Subject: [Flesh_rpg] New Forum

 Date: Wed, 7 Jun 2000 22:00:07 -0500

I would imagine that I may be upstaging Graveyard Greg, but I was just looking at the Gaming Outpost and they have installed a new forum for All Flesh there. Just Follow the link:

http://www.gamingoutpost.com

Ken

 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] Preacher

 Date: Thu, 08 Jun 2000 04:51:09 CEST

Jesse's the first thing I thought of whenI saw that pic. 

The comic rules!!! Are they stillmaking it? (I've been overseas for 16 months and haven't seen it here)

 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] Preacher

 Date: Wed, 7 Jun 2000 20:11:16 -0700 (PDT)

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

> Jesse's the first thing I thought of whenI saw that pic.

>

> The comic rules!!! Are they stillmaking it? (I've been overseas for

> 16

> months and haven't seen it here)

>

>

 Yep, it's still going strong. I was in Europe at the beginning of the year and among other things stopped in a comic shop in Konstanz. A good chunk of their inventory was German translations of the Preacher Graphic novels. Too cool.

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: 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] Preacher

 Date: Wed, 07 Jun 2000 23:33:49 -0500

> For those of you not in the comic scene, the picture is based off a

> >sculpture of Jesse Custer, the star character of Vertigo comic's

> "Preacher."

Idle curiosity, but what picture?

Mike the Missing Something

--

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

 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] Preacher

 Date: Thu, 08 Jun 2000 03:42:18 GMT

>> For those of you not in the comic scene, the picture is based off a 

> > >sculpture of Jesse Custer, the star character of Vertigo comic's 

> > "Preacher." 

>

> Idle curiosity, but what picture? 

The picture in the AFMBE book for the preacher archetype. 

Tracy

 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] help! I need some zombie!

 Date: Thu, 8 Jun 2000 00:30:37 -0400

You don't need to have a female player to have a female character. Its roleplaying. A players experience is going to be extremely limited if they only play 1/2 the character types available. That is, if they always play a male.

 From: "Cybermessiah.geo" <cybermessiah.geo@yahoo.com> Save Address - Block Sender

 Reply-To: flesh_rpg@edenstudios.net

 To: <flesh_rpg@edenstudios.net> Save Address

 Subject: RE: [Flesh_rpg] help! I need some zombie!

 Date: Thu, 8 Jun 2000 00:33:32 -0400

my players don't really play women well and none are playing as women either (At least not in this game)

however, I don't have a big enough group to do a more sensible game.

As for monsters for Zombie.. what should i use I plan to turn the players into either zombie lords, Phantasms or Relentless dead or Failed zombies depending on how they die Or they might become a disciple of flesh if they manage to survive after everyone else is killed ;0

 From: "Richard Morris" <gateway@total.net> Save Address - Block Sender

 Reply-To: flesh_rpg@edenstudios.net

 To: <flesh_rpg@edenstudios.net> Save Address

 Subject: RE: [Flesh_rpg] help! I need some zombie!

 Date: Thu, 13 Apr 2000 22:23:17 -0400

Hey gang...I'm new here...

my players don't really play women well and none are playing as women either (At least not in this game)

however, I don't have a big enough group to do a more sensible game.

>Ah, that's a shame. I've got a great gang made up of actors and writers n' such. They really get into the drama of a situation. See, long before I'd ever heard of AFMBE, I'd made up my own game that I called "Living Dead". It was directly based in Romero's world, and the players were delighted to get into it, even knowing that they couldn't -in the grand scheme of things- win. The game is just survival as long as possible. MY challenge (as GM) is to come up with new situations for them to barely escape. I've also got a couple of kick-ass NPC's, including a gamer kid who slipped into his AD&D fantasy world and believes he's a fantasy hero. Hehehe...consequently, he's the only one who takes the undead in his stride and can be counted on not to panic.

 Anyway, I've got 1 genuine female player (playing a woman) and I have a guy playing another woman (He does this so often, we've nicknamed him the 'male lesbian'). The others are all male. (In THAT group, anyway). *Looks back at the several hundred messages* What was this 'Tommy' thing? I can't read ALL those emails...

R. Morris

 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] Things that make you go "wah!"...

 Date: Thu, 08 Jun 2000 06:02:59 GMT

> One of the big problems with running a zombie survival horror game is 

> that pretty soon the players can become inured to what you're doing. At 

> that point it becomes less of a horror game and more of a hack and slash 

> game, which, while fun, is really missing the point. So here are my 

> thoughts about things ZM's should consider when constructing a AFMBE 

> game. I'm not trying to tell anyone how to run a game; these are purely 

> suggestions and should be taken as such. 

::SNIP:: 

TOC, This is one of the *best* posts I've seen here on the list! Really! This should be up where anyone who is going to run/play AFMBE is going to see it! I'm keeping this handy when I run! Thanks! 

::SNIP:: 

> 6. Less is more. 

::SNIP:: 

> Vagueness also saves time when you're dealing with large numbers of the 

> dead. I've actually had one player barf due to a pretty harmless 

> description of the *shadows* cast by a deadhead devouring its prey. 

I'd love to hear this description some time. =] I did a similar thing in a CoC one-shot once (Grace Under Pressure) where I gave the guy nightmares for weeks from when I described the several story tall things cavorting int the waters they were escaping, but could only see them in shadows between the murk and flashing lights of the exploding sub they had just left as the things demolised it, dancing... 

> 7. Zombies need love too. 

::SNIP:: 

> guy in a Ronald McDonald suit, or see a zombie with a "Hi, I'm Joey" 

> store badge on. Having the dead occasionally mutter stuff they said in 

> life can be really effective - during one game I ran recently, one 

> zombie in a Burger King uniform kept asking "yoooo wan fries wi yat?", 

> utterly freaking out one of my players. 

::SNIP:: 

That's cool and a keeper... 

-- 

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: Thu, 8 Jun 2000 09:49:50 +0100

<<< There is an epoxy putty out there. It's called Milliput. I haven't used it, but it looks like it would fit the bill. >>>

The people who used to write the Heavy Metal column in White Dwarf magazine used to swear by Milliput, it was the stuff of choice for miniature alterations.

However GW now probably make their own replacement which no doubt comes in a big box and is double the price. Oh and you only get one of the tubes in it, you'll have to wait for and then buy Codex Putty to get your hands on the other tube.

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: Thu, 8 Jun 2000 09:53:35 +0100

<<< my opinion is that if Eden has to choose between putting resources into miniatures or strongly supporting AFMBE with good supplements, they should do the latter. >>>

Certainly, minis are nice but there's now way I want to see the core product range suffer for them.

I'm kinda hope though that as well as being a neat thing for those who want them it might be another way to make revenue for Eden, and to introduce newbies to AFMBE, when they are sold to non AFMBE players.

More money and more players into Eden is something I'm sure we'd all like to see happen.

<<< I think minis are good idea only if they can be done on the cheap. >>>

Not neccesarily. As long as they don't damage the AFMBE game itself and you don't need to buy the miniatures (for example they don't come packaged with new rules or anything) then the pricing is an independant commercial decision.

Regards,

Mark

 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] help! I need some zombie!

 Date: Thu, 8 Jun 2000 06:08:26 -0700 (PDT)

::SNIP::

> what should i use

> I plan to turn the players into either zombie lords, Phantasms or

> Relentless

> dead or Failed zombies depending on how they die

> Or they might become a disciple of flesh if they manage to survive

> after

> everyone else is killed ;0

 As always, it depends on what you and your players really want to do. But if they turn into Relentless Dead then they are just going to chew through the Zombies (For those on the AFMBE list who don't have WitchCraft, Relentless Dead are almost unstoppable vengeful undead. Think the Crow). Part of the fun of movies like Night of the Living Dead or Dead Again is the fact that if you screw up then you become part of the mindless braineatting horde. Zombie cannon fodder players can deal with, but your buddy's hardhitting badass PC suddenly hungering for brains?

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: "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] Preacher

 Date: Thu, 8 Jun 2000 09:16:33 -0400

> Jesse's the first thing I thought of whenI saw that pic.

>

> The comic rules!!! Are they stillmaking it? (I've been overseas for

> 16

> months and haven't seen it here)

 Yep, it's still going strong. I was in Europe at the beginning of the year and among other things stopped in a comic shop in Konstanz. A good chunk of their inventory was German translations of the Preacher Graphic novels. Too cool.

The second to last issue is coming out this month. All but the last series has been put out in trade format already, so I recommend getting up to date in trade form and then buying issues #59-64 (and then 65 when it comes out) if you have some extra cash to burn on easily one of the top 5 comic series of all time.

Anyway, back on topic:

> Sudden horrible game idea. The players are all on MTV Road Rules,

>doing the hip young cool interpersonal conflict while driving thing

>when all of a sudden the dead start to rise.

I think I'm going to steal this. This is an awesome idea. I would never have thought of this in a million years. I owe you a cookie.

Chris

 From: Brian Betty <bbetty@glad.org> Save Address - Block Sender

 Reply-To: flesh_rpg@edenstudios.net

 To: flesh_rpg@edenstudios.net Save Address

 Subject: [Flesh_rpg] Preacher

 Date: Thu, 08 Jun 2000 09:50:05 -0400

Chris wrote: "I've been meaning to ask, has anyone else taken the picture for the "Priest" archetype as inspiration to run a Ennis/Dillion style zombie game?" 

No, but not for lack of desire to! 

Especially fun is the undead 'good guy'. 

When is the next Preacher collex comin' out, anyhoo? been like a year now & i'm dyin' for it. 

Monkeygod 

****** 

"To be a real Basque, three things are required: to have a name which bespeaks Basque origin, to speak the language of the descendants of Aitor, and to have an uncle in America." 

-Pierre Lhande-Heguy, First Secretary of the Basque Academy of Language

 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]Female Characters

 Date: Thu, 08 Jun 2000 07:06:33 -0700

Having been there done that....

I much prefere to play female characters. I haven't had it be a challange in the sence of it being hard to do. My friend don't complain about my portrails, in fact, I've had two characters get married and have had three of four kids between them in the last few years. Another character is in love with a vampire (in V:tM) (She's a Highlander style Immortal) but he's still married from his mortal days (he's about 450-/+, and his wife is a vamp too) so that's been a relationship she can't really fullfil. I wouldn't call that one fun exactally, but it had been very fullfilling in an intellectuall sort of way, which does make it fun, but not fun fun. I hope that make some sense.

So yeah, I'm quite happy playing female characters, but it won't work if you're not comfortable doing it, or if her only function is to have sex with every one she meets.

 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] Preacher

 Date: Thu, 8 Jun 2000 07:20:38 -0700 (PDT)

 --- Chris Moxley <moxleych@shu.edu> wrote:

::SNIP::

> I think I'm going to steal this. This is an awesome idea. I would

> never

> have thought of this in a million years. I owe you a cookie.

 It can not be stolen for it is a gift freely given. You still owe me a cookie though:^)

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]Female Characters

 Date: Thu, 8 Jun 2000 07:30:45 -0700 (PDT)

--- "Paul A. Schreiber" <werecrow@earthlink.net> wrote:

> Having been there done that....

