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

 Reply-To: flesh_rpg@edenstudios.net

 To: flesh_rpg@edenstudios.net Save Address

 Subject: [Flesh_rpg] Another Update!

 Date: Sat, 10 Jun 2000 14:07:19 GMT

NEWS FLASH! GEEKBOY GETS ON THE STICK AND UPDATES WEB PAGE AFTER NINE DAYS! 

Hi Fleshites! I have added the 10th archive to the web! Yea! Here's what I say there: 

The Tenth archive covers May 18, 2000 - May 23, 2000 and is 349k. We have more people for "Spreading the Love", a list of new possible archtypes, an excellent campagin piece from Ferg: "The Seraphim", Big Vinnie's idea on how to cross all the Deadwolds into one campagin, and John McMullen gives us an...interesting archtype of questionable taste. 

I also cleaned up my main AFMBE page a bit, correcting some grevious spelling errors so I don't sound like a complete idjit, cleaned out two links that were on EDEN's AFMBE links page, and added "Spreading the Love" to the links list. Go give it a look-see! 

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

Have a good weekend! 

-- 

GAry m, minor epot 

 aka "Sneezy the Squid" archivist for AFMBE mailing list 

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

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

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

 Reply-To: flesh_rpg@edenstudios.net

 To: flesh_rpg@edenstudios.net Save Address

 Subject: [Flesh_rpg] Dragon*Con

 Date: Sat, 10 Jun 2000 14:13:11 GMT

Ok all, I'm going to Dragon*Con in Atlanta, and I was wondering who else was going? I'd like to propose that we Fleshites that are there get together and have a "Flesh Feast" at one of the food joints. We should all get rare steaks, except the vegitarians who should get fleshy-tasting protabella mushrooms. =] 

And I volunteer to run an AFMBE game for whoever wants to run around the bowels of a mausoleum under a very old church... 

And George, I'd be honored if I could pay for your dinner to say "Thanks" for giving us such a great game! 

So who's with me?! (Standing on the parapit, looking down at you all) 

(and a free soda to people who get the reference. ;>) 

-- 

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

 Reply-To: flesh_rpg@edenstudios.net

 To: flesh_rpg@edenstudios.net Save Address

 Subject: Re: [Flesh_rpg] Another Update!

 Date: Sat, 10 Jun 2000 09:34:31 CDT

> added "Spreading the Love" to the links list. Go give it a look-see! 

Whoo-hoo! Now maybe I can cash in on that 1000+ hits you've got hanging around over thar! 

Thanks, gArY 

Oaxaca

 From: Brian Watson <kerr@concentric.net> Save Address - Block Sender

 Reply-To: flesh_rpg@edenstudios.net

 To: flesh_rpg@edenstudios.net Save Address

 Subject: Re: [Flesh_rpg] Dragon*Con

 Date: Sat, 10 Jun 2000 10:45:00 -0400

"g. m." wrote:

> Ok all, I'm going to Dragon*Con in Atlanta, and I was wondering who else was

> going? I'd like to propose that we Fleshites that are there get together and

> have a "Flesh Feast" at one of the food joints. We should all get rare

> steaks, except the vegitarians who should get fleshy-tasting protabella

> mushrooms. =]

When is that particular event?

> So who's with me?! (Standing on the parapit, looking down at you all)

> (and a free soda to people who get the reference. ;>)

Okay, my old brain gets in a rut at times.. but B5 reference? Sheridan standing on the catwalk above the zocolo, addressing those who were about to lynch Delenn for her suggestion of forming a fleet to take to Z'ha'dum and destroy it?

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

 Reply-To: flesh_rpg@edenstudios.net

 To: <flesh_rpg@edenstudios.net> Save Address

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

 Date: Sat, 10 Jun 2000 10:10:55 -0500

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

>

I am currently running an AFMBE campaign where all the players began as college students. The college campus has been a very interesting setting so far as the characters have holed up in a bomb shelter and made occasional raids to various other buildings for needed supplies. By making the shelter lacking in certain vital supplies, the cast has been forced to interact with the outside world. I was especially proud of the cringe I got from my male players when an NPC girlfriend insisted that he go out and procure feminine hygiene products. Plus sorority chicks take on an added dimension when ichor is oozing from their mouth.