>

> I much prefere to play female characters. I haven't had it be a

> challange in the since of it being hard to do.

 <SNIP>

> So yeah, I'm quite happy playing female characters, but it won't work

> if

> you're not comfortable doing it, or if her only function is to have

> sex

> with every one she meets.

>

 Depends entirely on the player. One of my favorite characters that I ever played, who then became one of my favorite NPCs, was a psychic named Zoe (who now lives on the WitchCraft characters page and is in a sample thing that will be on the WC page whenevr they get around to posting it. She's taken on a life of her own). One of the old players in my group could play either male or female characters depending on the concept that he wanted to go with. One of the new players is a guy that I meet at an Unknown Armies game where the pregen that he got was a secretary. His was everybody's favorite character.

 But then there are some people in thegroup who would never play a female and quite frankly I probably wouldn't want them to. They have other types of characters that they want to play so more power to them. Besides which I run half the games we play, so I better be able to play any gender. Otherwise, with all male NPCs, the players are going to think that the campaign takes place in a monastary or a gay bath house or something.

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: EdenProd@aol.com Save Address - Block Sender

 Reply-To: flesh_rpg@edenstudios.net

 To: flesh_rpg@edenstudios.net Save Address

 Subject: Re: [Flesh_rpg] Font?

 Date: Thu, 8 Jun 2000 12:02:58 EDT

In a message dated 6/4/00 8:44:19 AM Pacific Daylight Time, mikemarchi@demonground.org writes:

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

Sorry for the delay in this answer- the fonts name is THUD. Its a MAC font I bought a long time ago from a catalog.

George Vasilakos

Eden Studios

Zombie Lord

 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]Female Characters

 Date: Thu, 08 Jun 2000 16:49:06 GMT

From: "Paul A. Schreiber" <werecrow@earthlink.net> 

> Having been there done that.... 

>

> So yeah, I'm quite happy playing female characters, but it won't work >if 

> you're not comfortable doing it, or if her only function is to >have sex 

> with every one she meets. 

I find that in groups w/ more girls than guys, I end up playing the guy, but in groups w/ more guys than girls, I'll actually play a girl...it's all kinda fluid...I enjoy playing both...however, when I play a girl, or anyone else, i've noticed a tendency for them to fall between the to following extremes, vamp or ballbuster. Nothing inbetween, which is kind of sad...either she's a nympho or frigid as hell....oh well. 

To bring this almost back on topic...has anyone considered running a AFMBE game starting out in an amusement park? Late at night, when the electric parade starts, say, the zombies from the local cemetary nearby decide they want a bit more than cotton candy...of course, it's a state of the art park, so before one of the guards dies, he hits the triggers to close the park up, thus trapping all the zombies and park customers and staff inside. :) Hmm....maybe a combo zoo/park, and you can justify electric fences....hmmm.... 

Tracy

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

 Reply-To: flesh_rpg@edenstudios.net

 To: flesh_rpg@edenstudios.net Save Address

 Subject: [Flesh_rpg]Amusement Park

 Date: Thu, 8 Jun 2000 10:03:39 -0700 (PDT)

 --- Tracy Mazur <dara_swiftrose@hotmail.com> wrote:

::SNIP::

> :) Hmm....maybe a combo zoo/park, and you can justify electric

> fences....hmmm....

>

>

> Tracy

>

>

 That would be so cool. The Cast (WC word. Is that what PCs are called in AFMBE as well?) are in a haunted house ride and all of a sudden the cheesy fake zombies start eating the brains of the people behind them! I live in the Virginia Beach, so the big theme park near me is Busch Gardens Williamsburg, The Old Country. What England, Germany, France and Italy would look like if they were a lot smaller and had roller coasters everywhere. Anyway, in scenic Italy they have smily thespian types from all over the country do this medley of italian songs on an open air stage where everyone can eat overpriced food and watch the show.

 So I am picturing the walking dead corpses of these young clean cut american entertainers shambling on the stage moaning," Wheen the mooon hits yer eyyyyyye like a big pizzzza pie daaat's amooooureeeeeaarghh!"

 Oh the horror!

 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: Tre Chipman <info@thewayfareronline.com> Save Address - Block Sender

 Reply-To: flesh_rpg@edenstudios.net

 To: flesh_rpg@edenstudios.net Save Address

 Subject: [Flesh_rpg]Newbie alert

 Date: Thu, 08 Jun 2000 12:37:07 -0500

Hello all! I just got AFMBE last week (I think I got the last copy Dragonscroll had) and I love it! Totally scared seven colors of sh*t out of my players last week. Here's the setup:

I had the gaming group meet at my place rather than our ususal hangout becasue I live in a huge apartment building which lent itself better to what I had in mind. I explained that I had "something a bit different in mind for this week", but refused to elaborate. They came over, thinking that it would be just another night in our superhero campaign, and I handed them each generic character sheets. I had them make themselves into characters, a la Grave Impact's We Are The World seed, then proceded to set the stage: they had gathered here on Memorial Day to game (Monday is our usual game night, and besides, Memorial Day was exactly a week ago then) and then were to go up to the roof to check out a meteor shower (starting to sound a bit familiar?). I kept them in the dark about what system we were playing, and two of the players were under the idea that we were still playing a superhero game and that the meteor shower would probably give them super powers. Man, were they ever wrong. Anyway, one green meteor shower, power failure, and bizare transmission over a portable radio later, they were trapped inside a dark, 44 story building, STILL completely clueless as to their fate until a zombie actually attacked them and took a bite out of one of the players. At this point, I finally whipped out the rule book and told them what they were playing.

What was really great about this particular game was that the players all were trapped in my building, and as they progressed from one point to the next, we'd actually go to that physical location so that I could say "A zombie stumbles out of entrance to the laundry room over there, and there's another one lingering around the building manager's office right there." Not quite LARPing, but as near as I want to get. We didn't do diceless gaming, but I did download DicePro for my Palm so we didn't have to worry about rolling surfaces. Anyway, I just have to say that AFMBE kicks major butt! If you guys are interested in my scenerio notes, I'll post them.

Take Care,

Tre Chipman

info@thewayfareronline.com

http://www.thewayfareronline.com

 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]Female Characters

 Date: Thu, 08 Jun 2000 11:08:01 PDT

> when I play a girl, or i've noticed a tendency for them to fall >between 

> the to following extremes, vamp or ballbuster. Nothing >inbetween, which 

> is kind of sad...either she's a nympho or frigid as >hell....oh well. 

Funny thing about female characters. I have been running Call of Cthulhu with the same group for years. It's a mixed group, with an even gender split. Now, the players in my group can all be classified as overachievers (they are all pre-law, pre-med, or ROTC) and gaming was their outlet. The men in the group pretty much played themselves, just with bigger muscles, bigger brains, prettier faces, and bigger guns (or, as this was Call of Cthulhu, higher ability in Latin) but the women tended to play people completely opposite of them. The quieter, more withdrawn ladies would be the more aggresive leaders of the group, the more sexually repressed ladies would become the seducers (I recall this one ninja Cthulhu game where a lady playing an assassin seduced a guard, then stabbed him in the trachea with his own broen glasses frames) etcetera. 

 Now, I don't want to make any broad generalizations because I'm male and therefore have a rather one sided point of view, but has anyone else seen this in their groups? 

> To bring this almost back on topic...has anyone considered running a AFMBE 

> game starting out in an amusement park? 

 Find an arcade game called Carnevil (I think it's done by Midway). It's a shooting game where you run around a haunted amusement park, blasting painted up clown zombies and taking out a suspiciously 'zombie-lord' like ringmaster. I enjoyed the game so much that I've incomporated it whole into the multi player e-mail campaign I'm running on-line. 

Samurai Joe

 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] help! I need some zombie!

 Date: Thu, 08 Jun 2000 11:14:30 PDT

 Rent the Phantasm movies. Besides being entertaining as tossing a cat in a dryer, they are a wealth of ideas and PC templates. The Tall Man is probably one of the best examples of how a Zombie Lord should act and react to your player characters. He's not really alive, as his experiences have totally twisted his senses until he has become a personification of death. 

Oh, yeah, there is also the Evil Ernie comic series. It's literally about a guy who can control the dead, but it's really poorly written and the rock and roll sensibilities are a little dated. Check out the first couple of Evil Ernie graphic novels if you want readable work. 

And Carnevil, but I believe I've covered this. 

May none of you wind up a zombie buffet. 

Jei

 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]Female Characters

 Date: Thu, 08 Jun 2000 11:31:36 PDT

> Find an arcade game called Carnevil (I think it's done by Midway). 

::SNIP::

Zombie clowns - yeah, I like it (anybody else familiar with the clown illustrations from one of the Infectious Grooves CD's?). Anybody got one of the maps from Busch (sp?) Gardens or one of the other large animal/amusement parks? I think I feel an idea coming on, and need to be able to give it some struture and focus... 

Graham

 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]Female Characters

 Date: Thu, 8 Jun 2000 12:13:16 -0700 (PDT)

--- Ghost Ship <ghostship1@hotmail.com> wrote:

>

> Zombie clowns - yeah, I like it (anybody else familiar with the clown

::SNIP::

> Anybody got one of the maps from Busch (sp?) Gardens or one of the other large

> animal/amusement parks? I think I feel an idea coming on, and need to be able to give

 I was hoping that they had one of those nonscale maps at the website, but no go. Unfortunately, Busch Garden maps end up on the floors of cars before anyone thinks to keep them for gaming purposes. I don't know if you've ever been to the one in Williamsburg, but important notes.

 Between the monorail to the brewery and the English Castle they have a small habitat for four wolves. Up on the hill in Scotland they have about eight or so Clydesdale horses. There are trams going from England to Germany to France, good things to get stuck in. The Pompeii ride in Italy is a water ride with pyrotechnics, a good thing to start a fire with. There is a long bridge between San Marco and the Oktoberfest, maybe forty or fifty feet above the river, that would be a good place for a stand off. Between England and Italy is a small petting zoo area that also has smaller animals like sunbears. The most likely places that anyone is going to try to defend would be the Castle (entered either by a Gate in the back or a bridge in the front) or the Festhaus (apart from the front doors, no windows to the outside for zombies to get through).

 Unfortunately, Busch Gardens doesn't have people running around dressed in big cartoony costumes as a general rule. I rather like the idea of someone being zombified while still dressed as Mickey Mouse. Seven Dwarves and Snow White shambling towards out heroes. All sorts of cracked out fun to be had.

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: "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]Female Characters

 Date: Thu, 8 Jun 2000 14:51:28 -0500

I am constantly branching out...my bst friend is the only one that plays female characters and plays them well, myself not included.

Only once, in Dungeons & Dragons, did I play the oversexed slut, but I have since completely fleshed out (no pun intended) that character.

Now the FUN characters was the homosexual Drow male psychopath...hehe..

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] Preacher

 Date: Thu, 08 Jun 2000 13:04:38 -0700

Lastest trade paperback came out within the last two weeks

> Chris wrote: \"I\'ve been meaning to ask, has anyone else

taken the picture

for the \"Priest\" archetype as inspiration to run a

Ennis/Dillion style

zombie game?\"

No, but not for lack of desire to!