There are also many possibilities for satisfying setting descriptions. In the opening session there was a huge cheer of delight from my players when the meteorite that started this whole mess crashed into the University President's mansion. And in a variation on the "You want fries with that?" theme, I really creeped out the players when the now zombified lead singer from the local bar band "The Mad Monks" camped outside the bomb shelter door muttering a line from one of his songs.

I hope this helps someone.

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] Origins (was Dragon*Con)

 Date: Sat, 10 Jun 2000 11:04:38 -0400

Likewise, a friend and I are headed to Origins in Columbus, OH, next month. Is anyone else on the list going to be there?

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

SIMON B. SINISTER

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

http://welcome.to/livingdeadgirl

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

 Reply-To: flesh_rpg@edenstudios.net

 To: flesh_rpg@edenstudios.net Save Address

 Subject: Re: [Flesh_rpg] Dragon*Con

 Date: Sat, 10 Jun 2000 12:44:18 EDT

In a message dated 6/10/00 9:13:57 AM Central Daylight Time, gm1970@hotmail.com writes:

> So who's with me?! (Standing on the parapit, looking down at you all)

>

> (and a free soda to people who get the reference. ;>)

I'm thinking that's from Army of Darkness. Ash gives his rallying speech to the troops and we get to see Joxer in a goofy fake beard say "I am!" Unfortunately I won't be going to Dragon Con so if I'm right give my soda to some other Zombiephile.

Ray Colina

 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]Amusement Park + Other settings?

 Date: Sat, 10 Jun 2000 10:59:07 PDT

> I was thinking that a cruise ship would be a great place for a zombie 

> outbreak 

The only problem with a sea ship is that most player characters can contain an outbreak at close quarters ( unless you poison the passengers, but then your players would probably wind up the living dead) and new zombies can't come on. The sea would pretty much keep them away. 

 Remember the They Came From Beyond Deadworld? Go rent a movie called Deep Rising (I've been pointing my Call Of Cthulhu players to this for months). Check out this scenario: 

 The players are not passengers, but rather a Coast Guard ship (in the movie the main characters are high tech thieves) who recieves a distress call from a high class luxury ship on its madien voyage. When they board the ship, they find it empty, though tell-tale bloodstains decorate the expensive interiors. 

 Suddenly, the monster appears. In the movie, the monster looks almost exactly like a They Came From Beyond brood queen. Toss in a couple of zombies that have spent a few days underwater with the queen, and therefore don't look like the idle rich of the world. 

Enjoy. 

Jei

 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: Re: [Flesh_rpg]Amusement Park + Other settings?

 Date: Sat, 10 Jun 2000 13:35:58 -0500

At 10:59 AM 6/10/00 PDT, you wrote:

>

>>I was thinking that a cruise ship would be a great place for a zombie

>>outbreak

>

>The only problem with a sea ship is that most player characters can contain

>an outbreak at close quarters ( unless you poison the passengers, but then

>your players would probably wind up the living dead) and new zombies can't

>come on. The sea would pretty much keep them away.

Well, if you make it an outbreak of a strange, new disease that the PCs are immune to for whatever reason (Maybe they didn't go to the luau where they accidentally cooked the pig in irradiated soil? Maybe they were all using anti-seasick tablets the first day or so, which somehow gave them immunity to a wierd variant of ebola/chlorea/anthrax/whatever?) , you've got your zombie population and cause right there. Hell, this is a tropical environ, so why not go to the original source of zombies in the first place and say it's a voodoo curse (or Eskimo curse for those who want to go on a cruise to Alaska)? The ship could be transporting the dead body of an professor of anthropology from the islands back to the mainland for burial, only he's not really dead, just an intelligent zombie with a lust for power (and a hankerin' for brains), and an isolated ship is a perfect chance for him to start building his empire of the dead (Think what whould happen if The Serpent and The Rainbow had been directed by Romero). The possibilities are endless, really. As far as new zombies coming on, how many zombies are you going to need, anyway? If the ship has a 20 to 1 zombie/human ratio, that really ought to be enough, especially if this is a one shot deal.

> Remember the They Came From Beyond Deadworld? Go rent a movie called

>Deep Rising (I've been pointing my Call Of Cthulhu players to this for

>months). Check out this scenario:

Ah yes, the Love(craft) Boat... While we're on the subject, I'd also recommend Virus, which has a ship at sea, a group of scurvy salvagers, and Borg-like zombies. Bear in mind that I'm only recommending it for source material; the movie was pretty awful.