Especially fun is the undead \'good guy\'.

When is the next Preacher collex comin\' out, anyhoo? been like a year now & i\'m dyin\' for it.

 Monkeygod

******

\"To be a real Basque, three things are required: to have a name which bespeaks Basque origin, to speak the language of the descendants of Aitor, and to have an uncle in America.\" -Pierre Lhande-Heguy, First Secretary of the Basque Academy of Language

 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: Thu, 8 Jun 2000 16:31:01 -0500

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

><<< I think minis are good idea only if they can be done on the cheap. >>>

>

>Not neccesarily. As long as they don't damage the AFMBE game itself and you

>don't need to buy the miniatures (for example they don't come packaged with

>new rules or anything) then the pricing is an independant commercial

>decision.

Not that I know anything about the business but I would think minis are expensive to produce and not very profitable unless you are GW and charge a zillion dollars for them and still sell a lot.

>>>However GW now probably make their own replacement which no doubt comes in a big box and is double the price. Oh and you only get one of the tubes in it, you'll have to wait for and then buy Codex Putty to get your hands on the other tube.>>>

Very Funny :-)

 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: Thu, 8 Jun 2000 16:58:02 -0500

>>>>However GW now probably make their own replacement which no doubt comes in a

>big box and is double the price. Oh and you only get one of the tubes in

>it, you'll have to wait for and then buy Codex Putty to get your hands on

>the other tube.>>>

>

>Very Funny :-)

Speaking of GW, I just remembered that their skirmish game Necromunda (which is fun and even semi-affordable!) had "plague zombie" miniatures that would be good for AFMBE

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

 Reply-To: flesh_rpg@edenstudios.net

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

 Subject: [Flesh_rpg] [OT] The UniSystem

 Date: Thu, 8 Jun 2000 19:26:10 -0400

That's the right name right? Well, lets hope so or this is all going to seem a bit odd. Heheh.

How well would the AFMBE system run other genres, in the opinion of some of the list veterans? I know that there are other games that use it, and the genre's they are in are pretty much what I'm looking for.

The sci-fi aspect, including advanced tech rules and race creation, is hopefully covered by Con-X or Armageddon, and any psionic/magic rules could be gleamed from WitchCraft. This sound about right?

What I'm looking for is something that can seamlessly run John Woo action into crazy alien species, and maybe some xfile-esque mysticism. Pretty much something like the Dark*Matter setting for Alternity without the Alternity

;).

Now, would the UniSystem hold together for something that blended genre conventions in this manor, or would it crack under the pressure?

If it would crack, is the Armageddon book actually out yet? If so, is it in the same cool digest size as AFMBE? What is contained in it?

Thanks :)

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]Amusement Park

 Date: Thu, 08 Jun 2000 17:30:39 -0700

Jeeze, we could use Jurrasic Park gone bad. Zombie Dinos anyone. *shudder*

rom: 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]Female Characters

 Date: Thu, 08 Jun 2000 21:04:23 -0500

Samurai Joe wrote:

> Find an arcade game called Carnevil (I think it's done by Midway).

::SNIP::

 As an aside, a friend and I were playing Carnevil, madly blasting at the zombie clowns (and boy, do your arms get tired from pumping that shotgun!) when we stumbled into the room full of mimes. After another good minute or so of shooting at them my friend stopped and said "Hey, they aren't even attackign us"", "Who cares! Kill 'em!" I yelled.

 I just thought it was cool that they included totally inoffensive mimes that the programmers must have knwon would get destroyed anyway.

 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] [OT] The UniSystem

 Date: Thu, 8 Jun 2000 18:13:49 -0700 (PDT)

--- gen <xenogen@mediaone.net> wrote:

> How well would the AFMBE system run other genres, in the opinion of

> some of

> the list veterans? I know that there are other games that use it, and

> the

> genre's they are in are pretty much what I'm looking for.

::SNIP::

 Well Conspiracy X uses a different game system. WitchCraft has rules for Magic, Psionics, Necromancy, Divine Inspiration (the same power that is in AFMBE), Mystical Martial Arts. Ghosts, Vampires, Shapeshifters from monstery types to Werewolves and such, Voodoo, Spirits ranging from nature spirits to elementals, Lovecraftian Mad God powers, The Templars and the übermagic of the Keys of Solomon, Atlantean immortals with strange powers and technomagic, and the Conspiracy.

 Armageddon is a post apocalyptic rpg set in the same universe. It has some of the same things as WitchCraft, as well as stats for heavy weaponry, and rules for high powered characters like Angels, Demons, Nephilim and the Children and Avatars of the Pagan Gods. You can approach four color superhero style madness with some of the stuff in Armageddon.

> What I'm looking for is something that can seamlessly run John Woo

> action

> into crazy alien species, and maybe some xfile-esque mysticism.

> Pretty much

> something like the Dark*Matter setting for Alternity without the

> Alternity

> ;).

 Hong Kong Martial Arts is covered by the Tao Chi Powers in the Mystery Codex for WitchCraft. One of the main advisaries in WitchCraft is the Combine (The Conspiracy, the Illuminati, the Men in Black, Them). The Mad Gods and their minions are as alien as it gets (they are not even from this universe). And if you really need a flying saucer, there are some Atlanteans who can make something that comes pretty close.

> Now, would the UniSystem hold together for something that blended

> genre

> conventions in this manor, or would it crack under the pressure?

 It's pretty much designed to be able to cross genres. AFMBE is playing with that because they are doing a Hong Kong Action style book (Enter the Zombie) and a Western (Fistful of Zombies), both of which should be out within the year. They are going to be followed by a Science Fiction book and a pulp adventure book and all sorts of other stuff.

> If it would crack, is the Armageddon book actually out yet? If so, is

> it in

> the same cool digest size as AFMBE? What is contained in it?

 Armageddon is still in playtest. CJ Carella, the author, is working on the second draft now. So that needs to get the once over, off to the printers, get the art squared away, figure out a release date, and Bob's your uncle the book is at your neighborhood store. Fall? Christmas? I'm not sure what release date they are planning on. They are doing new printings on main WitchCraft book so you might want to get a copy of that. WitchCraft has the rules for magic, psionics, necromancy and divine inspiration as well as notes on most of the monsters and advisary groups. 

 The Mystery Codex has some more invocations and necromancy rules, Disciples of the Flesh (tormented shapeshifters) and Tao Chi (Mystic Martial Arts), and details about the dead. There are rules for playing Ghosts or Phantasms (More powerful ghosts), Vampyres, the Relentless Dead (kind of like the Crow), Haunted Houses, details about the realms of the dead and the spirits that inhabit it, and also rules for black magic and a brief look at the Ferals (Werecreatures). The Abomination Codex is coming out this summer some time (I think that's when it's coming out. It's been out of playtest for awhile and I thought the George had gotton all the art on that in already). It has rules for Feral characters, Voodoo, the Atlantean Immortals, the Templars and the Keys of Solomon, and the Mockers who were touched by the Mad Gods and have strange powers but haven't gone nuts yet. There is a whole bunch of stuff about spirits. Examples of all the different kinds, rules for having one as a familier, Spirit Patron rules that cover powers that can be given to you by any loas or spirits that you may serve.

 So magic, psionics, vampires, ghosts, martial arts, werewolves. and people who kick ass for the Lord. You are pretty much going to have all your bases covered.

> Thanks :)

> 

. Not a problem.

 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: [Flesh_rpg]Killing Innocent Bystanders

 Date: Thu, 8 Jun 2000 18:23:56 -0700 (PDT)

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

::SNIP::

> we stumbled into the room full of mimes. After another good minute or

> so of

> shooting at them my friend stopped and said "Hey, they aren't even

> attackign

> us"", "Who cares! Kill 'em!" I yelled.

> I just thought it was cool that they included totally inoffensive

> mimes that

> the programmers must have knwon would get destroyed anyway.

 One of my favorite moments from a game I ran was when the Cast was in this train staion being confronted by this security guard staring blankly and muttering some ultimatum from psychic bad guy they were looking for. The dark brooding black trenchcoat swordweilding character loops the guard's head off and feels happy about having slain him some evil. At which point the psychic investigator NPC and voice of the GM looks at Mr Trenchcoat and says,"You realize that this guy was just being mind controlled and is completely innocent, right?"

 The look on the player's face was priceless.

 Thom

P.S. For those of you on the WitchCraft list, the bad guy was Seth and the psychic investigator was Christian Bach. Those guys sure do get around a lot.

 =====

Hey-yah hey-yah

Hey-yah hey-yah

John Wayne's teeth,

Are they real?

Are they plastic?

Are the steel?

 -Traditional Coeur d'Alene Tribal Chant

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

 Reply-To: flesh_rpg@edenstudios.net

 To: flesh_rpg@edenstudios.net Save Address

 Subject: Re: [Flesh_rpg]Newbie alert

 Date: Fri, 09 Jun 2000 05:26:30 GMT

> Hello all! I just got AFMBE last week (I think I got the last copy 

> Dragonscroll had) and I love it! Totally scared seven colors of sh*t 

> out of my players last week. Here's the setup: 

 And lots of people here are now very jelous of you now! =] 

Welcome to the party, and please post that adventure! Sounds like your group had a ball. So did Mr. "I got Bit" turn and bite any other players, and were there any furter PC deaths? 

Looking foward to hearing more! 

-- 

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] help! I need some zombie!

 Date: Fri, 09 Jun 2000 05:38:04 GMT

> Rent the Phantasm movies. Besides being entertaining as tossing a cat 

Can't say anything about the feline/appliance bit, but I can say that the Phantasm flicks are fun, but do decline in quality (like most non-planned-that-way series) but are fun B-flicks none the less. 

> Oh, yeah, there is also the Evil Ernie comic series. It's literally about a 

***SHAMELESS PLUG*** 

And if you do dig the Evil Ernie stuff, be sure to check out Simon B. Sinister's Way-Cool, Top-Notch Deadworld "Living Dead Girl" on the AFMBE Webring! 

 http://welcome.to/livingdeadgirl 

***End SHAMELESS PLUG*** 

-- 

GAry m, minor epot 

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

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

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

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

 Reply-To: flesh_rpg@edenstudios.net

 To: flesh_rpg@edenstudios.net Save Address

 Subject: [Flesh_rpg] Deadworld:Thrillworld

 Date: Fri, 09 Jun 2000 05:41:03 GMT

> Find an arcade game called Carnevil (I think it's done by Midway). 

 ::SNIP:: 

> Zombie clowns - yeah, I like it (anybody else familiar with the clown 

> illustrations from one of the Infectious Grooves CD's?). Anybody got one of 

> the maps from Busch (sp?) Gardens or one of the other large animal/amusement 

> parks? I think I feel an idea coming on, and need to be able to give it some 

> struture and focus... 

There are some maps of Mouseland online at their web sites, but haven't looked there lately. You can also probbably get them at a travel agency. 

And don't forget those amusing Jeckel brothers, aka ICP. 

-- 

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: "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] [OT] The UniSystem

 Date: Thu, 08 Jun 2000 23:04:46 PDT

> What I'm looking for is something that can seamlessly run John Woo action 

> into crazy alien species, and maybe some xfile-esque mysticism. 

The systems are up to you. I prefer the Call of Cthulhu percentile system or (naturally) the AFMBE system, but if you really want to run a game like this pick up a rather obscure game called Hong Kong Action Theater. It's a role playing game based on Chinese action, martial arts, and fantasy/horror movies. The system can be a little math heavy, but where else can you find a game where you are rewarded for doing INSANE stunts or the chance to hit a person is not dependant on your character's abilities but their adversaries importance to the story? Chow Yun Fat would be a lot harder to hit than his nameless adversaries, for example. 

You have to learn to do things with panache. 

Jei.

 From: "Richard Morris" <gateway@total.net> Save Address - Block Sender

 Reply-To: flesh_rpg@edenstudios.net

 To: <flesh_rpg@edenstudios.net> Save Address

 Subject: [Flesh_rpg] Scenario stories.

 Date: Fri, 14 Apr 2000 08:08:14 -0400

Since some of us are sharing game scenario stories, I thought I'd tell you a couple of funny zombie/RPG experiences I had.

A bunch of friends of mine were playing a Cyberpunk/Shadowrunny type game, and I asked if I could join in. The GM said 'sure' but he was having some problems with his uber-powerful players. I told him I'd just play a zombie (from the Romero films) ...he said I was crazy, that I wouldn't last with such a vulnerable creature. I said I'd try. He let me try. Within the hour, my horde of zombies had taken over the entire city. He was pissed of and amused at the same time. He ran a sequal. I wasn't allowed to play zombies anymore. I relented. I played a Mogwai (Gremlins) .... He doesn't play with me at all anymore.

In my "Living Dead" scenario, one of my players is a Coroner. He started off in a university morgue. He was about to start an autopsy when the corpses started to get up. He escaped, but got in an immortal line that stopped the game... "Upset?? Of COURSE I'm upset! I've never LOST a patient before!"

As for miniatures: I've been collecting zombie mini's from all sorts of different sets. I don't use them in games, but I enjoy making diarama's representing scenes from some of our experiences. By far most of them are very medieval and fantasy-like. But my favorites are the "Ravenloft" zombies. A gothic-Victorian style man and woman, thier clothes in rags. The poses are nice, and the woman has a partially opened gut. You can see ribs and the coils of her innards. I have to say I'm a fan of metal miniatures, myself, plastic one's will do nicely too (though, I'm not a fan of the GW things. I don't like the cartoony proportions)...but I don't have any use at all for cardboard. I'm a paint n' model man. I vote for sculpture of some kind.

R.Morris.

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

 Reply-To: flesh_rpg@edenstudios.net

 To: flesh_rpg@edenstudios.net Save Address

 Subject: [Flesh_rpg] Zombietown USA

 Date: Fri, 9 Jun 2000 01:53:03 -0700 (PDT)

 I was looking through some old stuff and found a GURPs Adventure from 1988 called Zombietown USA. Has anyone else ever run that? It was kind of cool, because the setting is this quirky litttle town with a host of bizarre and amusing supporting cast members. Sort of like Twin Peaks or Northern Exposure, that kind of thing.

 It would be fairly easy to convert GURPs to Unisystem because the guy who wrote the Unisystem, CJ Carella, used to write for GURPs. Takes some juggling but it's doable. You'd really need WitchCraft or Armageddon so that you could take full advantage of all the Supporting Cast, since one of the townies is a psychic who keeps mind controlling runaway girls that she uses as slaves and then sells to the highest bidder. There was evil in that town even before the Mad Scientest showed up and started turning everyone into zombies.

 The book also has notes to convert it to Autoduel, which was a GURPs setting where everyone is driving around like Mad Max in Cars with Guns and shooting at each other. Yes, in addition to shambling brain eaters there are the Ones That You Can't Tell Are Different Until You Actually Shoot Them. It was a fun adventure, I liked it.

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]Amusement Park

 Date: Fri, 9 Jun 2000 09:59:59 +0100

<<< the big theme park near me is Busch Gardens Williamsburg, The Old Country. What England, Germany, France and Italy would look like if they were a lot smaller and had roller coasters everywhere. >>>

Look I know that the UK is small but we can't be covered by a small area in a theme park :)

If it's anything like the UK area in Disney Florida then rest assured it nothing like England at all.

Just found a Web Site for those who want some more info on this theme park, http://buschgardens.com/, just seen the photo of the "English Village" on the front page. Really bears no resemblance to any part of England I've ever seen :)

Regards,

Mark

 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]Amusement Park

 Date: Fri, 9 Jun 2000 03:18:19 -0700 (PDT)

::SNIP::

> If it's anything like the UK area in Disney Florida then rest assured

> it

> nothing like England at all.

>

 Went there with some friends about two months after I got back from Germany and my comment was, "I remember Germany being a lot bigger than this".

 I'm also pretty sure that scenic towns England aren't known for their Mexican deserts either. I think someone at Anheiser-Busch decided that Churro sounded kind of British and that was good enough for him. The other big theme park around here is Water Country USA. Zombies in inner tubes at the wave pool would be quite the surreal experience.

 Between us and DC is King's Dominion, which is owned by Paramount. This has the added bonus of people running around in Hanna-Barbara Cartoon Costumes (or at least the used to) as well as People Dressed as Klingons and Star Fleet Officers (this is a Paramount property after all). Trekker Klingon Zombies. I think I'd pay to see that.

 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]Amusement Park

 Date: Fri, 9 Jun 2000 11:32:09 +0100

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

From: Thom Marrion [mailto:xnbach@yahoo.com]

<<< I'm also pretty sure that scenic towns England aren't known for their Mexican deserts either. >>>

I'd never even heard of a Churro until I was on a flight out to SF some years ago and my wife wondered if shen would find them out there. Definately not an British thing, never even seen them anywhere in Britain :)

I do like the ideas of Zombies wondering around very innaccurately themed theme parks. The British section would like a bit like the opening sequence of Austin Powers, the German bit would be populated by lots of Zonbies drinking beer in leather shorts (the men are in the shorts not the beer!), the Zombies in the French section would be trying to burn lorry loads of British sheep and as for the American section, well let's not got there.....

I can see that one serving a use at some time in the future....

Regards,

Mark

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

 Reply-To: flesh_rpg@edenstudios.net

 To: <flesh_rpg@edenstudios.net> Save Address

 Subject: [Flesh_rpg] Deadworld Movie

 Date: Fri, 9 Jun 2000 09:29:32 -0400

In case anyone's curious:

DEADWORLD MOVIE UPDATE

Caliber Entertainment on Thursday announced that its film option on Deadworld has been extended by Warner Bros.

Gary Reed, president of Caliber, told The Continuum that he's been told that Deadworld is in "heavy activity" at the studio and is expecting news on the actual production schedule.

"The script is finished by Todd Alcott, the special effects have been budgeted, and locations have been scouted," Reed said.

Deadworld, the story of intelligent zombies taking over the Earth after a supernatural holocaust, is being produced by Maysville Pictures, led by George Clooney and Robert Lawrence.

Other developments at Caliber include another -- undisclosed -- property being optioned by Reed, and a third property being discussed with Wesley Snipes possibly being attached.

Reed said Caliber is proceeding with an Internet division, which will include programming for webisodes based on the Helsing comics series Reed created and wrote.

"It provides the perfect mechanism to showcase our extensive line of properties and how adaptable they are to a variety of different mediums," Reed said.

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

SIMON B. SINISTER

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

http://welcome.to/livingdeadgirl

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

 Reply-To: flesh_rpg@edenstudios.net

 To: <flesh_rpg@edenstudios.net> Save Address

 Subject: RE: [Flesh_rpg] help! I need some zombie!

 Date: Fri, 9 Jun 2000 10:32:41 -0400

GAry M said (shamelessly):

[snip]

>And if you do dig the Evil Ernie stuff, be sure to check out Simon B.

>Sinister's Way-Cool, Top-Notch Deadworld "Living Dead Girl" on the AFMBE

>Webring!

>http://welcome.to/livingdeadgirl

I think he earns 50 cents every time someone clicks on my site. ;^)

Seriously, thanks Gary! I haven't updated the site since late April, but if anyone who wasn't around when I first posted my LDG material to the list has any comments or suggestions regarding my deadworld (or worlds as the case may be with the LDG), I'd love to hear them.

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

SIMON B. SINISTER

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

http://welcome.to/dreadfulandsinister

 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]Amusement Park

 Date: Fri, 09 Jun 2000 08:26:00 PDT

::SNIP::

> If it's anything like the UK area in Disney Florida then rest assured it 

> nothing like England at all. 

Haven't been to any of the parks in question, but having spent a year in Public School near Gloucester, and knowing the American vision of the UK, I'd be inclined to agree. Take comfort in the fact that the theme parks take similar liberties with Americana as well - anybody else ever notice that Frontierland seems pretty inaccurate when compared to the "real" American westward expansion? 

However, its those very cartoonish proportions of the idyllic fantsy world juxtaposed against the horrofic "reality" of shambling undead hell bent on killing the living that create the allure of a zombie infested theme park. 

Graham

 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]Amusement Park + Other settings?

 Date: Fri, 9 Jun 2000 16:42:33 +0100

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

From: Ghost Ship [mailto:ghostship1@hotmail.com]

<<< Take comfort in the fact that the theme parks take similar liberties with Americana as well >>>

Surely not?

You mean to tell me that America really wasn't an unpopulated wilderness? Well unpopulated apart from a few Indians who were all evil anyway, not that they were hurt or abused at all, oh no. Did someone say "ethnic cleansing"

:)

[ Note : To avoid getting flamed over defmation of the USofA I'll concede that the concentraion camp was a British invention, fair? ] What I never looked into finding out is do you have still have to tip the barman in the English themed pubs in US theme parks :)

<<< However, its those very cartoonish proportions of the idyllic fantsy world juxtaposed against the horrofic "reality" >>>

True, there does appear to be a real horror bonus from setting it in a situation that you would normally think of as being totally safe. Day of the Dead used a Mall for example, even Halloween used a local innocent looking neighbourhood.

I guess the good thing with a theme park is that you also get to play around with national stereotypes in various sections plus you get things like the Zombies muttering "u want friessss wi dat". A good mix of the bizarre horror and the horror of normal things gone bad. Plus there's that aforementioned ability to add in some isolation.

Anyone else got any idea of some good locations that could be worked into an AFMBE session.

Regards,

Mark

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

 Reply-To: flesh_rpg@edenstudios.net

 To: flesh_rpg@edenstudios.net Save Address

 Subject: [Flesh_rpg] Online Voting For the Origins Awards

 Date: Fri, 9 Jun 2000 12:05:35 EDT

Well it did not make the final ballot but WitchCraft and MysteryC Codex are eligable for an Origins award for 1999.

If anyone is intersted in voting for WitchCraft 2nd Edition for Best New RPG in 1999, please place a vote for it on the Online Ballot. Also, Mystery Codex falls under the Best RPG Supplement in 1999 catagory as well.

http://www.gama.org/academy

Thanks for the support.

From what I hear All Flesh Must Be Eaten will be nominated next year and hopefully we can win! But we will be compeating with Dungeons and Dragons 3rd Edition :(

But Ill be happy with an official nomination.

George Vasilakos

rom: "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]Amusement Park

 Date: Fri, 9 Jun 2000 12:17:38 -0400

> Trekker Klingon Zombies.

> I think I'd pay to see that.

Interesting. Zombies attack a Trekker convention. "I'll let the audience ask questions now." "Uh..uh...Mr. Shatner...can I eat your braaaaaaaaaainsss?" "I swear, you people get stranger every convention. At least it doesn't smell as bad in here as usual."

Okay, that was pretty brutal. I didn't mean to offend any Trekkers, but it was just too easy.

Chris

 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] help! I need some zombie!

 Date: Fri, 9 Jun 2000 09:58:44 -0700 (PDT)

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

::SNIP::

> Seriously, thanks Gary! I haven't updated the site since late April,

> but if

> anyone who wasn't around when I first posted my LDG material to the

> list has

> any comments or suggestions regarding my deadworld (or worlds as the

> case

> may be with the LDG), I'd love to hear them.

>

 I liked the Living Dead Girl deadworld. Something very appealing about a sexy goth looking undead chick in jackboots, I don't know what it is. Actually, it was cool to see Armageddon and AFMBE combined like that.

 Speaking of Simon B.Sinister stuff, I really like the pictures of Penny Dreadful and Simon B. Sinister as well. Are they characters from a comic of yours or a campaign or something? Or do they just exist as those pictures and they are going to harrass you until you use them for a story?

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: "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] help! I need some zombie!

 Date: Fri, 9 Jun 2000 13:52:27 -0400

Thom said:

> I liked the Living Dead Girl deadworld. Something very appealing

>about a sexy goth looking undead chick in jackboots, I don't know what

>it is. Actually, it was cool to see Armageddon and AFMBE combined like

>that.

Thanks! I was thinking about RotLD's Trash and RotLD3's Julie after listening to Rob Zombie's "Living Dead Girl," I thought it was about time to inject a little sex appeal in AFMBE. Still, it was a friend lending me his copy of Armageddon that really inspired me to sit down and write all that stuff up (he's been here on the list longer than I have, but he's the strong quiet type).

> Speaking of Simon B.Sinister stuff, I really like the pictures of

>Penny Dreadful and Simon B. Sinister as well. Are they characters from

>a comic of yours or a campaign or something? Or do they just exist as

>those pictures and they are going to harrass you until you use them for

>a story?

Penny and Simon were originally supposed to be Mage: The Ascension-style Marauders in a World of Darkness campaign that a another friend of mine was running, with me playing Simon and my wife playing Penny. Unfortunately, I had waited so long to name my character that when my wife said "I'll be Penny Dreadful" I sort of blurted out "I'll be Simon B. Sinister" after remembering Underdog's enemy Simon Bar Sinister. Unfortunately, even though they were mentioned by name a few times, Penny and Simon never actually got to make an appearance in his game. The closest they've come since then is as NPC villains in a couple of Champions campaigns run by other people that I know.

Since I'd already gone to the trouble of illustrating Ms. Dreadful and Mr. Sinister, I put their pictures on my homepage at my old ISP. When it came time to sign up with my latest ISP, all the user names I wanted were taken, so in a fit of irritable desperation I asked "how about simonbsinister?" which is how that became my latest Internet nom de guerre.

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

SIMON B. SINISTER

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

http://welcome.to/livingdeadgirl

 From: Tre Chipman <info@thewayfareronline.com> Save Address - Block Sender

 Reply-To: flesh_rpg@edenstudios.net

 To: flesh_rpg@edenstudios.net Save Address

 Subject: [Flesh_rpg] New Adventure!!

 Date: Fri, 09 Jun 2000 12:54:32 -0500

 Ok, folks, here's my first adventure seed for AFMBE. I ran it last monday and had a blast, and so did my players. I'm using a modified version of Grave Impact without the giant asteroid, just wierd, green, zombie-makin' metorites, and my zombies are easier to kill. I'd politely ask that you DON'T post this to any sites beyond the mailing list archives; I want to polish it up a bit more and add some floorplans, so this is still a very early beta. When I have an official, final version, I'll post it on my website (http://www.thewayfareronline.com), and you guys can go nuts with it. Otherwise, enjoy and let me know what you think!

Escape from 2650

AFMBE Scenario

by Tre Chipman (info@thewayfareronline.com)

The usual gang gathers at 2650 Lakeview for gaming on Memorial Day Monday, because there’s supposed to be a spectacular meteor shower and after gaming they can check it out on the roof. Gaming concludes, and I tell the guys to go up on the observation deck (I’ve forgotten to buy soda, so I’m just going to run out and get some). The meteor shower has already been in effect for about an hour. It’s fairly early; about twilight (7:30-8:00)

On the Roof

About a dozen tenants are on the roof, also watching the meteor shower when the players arrive (there would be more, but it seems a lot of people are spending Memorial Day weekend out of town). Someone has a portable radio tuned to a live feed from Arlington National Cemetery, where there’s a Memorial Day Celebration planned to coincide with the meteor shower. After about a half hour, the power goes out, and from the view, the power is out all over the city. If anything, the lack of light from the city makes the meteor shower more beautiful. The meteors streak overhead, leaving bright green trails behind them, illuminating the city like green lightning. The radio, being battery operated, is still playing (the local radio station has a back up generator). 15 minutes after that, the radio announcer gives the text from Grave Impact’s 3rd intro chapter, pg 174, before the feed cuts.

"I'm here this evening at Arlington National Cemetery, where Memorial Day remembrances have been going on throughout the day. This evening a large crowd has gathered for a free evening concert and fireworks display, a tribute to our brave men and women who died protecting this country. The occasion is made all the more special by the spectacular meteor shower that is lighting up the sky even as I speak. The President is scheduled to start speaking in just a few moments - Hold on a second – there seems to be some sort of commotion down by the graves - people running and screaming - let's get over there Tom - All right, I'm standing here overlooking the cemetery, there appears to be some sort of brawl going on - Oh my God! Jesus what is that?!?"

(static)

“We seem to have lost our feed from Arlington National Cemetery. Apparently, parts of the United States are suffering power outages as a side effect of the meteor shower. I’m told that these effects are temporary, and we hope to be able to continue with our live coverage of the celebration soon.”

The tenants shrug their shoulders and head back to the stairs, content to wait out the power outage in their condos. If the players stay on the roof, after about a half hour they’ll notice a lot of commotion seems to be centered around the two hospitals in the area (one a block south and another 3 blocks NE). Also, to the north and west, parts of the city appear to be on fire. A few blocks away from the building, at Diversey and Lakeview, an ambulance plows into the side of a bus, tipping the bus over. If they look closely, they’ll see people stumble out of the bus in about 3-10 minutes. From here, however, it’s impossible to tell that they are nothing more than freshly dead corpses, returning to feast upon the living (insert maniacal laughter here). I, of course, never return (The alternate endings on the Escape from 2650 Collector’s Edition DVD have me either trapped in the elevator with a ton of soda and frozen pizza, eaten by zombies, or flown by the military to a Caribbean island full of supermodels to try and repopulate the species. Take your pick.). The players will have the option of going downstairs (but they are on the 44th floor!) if they so choose, try and find me (perhaps back at my apartment?), or stay put. If they continue to stay on the roof, there’s a commotion on the roof of the building next to 2650. Since both buildings are roughly the same height, and the tenants over there have lit tiki torches, the players can easily see the cause of the ruckus: the neighbors gathered out there are being attacked! Three people lurch into the half dozen or so folks and start attacking them. The tenants seem to be able to subdue them, although most of them are badly hurt, and two have been killed. If they players wish, they can yell over and get the other people’s attention. They have about three questions worth of communication before two of the subdued zombies reanimate and attack again, killing the remaining survivors on the roof.

The Building

General

All floors have stairwells on the east (Designated Stairwell A) and west (Stairwell B) ends of the corridor. In the event of an emergency, back up lights will keep the entrance to the stairwells and the stairwells themselves lit, but nothing else. The battery power on the emergency lights is only good for about 6 hours. Because of the way the stairwells are constructed, it’s impossible to tell what is above or below you by more than one floor.

No apartments have working lights, obviously, but there is enough intermittent (albeit eerily green) light coming in from the meteor shower outside to illuminate them somewhat. Doors to the apartments are pretty tough (armor value 7, damage capacity 40), and have two locks: the standard lock (armor value 6, damage capacity 15, -2 to task to pick) and the deadbolt (armor value 10, damage capacity 30, -4 to task to pick).

Other doors in the building (the door to the loading bay, the door to the garage, etc) are heavier: Armor value 9, damage capacity 50, but only have one lock: armor value 10, damage capacity 30, -4 to task to pick.

There’s a 8 in 10 chance that any zombie killed and searched while in the building will have a tenant key, a large key which unlocks the entrance to the parking garage on the mezzanine level as well as the loading bay doors on the lobby level.

Standard Floor:

There are 10 condos per floor; even numbered apartments face south, odd face north, with the lower numbers on the west side and the higher ones on the east side (So, #10 on any given floor is on the South East side of the floor). Halfway through the floor on the north side are the elevator banks, a cluster of three elevators. On the south side are two double doors that lead to the garbage chute and the freight elevator. All floors are identical, except for the following:

The 44th Floor

The 44th Floor contains (from east to west) the main observation deck (about 60 x 30 feet), the card room (separated from the observation deck with sliding glass doors, armor value 2, damage capacity 4), the party room, the gym (nautilus equipment, treadmills, Stairmasters, locker rooms (men’s on the south side, women’s on the north. Each has a sauna with a armor value 5, damage capacity 20 wooden door)), the pool (probably about 45 feet long, with a maximum depth of 6 feet on the south end) and the secondary observation deck (about 60 x 8 feet).

The 43rd Floor

The 43rd Floor has about 100 wire grated storage lockers (armor value 10, damage capacity 50), each closed with a padlock (armor value 8, damage capacity 30, -4 to task to pick). There are probably a few weapons secreted around here, but odds are the players aren’t looking for weapons yet.

12th Floor

If they walked down the stairs from the 44th floor, they’re going to be tired from the effort; subtract 4 endurance points. It will take about 20 minutes for the descent. There is a zombie on this floor, an undead businessman with his throat torn out. He is located in the hallway, and will approach the players as they exit the stairwell

My apartment (1204) is on this floor, and I left it unlocked in case someone needed to get in to use the phone. From the living room window, the players can see mayhem going on in the streets below, and it looks like there's a fire in the building next to this one. Figures can be seen struggling in the windows as the fire blazes around them. There are three candles in the apartment; one in the living room, one in the bathroom, and one on the nightstand by the bed. There are a half dozen boxes of matches in a drawer in the kitchen.

The only weapons of note are some large kitchen knives and a katana sword in the closet. I also have a water balloon ‘cannon ‘ (actually, closer to a three person slingshot). I really don’t have much in the way of food, so hiding out in my apartment isn’t much of an option. There is a half bottle of Southern Comfort in the cabinet that would make a swell Molotov cocktail. There are two flashlights and a battery powered radio. My cell phone is on the table (cellular communications do work, but unfortunately, the players will be cheerfully informed by a recorded message that “We’re sorry. All circuits are busy. Please try your call again later.” Anyone who preserves my Army of Darkness Limited Edition DVD will be thanked by countless future generations, not to mention gain an extra experience point at the end of the session.

Somewhere between the 11th – 4th Floors

As the players are descending the stairwell (it doesn’t matter which one or on what floor) they’ll hear someone at the bottom of the stairwell calling for help. It seems somebody has twisted their ankle when the lights went out. Before the players can close remaining floors to get to the person, they’ll hear the person trying to get a response from their “savior”, which is actually a zombie. As they hear the person becoming zombie chow, they also notice that it sounds like one or two zombies are climbing up the stairwell towards them. If they so choose, they can either fight two zombies (with a third on the way thanks to the sprained ankle guy) or duck out of the stairwell and try the one on the other end of the building. If they choose the later, they’ll hear two gunshots as they pass the 05 apartment, then somebody screaming horribly.

Yes, there’s a zombie in that apartment, but more importantly, there’s a gun and, unlike the other apartments on this level, it’s unlocked. If they can hold off the zombie long enough, they can get the gun, which is lying on the floor where the foyer joins the living room. It’s a .38 revolver, and many players will assume that since they heard two shots, the revolver has 4 shots left. It doesn’t; in fact, it’s empty (the owner only had enough time to load two bullets before the zombie attacked him).

If they dispatch the first zombie, they’ll hear pounding on the door outside; it seems like their friends from the stairwell have heard the ruckus and want in on the fun. As the door starts to shatter, cue the reanimation of the apartment owner, dead in the (ironically named) living room to add just one more distraction.

There is a box of .38 ammunition in the drawer of the nightstand in the bedroom, with 28 rounds left. The eldery occupant of this apartment apparently was concerned with his health; there’s a well stocked first aid kit in the bathroom medicine closet.

3rd Floor

This floor is similar to the rest, except it has a doorway out to the roof of the parking garage, which has been converted to a large patio and two full sized tennis courts.

Mezzanine

By the time they’ve made it here, take off another endurance point for everyone in the party; those stairs are a killer! This floor contains (east to west) Maintenance area, the termination point for stairwell A, the elevator bank (across from the stairwell), the glass door (see below), the convenience store, the ATM, the building manager’s office (south side), a small restroom (across the hallway on the north side), the stairwell down to the lobby (next to the restroom on the north side; this is the only way to get down to the lobby from here), payphones (dead), the laundry room (fairly large, with three rows of dryers and a good deal of abandoned clothing), the termination point for stairwell B, and the entrance to the parking garage at the west end. There is a thick plate glass door (Armor Value 2, Damage Capacity 5) that shuts off the elevators from the rest of the floor, and it’s electrically operated. The door to the garage requires a tenant key to open manually.

There are two zombies on this floor, an elderly woman and a middle aged man with one arm. The middle aged man has a valet slip from the parking garage.

The convenience store is closed for the holiday, but can easily be broken into either through the plate glass front door, or the floor to ceiling windows in the hallway across from the elevator banks next to the entrance to stairwell A (both of these options are Armor Value 1, Damage capacity 4. The front door and these windows are separated in the hallway by the thick plate glass door mentioned above). The store contains plenty of horribly overpriced canned food, bottled water, and (most importantly) a double barreled shotgun stored under the counter. The gun is loaded, and there are 4 shells for the shotgun stored in a drawer underneath the register.

Lobby Floor

The primary entrance to the building is a revolving door in the center of the north side of the building. There is also access to the dry cleaners (closed for the holidays) and the loading dock on the building’s south side through a door near the elevators. Tom, the doorman on duty, was attacked earlier and is now a zombie. He looks quite spiffy in his blood soaked doorman’s uniform. When the players encounter him, he’s eating a poodle.

The Parking Garage

The Parking Garage is two stories high, connecting to the building through the mezzanine level. In addition, the Garage extends a floor underground. There is a stairwell that runs along the NE corner. Outside the stairway on the ground floor is the entrance to a small vestibule that connects to the outside.

The main entrance is through a large garage door, currently open, on the eastern wall towards the southern side of the building, where there is the attendant’s booth, the car wash station, and an air pump. Keys for the valet parked cars are stored in the office. There is also a fully loaded revolver in the desk. There are four zombies on the lower level (a husband, wife, and their two adorable zombie kids), four on the top level (two handsome couples), and one on ground level (the garage attendant on duty).

The garage door is shut, and will have to be manually opened. Worse, through the four small, greasy panes of the door, six zombies can be seen. Before long, they will begin to pound against the door. There is an SUV (A 1999 Cannyonarro, use the stats for a jeep on p. 140) parked in front of the attendant’s booth with the motor running. As its been running for a couple hours now, its tank is down to less than a quarter full.

Regardless of what they do, the zombies in the parking garage will start to move towards the players. If they head for the SUV or the attendant station, they zombies from the lower and upper floors will converge on them from the both the north (from the lower level) and the west (from the upper level). The players should be looking at a 2:1 zombie to human ration right about now.

The players may decide to just barrel out through the garage door; that’s fine (it’s armor value 10, Damage capacity 40), except there’s a tight turn right outside the door that is a difficult driving roll to negotiate properly at high speed. If the driver fails, the vehicle slams into a concrete wall about twenty feet from the door (Armor value 30, Damage capacity 300). The front passenger and driver have airbags, the people in the back will take impact damage if they didn’t say they were putting on their seatbelts!

Chicago: City of Big Undead Shoulders Zombies

Strength 4 Constitution 2

Dexterity 1 Intelligence -2

Perception 1 Willpower 2

Dead Points 15 Speed 2

Endurance Points N/A Essence pool 8

Attack: Bite damage D4 x 2(4) slashing

Weak Spot: Brain

Getting Around: Slow but Steady

Strength: Strong like bull

Senses: Like the Dead, Life Sense

Sustenance: Occasionally; All Flesh Must Be Eaten

Intelligence: Dumb as Dead Wood, Low Animal Cunning, Tool Use Level 1

Spreading the Love: Only the Dead, Special*

Power: 18

*Same as for the Rise of the Dead zombies: people bitten by a zombie must make a Constitution test, +2 for a scratch (9 pts or less), no penalty for a deep bite or wound (10 or more points), and –1 for severe injuries. If infected, the victim suffers a wasting disease which imposes a cumulative –1 penalty per day to all tasks or tests. After (Constitution+Willpower)/2 days, the character dies, and will rise up as another undead in 3-30 minutes.

Bash them zombies good,

Tre Chipman

info@thewayfareronline.com

http://www.thewayfareronline.com

 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]Amusement Park/zombie clowns

 Date: Fri, 9 Jun 2000 12:39:52 -0700 (PDT)

has anyone seen Killer Klowns from outer space? that should be a good resource for people looking for zombie clowns. it was originally released by media home entertainment 1988. while we are on the topic what about the Suckling or Frankenhooker?

 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]Amusement Park/zombie clowns

 Date: Fri, 09 Jun 2000 15:59:19 -0500

> has anyone seen Killer Klowns from outer space?

Great movie. Cheesy as Hell. It's beautiful.

Mike

--

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

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

 Reply-To: flesh_rpg@edenstudios.net

 To: "AFMBE Mailinglist (E-mail)" <flesh_rpg@edenstudios.net> Save Address

 Subject: [Flesh_rpg] The children's crusade

 Date: Fri, 9 Jun 2000 16:54:27 -0400

It would be an odd world in which only children rose as zombies.

No; let's make that worse. They rise as zombies but retain human intelligence. Sure, they're weak but they're remorseless. They crave human flesh, but they'll make deals for it.

And their parents don't want to lose them. They'll get better, the parents think. It's just a phase. If they can still talk, still be themselves, they can get better. All you have to do is give them human flesh.

And really, what has the neighbour done for you lately?

He complains about your kids. His dog craps on your lawn and digs up your flowerbed. He's probably a dope dealer or a Republican. Why not feed him to your kids?

# # #

Yes, I've had an excruciating evening with some parents who did not know how to discipline their kids. And frankly, I think at the threat of a tantrum, these parents *might* feed their friends to their kids.

It would be a very odd deadworld. The threat wouldn't be so much the breakdown of civilization (although that might be happening, too), but the breakdown of adulthood. I have no idea how you'd dramatize that; it might just be a useful idea for a one-shot.

Hmmm. Suppose a plague killed all children from four to almost fifteen, children before puberty but no longer toddlers, but the kids got back up after they died. How many parents would actually cut out their children's hearts or have them burned *knowing* that they'll get back up again? How many parents would wait, instead, certain that *they* could do something different to keep their beloved children?

How many parents would end up as death-pimps?

Not all of them, but enough. Enough of them. Some of the kids would kill their parents and run away. (Midgets and dwarfs would fear for their lives; why risk being mistaken for a child and exterminated?)

Basements all over the world would contain the hungry children.

Heh. Some of those basements have computers and internet connections. Secret groups might spring up. They might get politicized. Maybe they'll have an agenda.

Some of the older children will make deals with pedophiles. Why not? They want human flesh, too.

Would the plague continue? Would toddlers die after another year? Or not?

Just some thoughts.

John

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

 Reply-To: flesh_rpg@edenstudios.net

 To: <flesh_rpg@edenstudios.net> Save Address

 Subject: [Flesh_rpg] RE: The children's crusade

 Date: Fri, 9 Jun 2000 17:31:44 -0400

John said:

> It would be an odd world in which only children rose as zombies.

[snip]

That was the most disturbing and creepy deadworld yet. Bravo!

I hate to cheapen it by even mentioning the god-awful "CyberGeneration" RPG, but it did touch on the idea of a world in which the adults are effectively 'at war' with their children. If that game was ever good for anything, at least it might provide some ideas for what this would do to society.

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

SIMON B. SINISTER

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

http://welcome.to/livingdeadgirl

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] New Adventure!!

 Date: Fri, 09 Jun 2000 17:37:51 -0400

Tre Chipman wrote:

>

> Ok, folks, here's my first adventure seed for AFMBE. I ran it last

> monday and had a blast, and so did my players. I'm using a modified

> version of Grave Impact without the giant asteroid, just wierd, green,

> zombie-makin' metorites, and my zombies are easier to kill.

Coolness. I like it (a LOT). For an added twist, you could play the "Day of the Triffids" card, and have everyone who watched the meteor display go blind. What's worse than having the Dead rise? Not being able to see them do it, that's what... :-)

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: "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]Amusement Park/zombie clowns

 Date: Fri, 9 Jun 2000 17:41:32 -0400

while we are on the topic what about the Suckling or Frankenhooker?

 Wanna date? Wanna date? HEHEHEHHEHEHEHEHEHEHEHEH. I can't believe the batteries haven't died on that box yet.

Chris

 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] RE: The children's crusade

 Date: Fri, 9 Jun 2000 20:28:04 -0400

I don't know anything about "CyberGeneration". Who did it?

 From: "\"Jeremy \\\"Bolthy\\\" Zimmerman\"" <bolthy@bolthy.com> Save Address - Block Sender

 Reply-To: flesh_rpg@edenstudios.net

 To: flesh_rpg@edenstudios.net Save Address

 Subject: Re: [Flesh_rpg] RE: The children's crusade

 Date: Fri, 09 Jun 2000 17:52:08 -0700

John McMullen wrote:

>

> I don't know anything about "CyberGeneration". Who did it?

I'm just randomly popping in here, but I believe CyberGeneration was this odd spin-off/sequel from R.Talsorian's Cyberpunk 2020 line. As it was explained to me, the corps all ganged up together and took out the "cyberpunks", but then there was some strange disease and a finite number of youths gained super powers. So then it's these super teens vs. the uber-corp. There's a rather comprehensive looking fan site at:

http://members.tripod.com/~DMaple/cybergen/

--

Jeremy "Bolthy" Zimmerman / bolthy@bolthy.com

Son of Corwin's Libido

Home: http://www.bolthy.com

Web of Malice: http://www.maelstromx.com/wom

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

"what i used to think was me is just a fading memory i looked him right in the eye and said 'goodbye'"

 -nine inch nails, "down in it"

 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: The children's crusade

 Date: Fri, 9 Jun 2000 21:02:36 -0400

John asked:

>I don't know anything about "CyberGeneration". Who did it?

R. Talsorian originally released CyberGeneration as a kind of sequel or update for their Cyberpunk 2.0.2.0. universe, but I think (I'm not sure) that it was "spun off" into its own universe. My thinking is most Cyberpunk players were probably as disgusted with its Marvel Comic style and chapter headings that read "Think Streets of Fire, Not Blade Runner."

The only reason I even mentioned it is that the main premise is that a "carbon plague" of nanomachines was released in the States, and teens and children around the world are the only ones affected by it, becoming in effect techno-organic super-kids. Consequently, an "X-Men" kind of world develops in which adults alternately fear and hate the young. There are groups who want to protect kids, groups who want to rub 'em all out and start over, groups who want to experiment on them to find a cure, etc. Meanwhile the kids are just trying to survive at all costs. 

Here's a link to one of the fan sites:

http://members.tripod.com/~DMaple/cybergen/

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

SIMON B. SINISTER

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

http://welcome.to/livingdeadgirl

om: "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: The children's crusade

 Date: Fri, 9 Jun 2000 21:16:27 -0400

"Bolthy" said:

[snip]

>There's a rather comprehensive looking fan site at:

>

>http://members.tripod.com/~DMaple/cybergen/

Say, between your message and mine this DMaple person is going to log a good number of hits tonight.

;^)

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

SIMON B. SINISTER

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

http://welcome.to/livingdeadgirl

 From: "Cybermessiah.geo" <cybermessiah.geo@yahoo.com> Save Address - Block Sender

 Reply-To: flesh_rpg@edenstudios.net

 To: <flesh_rpg@edenstudios.net> Save Address

 Subject: RE: [Flesh_rpg] RE: The children's crusade

 Date: Fri, 9 Jun 2000 21:26:48 -0400

Except his page is Netscape only, and I can't view a thing on it.

 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: The children's crusade

 Date: Fri, 9 Jun 2000 21:54:36 -0400

Cybermessiah stated:

>Except his page is Netscape only, and I can't view a thing on it.

Are you sure? I just came back from his site and I'm using IE 5, so there must be something else that's keeping you from viewing it.

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

SIMON B. SINISTER

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

http://welcome.to/livingdeadgirl

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

 Reply-To: flesh_rpg@edenstudios.net

 To: flesh_rpg@edenstudios.net Save Address

 Subject: [Flesh_rpg] New Archetype:Bounty Hunter

 Date: Fri, 9 Jun 2000 22:31:03 EDT

Here's a new archetype that people will hopefully enjoy. I originally posted it elselwhere but didn't get much feedback ( although thanks go out to Packy666 for his feedback) and i hope here i'll get some more opinions of whether it's any good or not. Anyhow please give me feedback if you like it, and even if you don't. Sorry for any typos. Thanks in advance,

Bounty Hunter (Survivor)

Str: 4 Dex: 2 Con: 3

Int: 3 Per: 4 Will: 4

Life Points: 34

Endurance Points: 35

Speed: 12

Essence: 20

Qualities/Drawbacks:

Resources (+2): 4

Situational Awareness: 2

Nerves of Steel: 3

Contact (Bounty Hunter): 2

Acute Senses: 2

Showoff: -2

Heavy Drinker: -2

Skills

Guns (Assault Rifle): 5

-Specialty ("Boom Stick" Assault Rifle): 7

Guns (Handgun): 4

First Aid: 2

Escapism: 2

Brawling: 3

Drive: 3

Intimidate: 3

Notice: 3 

Questioning: 4

Track: 3

Streetwise: 2

Equipment:

Handcuffs, Pistol, "Boom Stick" Assault Rifle, Trenchcoat, Flashlight

-New Equipment: "Boom Stick" Assault Rifle: 

M-16: Range: 10/50/150/600/1000 Damage: D8x4 (16) Capacity: 20-30 

Encumbrance: 8/4 Cost: $1200 Availability: Uncommon

20mm Cannon: Range: 10/50/300/700/1200 Damage: D10x7 Capacity: 1 shell 

Encumbrance: 2/1 Cost: 800 Availability:Rare 

This weapon is an M-16 Assault Rifle with an attached M-203 Grenade Launcher modified to utilize a single 20mm cannon shell instead of a high explosive grenade. The weapon gained the nickname "Boomstick" due to the loud "boom" the 20mm shell makes when fired as opposed to the 40mm rounds distinctive "thump" when fired.

The weapon was first used by U.S. Army units who needed heavy weapons support but had none at their disposal and were forced to improvise. Units used the weapon against deserting units who had armored vehicles in their possession, as well as against living dead who made the use of the 5.56mm Nato round used in the M-16 Rifle ineffectual or uneconomical. The weapon became renowned in the Southern United States for the latter reason as extremely effective manner to incapacitate zombified bull steers. Up until the introduction of the weapon these steers were causing massive casualties there due to the ineffectiveness of the 5.56 Nato round, which had trouble penetrating the thick hide of the animal. 

 The weapon is usually created by making simple modifications to the M-203 Grenade Launcher, which commonly accompanies the M-16 Rifle. The weapon was popular not only because of its superb stopping power, but because of the much more commonly available ammo. Unlike the increasingly scarce 40mm grenades, the 20mm shells could be salvaged not only from light armored vehicles, but also from AH-1 Cobra attack helicopters who were largely grounded due to heavy flight and support crew losses to zombies. Although the weapon is most commonly found among military units, especially in the West and Southern United States where zombified livestock can be a serious problem, a small number have found their way into the hands of other groups.

Personality:

The worlds gone to hell, so I guess it should be no surprise that there's more and more scumbags out there. Crooked Cops, Smugglers, Prison Escapees, Thugs, Punks, and all the rest, they've been popping out of the woodwork, like the dead are popping out of the ground. I suppose I shouldn't complain though, that just means more money for me. A lunatic here, a rampaging biker there, Bam! Money in my pocket or food in my packâ€¦.. It's a lucrative trade nowadays. There's a lot of people who want other people captured or dead now. Captured or dead, either way, it doesn't matter me. Although captured is usually easier... dragging the corpse back to where it needs to go, especially when the client wants the thing still kicking and snarling is a pai n. You wouldn't believe what some people do to these things even after they're dead. Like this one guy, some crazy general off his rocker wants this guy from his Staff unit back. So I go out and get the guy, but in the process have to bag him.And of course the client says don't kill the thing again if it becomes a zombie. I swear i thought that thing was gonna bite it's way out of the sack i had it in, it was gnashing so much! So anyhow, I gotta drag this thing all the way back to Washinton, and I was dead beat by the time I get back. I give the thing up, and what does this crazy general do? He locks the damn thing up for "insubordination"!!! Craziest damn thing I ever saw. Needless to say I got out of there real quick, but no before I got paid of course. I never leave before i'm paid. Oh well I guess it's a good time to be alive, lots of work, lots of money, and some excitementâ€¦â€¦I just wish the zombies weren't all over the place, they're a damn nuisance, even when I don't have to drag 'em cross country to collect my bountyâ€¦.. 

Quote:

"Look you said dead or alive, now you can take your pick because he's both, either way i don't care just gimme my money!"

 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]Amusement Park + Other settings?

 Date: Sat, 10 Jun 2000 03:05:11 GMT

> being totally safe. Day of 

> the Dead used a Mall for example, even Halloween used a local >innocent 

Hmm...just thinking...what's that place called...uh, the mall of america or something? That really big mall that's supposed to have a rollercoaster in it or something? That'd be just...just sweet for a day of the dead-esque setting!! :) 

Tracy

 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] The children's crusade

 Date: Sat, 10 Jun 2000 03:13:25 GMT

> It would be an odd world in which only children rose as zombies. 

>

> No; let's make that worse. They rise as zombies but retain human 

> intelligence. Sure, they're weak 

> but they're remorseless. They crave human flesh, but they'll make deals for 

> it. 

This is GREAT! I love it!! There's so many possibilities here...not only do you have to deal w/ the random zombie-children trying to mess you up, but you also have to deal w/ psycho parents trying to hunt you down to feed you to them! :) Could even add a little after-the-bomb disaster to it, or children zombie-lords for more challange...gawd, I think I finally found the deadworld to tramatize my players w/!! Yeah! Thanx john! Hey, even better, zombie kids in an amusement park!! :) Or, a school...when they first rise or convert or whatever...finally get to use the idea for the lunch lady stereotype...okay, this is just getting silly, now...<grin> 

Tracy

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

 Reply-To: flesh_rpg@edenstudios.net

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

 Subject: RE: [Flesh_rpg]Amusement Park + Other settings?

 Date: Fri, 9 Jun 2000 23:30:53 -0400

Other settings...

Sewers and subway tunnels. Folks who went underground and now regret it.

A labyrinthine government office building. ("More staplers? Where are the damned guns?")

A hardware and building supplies superstore. (Love the nail gun..."Won't kill'em but nails through their feet hold'em in place for a while! Until they tear free, anyways.")

Slaughterhouse/meat packing plant.

Boathouse. No boat.

Cattle barn. Maybe get trapped in the silo or up on the bams, pushing bales of hay down to cut off the zombies.

Backstage in a theatre, or through the dressing rooms of a stadium, out onto the field.

Greenhouse, rank with plants and all these dead faces peering in the glass.

Holiday cottage.

Lumberyard, with stacks of lumber hiding things.

Auto wrecking yard, finally scrambling up the crane, hoping the zombies can't climb.

Hanging on a building side in the window washer platform, waiting for dawn.

 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]Amusement Park + Other settings?

 Date: Fri, 9 Jun 2000 23:34:17 -0400 (EDT)

On Fri, 9 Jun 2000, Oliver - Macklin, Mark - NEP wrote:

> True, there does appear to be a real horror bonus from setting it in a

> situation that you would normally think of as being totally safe. Day of

> the Dead used a Mall for example, even Halloween used a local innocent

> looking neighbourhood.

>

"City of the Walking Dead" (also known as "La Invasion De Los Zombies Atomicas") wraps up in a theme park, at least before basically cycling back to the beginning. It's pretty silly, but also a good example of normal speed if not quick zombies.

Imagine, though, getting "treed" on a ferris wheel...

> Anyone else got any idea of some good locations that could be worked into an

> AFMBE session.

>

Hmm..... I have a sudden inspiration to, when I run this game, do something with a health food store. Or a health club. :-)

 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: 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]Amusement Park + Other settings?

 Date: Fri, 9 Jun 2000 23:55:25 -0400

One more just occured to me. Suppose the players were on a transcontinental train. The train hits two people on the track, but they can't find evidence of bodies, so they take off again, unaware that two zombies got on the last car. The wave of zombies moves forward, following fleeing people, hurtling down the track. The emergency stop doesn't work any more so the Cast are going to have to work their way to he engine.

Hope the engineer is still alive...

From: Brian F Dembkoski <dembko-inc@juno.com> Save Address - Block Sender

 Reply-To: flesh_rpg@edenstudios.net

 To: flesh_rpg@edenstudios.net Save Address

 Subject: Re: [Flesh_rpg] RE: The children's crusade

 Date: Fri, 9 Jun 2000 21:47:49 -0700

> I hate to cheapen it by even mentioning the god-awful

> "CyberGeneration" RPG,

Cheapen it? God-awful? What were you playing? I saw it as a great vehicle to bring the genre of Cyberpunk back to it's attitude-driven roots. You have all these uber powerful Street Samurais (AKA Walking Tanks/Munchkins)...and you get to roleplay their rebelling-punk kids. It totally emphasized Character over Carnage. 1/5 of the book was rules...the rest was all character development and background. I ran the introductory adventure with about 5 players, and they loved it!

 To tie this into All Flesh...the Corp-Sec Troops are thought of as nothing more than Zombies, really. Maybe they could be? CyberZombies...then again, they become basically the Borg from Star Trek (which is really just a rip-off off the Cybermen from Doctor Who...but that's another tangent.)

 But there are people that like the game...

-Brian

http://homestead.juno.com/Dembko-Inc

Last updated on 05/28/2000

 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]Amusement Park

 Date: Fri, 09 Jun 2000 22:28:54 -0700

>Haven't been to any of the parks in question, but having spent a year in

>Public School near Gloucester, and knowing the American vision of the UK,

>I'd be inclined to agree. Take comfort in the fact that the theme parks take

>similar liberties with Americana as well - anybody else ever notice that

>Frontierland seems pretty inaccurate when compared to the "real" American

>westward expansion?

Like any good red-blooded American I prefere my english where it belongs, on PBS. : )

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

 Reply-To: flesh_rpg@edenstudios.net

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

 Subject: [Fwd: [Flesh_rpg]Amusement Park/zombie clowns]

 Date: Fri, 09 Jun 2000 22:43:58 -0700

popo caba wrote:

> has anyone seen Killer Klowns from outer space?

> that should be a good resource for people looking for

> zombie clowns.

> it was originally released by media home entertainment

> 1988.

> while we are on the topic what about the Suckling or

> Frankenhooker?

There was supposedly a sequel called Killer Klowns from Outer Space II, but I've neve been able to find it. Frankenhooker was pretty funny. Never heard of Suckling.

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

 Reply-To: flesh_rpg@edenstudios.net

 To: flesh_rpg@edenstudios.net Save Address

 Subject: Re: [Flesh_rpg] New Archetype:Bounty Hunter

 Date: Sat, 10 Jun 2000 01:56:44 -0500

> -New Equipment: "Boom Stick" Assault Rifle:

> M-16: Range: 10/50/150/600/1000 Damage: D8x4 (16) Capacity: 20-30

> Encumbrance: 8/4 Cost: $1200 Availability: Uncommon

> 20mm Cannon: Range: 10/50/300/700/1200 Damage: D10x7 Capacity: 1 shell

> Encumbrance: 2/1 Cost: 800 Availability:Rare

Speaking of, this is kind of OT, but someone might find it useful in a game or deadworld set a few years into the future [and it looks big and manly.]

Note: the 20mm rounds listed here under the "Boomstick" are cannon rounds in current use by the U.S. [and others] military. The OICW is a completely new 20mm Short round which is useful only in the OICW.

Mike the Gun Guy

http://www.unsuave.com/~hkpro/oicw.htm

--

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

 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] help! I need some zombie!

 Date: Sat, 10 Jun 2000 07:10:23 GMT

> GAry M said (shamelessly): 

>

> [snip] 

> >And if you do dig the Evil Ernie stuff, be sure to check out Simon B. 

> >Sinister's Way-Cool, Top-Notch Deadworld "Living Dead Girl" on the AFMBE 

> >Webring! 

> >http://welcome.to/livingdeadgirl 

>

> I think he earns 50 cents every time someone clicks on my site. ;^) 

And I'm still waiting on that check, and the ones from Eden from the Bank of Flesh. I need my pound! ;> 

> Seriously, thanks Gary! I haven't updated the site since late April, but if 

> anyone who wasn't around when I first posted my LDG material to the list has 

> any comments or suggestions regarding my deadworld (or worlds as the case 

> may be with the LDG), I'd love to hear them. 

How about the comment: It Rocks! and the suggestion: Post MORE! =] 

Feel the Love... 

-- 

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]Amusement Park + Other settings?

 Date: Sat, 10 Jun 2000 07:21:27 GMT

 ::SNIP:: 

> Anyone else got any idea of some good locations that could be worked into an 

> AFMBE session. 

Well, I suggested a hospital, waaaaaay back. **SHAMELESS PLUG** Archive One has it, and my rambling notes from having just finished wandering the halls of the hospital I work at. **END SHAMELESS PLUG*** 

Where else...How about other "Holiday/Happy" Places or Isolated areas. 

A Ski Resort. 

A resort island. 

A group of hunters at their camp in the wilds coming back off the mountain after 2 weeks out, low on ammo, tired and hungry with deer corpses finds their supply town empty, except for the zombs. 

A monestary(sp). 

Hogans Alley, the FBI training mock city in VA, where everyone has a gun...filled with blanks. 

An oil rig. 

A pleasure yacht/cruise ship. 

Small Town, USA. 

Any National Park. (Hey Boo-Boo, let's get a pick-a-nick basket from...why's Mr. Ranger green? Auggh!) 

A coal mine. 

An archeology dig in the Egyptian wastes. 

A Native American reservation. 

Las Vegas would be FUN! 

Anyone else? I'm tapped out at the moment. =] 

-- 

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: "Donald A. Chipman III" <info@thewayfareronline.com> Save Address - Block Sender

 Reply-To: flesh_rpg@edenstudios.net

 To: flesh_rpg@edenstudios.net Save Address

 Subject: [Flesh_rpg]Amusement Park + Other settings?

 Date: Sat, 10 Jun 2000 02:26:27 -0500

At 11:30 PM 6/9/00 -0400, you wrote:

>Other settings...

>

::SNIP::

I was thinking that a cruise ship would be a great place for a zombie outbreak. Think of it: close quarters, no real weapons to speak of, no help coming until somebody finds the radio room, and no way to get off the ship unless you brave the zombie-infested Lido deck where the life boats are (and who really pays attention at the lifeboat drills anyway?). Make the ship sinking or on fire or both to add a sense of urgency, and then throw in a zombie which looks suspiciously like Leonardo DiCaprio just for the sheer joy of having him blown away. Oh, and never mind the fact that nobody knows what caused the zombies in the first place. Could it be something on that weird island/iceburg/abandoned drifting hulk near the ship that the PC's will eventually be forced (by the oncoming tropical storm, no doubt) to seek shelter in/on/around? Nah. I'm sure there's nothing to worry about there...

Best of all, cruise ship floor plans and layouts are easily available from any travel agent. In fact, as I recall, there was an ancient Top Secret module based on a cruise liner called Lady in Distress, which would probably add a couple nice twists (terrorists unwittingly try to take over a zombie infested ship with disastrous results...)

Take care,

Tre Chipman

info@thewayfareronline.com

http://www.thewayfareronline.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 Archetype:Bounty Hunter

 Date: Sat, 10 Jun 2000 02:47:54 PDT

> -New Equipment: "Boom Stick" Assault Rifle: 

> M-16: Range: 10/50/150/600/1000 Damage: D8x4 (16) Capacity: 20-30 

> Encumbrance: 8/4 Cost: $1200 Availability: Uncommon 

> 20mm Cannon: Range: 10/50/300/700/1200 Damage: D10x7 Capacity: 1 shell 

> Encumbrance: 2/1 Cost: 800 Availability:Rare 

OUCH! 

> Quote: 

> "Look you said dead or alive, now you can take your pick because he's both, 

> either way i don't care just gimme my money!" 

Now that's a damned good line. 

Class stuff. Well done. 

Ferg

 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: The children's crusade

 Date: Sat, 10 Jun 2000 09:04:08 -0400

Brian said:

>Cheapen it? God-awful? What were you playing?

[snip]

Brian, I owe an apology to you and anyone else on the list who likes CyberGeneration. While I might not like it myself, that anti-CyberGeneration rant of mine was the same kind of thing that made me leave the WFRP mailing list earlier this year. Like spinsters who have grown to hate the world and all people in it, the list members over there have seemingly never gotten over the fact that GW dropped WFRP in the late 80's/early 90's, and so they constantly write bitchy little messages about GW's current Warhammer products and/or (A)D&D (which they will not refer to by name for fear of being flamed by the other list members -- they call it The Other Game). Anyway, it seems those folks don't care that some of us actually like these games, and so they spend an inordinate amount of time posting about how WFB, (A)D&D, etc. are for pre-adolescent idiots. While I might not have gone to the same extreme, I still feel terrible about acting the same way that they do. So please accept my apology. My only defense is that I hadn't drank enough St. Paul Girls yet before I wrote my message, so I wasn't very happy at the time. ;^)

[snippety]

> To tie this into All Flesh...the Corp-Sec Troops are thought of as

>nothing more than Zombies, really. Maybe they could be?

>CyberZombies...then again, they become basically the Borg from Star Trek

>(which is really just a rip-off off the Cybermen from Doctor Who...but

>that's another tangent.)

[snip]

Thank heavens I'm not the only person to think the same thing about the Borg. When I first saw them, I was thinking "stick some gold in their chest units, that'll stop 'em!" Still, just try and explain this rip-off thing to a Trekkie though...

To tie my message into AFMBE too, let me add that way back in Dr. Who Magazine, when Grant Morrison was writing the comic pages, they introduced a race of "space zombies" which were very much like the Cybermen themselves. If I remember this correctly, cybernetic space marines in powered, artificially-intelligent armor had died, but their suits kept running on auto-pilot with the corpses still inside. Since the suits had big, clear faceplates, this meant you could see this lolling, emaciated heads hanging to one side while the suit around them was marching along, shooting people. It looked pretty creepy, and there may be something about that for ZMs to work with.
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