> The players are not passengers, but rather a Coast Guard ship (in the

>movie the main characters are high tech thieves) who recieves a distress

>call from a high class luxury ship on its madien voyage. When they board the

>ship, they find it empty, though tell-tale bloodstains decorate the

>expensive interiors.

> Suddenly, the monster appears. In the movie, the monster looks almost

>exactly like a They Came From Beyond brood queen. Toss in a couple of

>zombies that have spent a few days underwater with the queen, and therefore

>don't look like the idle rich of the world.

>

Yeah, and you also have a great opportunity to use the aquatic movement type. Make the zombies total badas$es in the water, but slow and steady on land, then make the players have to spend much of the adventure waist deep in water while you play the theme from Jaws... ("Hey, what's that nibbling at my ankl--Arrghahahh--glub glub glub" NPC vanishes under the water, which quickly becomes red...)

Take care,

Tre Chipman

info@thewayfareronline.com

http://www.thewayfareronline.com

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

 Reply-To: flesh_rpg@edenstudios.net

 To: <flesh_rpg@edenstudios.net> Save Address

 Subject: Re: [Flesh_rpg] Dragon*Con

 Date: Sat, 10 Jun 2000 14:50:24 -0400

---- Original Message -----

From: <GrayPumpkin@aol.com>

Subject: Re: [Flesh_rpg] Dragon*Con

> In a message dated 6/10/00 9:13:57 AM Central Daylight Time,

> gm1970@hotmail.com writes:

>

> > So who's with me?! (Standing on the parapit, looking down at you all)

> >

> > (and a free soda to people who get the reference. ;>)

>

> I'm thinking that's from Army of Darkness. Ash gives his rallying speech

to

> the troops and we get to see Joxer in a goofy fake beard say "I am!"

That Joker in the fake beard was Ted Raimi. Sam's brother. Also Known as Joxer. From Xena.

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

 Reply-To: flesh_rpg@edenstudios.net

 To: flesh_rpg@edenstudios.net Save Address

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

 Date: Sat, 10 Jun 2000 15:00:42 EDT

Sure, be my guest. The name's really more Sam Raimi or Bruce Campbells idea than mine though.

<<Speaking of, this is kind of OT>>

<< 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. >>

BTW- sorry for the uninlightenedness but i'm not familiar with OT and OICW. Is OICW O????? Infantry Combat Weapon?

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] Cheap sets!

 Date: Sat, 10 Jun 2000 13:57:55 -0500

There's a company called Microtactix (http://www.microtactix.com) which sells PDFs of cut-and-fold 25mm buildings. I'm bringing this up because they have a set of modern-era buildings which includes a convience store and (insert the love theme from Dawn of the Dead here) a mall interior. I downloaded the files and they're really pretty cool. I just got some heavy cardstock from the local Office Max and started printing out sheets. I have the beginnings of a city now on my dining room table which, come Monday, will be infested with zombies that my players will have to deal with. They also sell a package of 54 urban dwellers (similar to Steve Jackson's much missed Cardboard Heroes line <sniff>), and the whole shooting match is only $25 bucks. The only real downside is that none of the files are in color, but a few minutes with a green hilighter will give me an army of zombies post haste...

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]Amusement Park + Other settings?

 Date: Sat, 10 Jun 2000 12:40:47 PDT

> Go rent a movie called 

> Deep Rising 

I've got to say this is a useful reference for a ship based adventure, but a damned awful film although it does have two saving graces; chiefly the use of an axe and the scene where two survivors are being pursued and one shoots the other in the leg and leaves him to be eaten so the shooter can get away; exactly the reaction my entire gaming group would have without any second thoughts! 

Ferg 

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

 Reply-To: flesh_rpg@edenstudios.net

 To: flesh_rpg@edenstudios.net Save Address

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

 Date: Sat, 10 Jun 2000 12:46:28 PDT

> while you play the theme from Jaws... 

Which reminded me of the bit in Jaws where the head pops out the bottom of the boat with the eyeball attached but floating about. Hands up who didn't have the crap scared out of them by that the first time they saw it (it was most definitely brown trousers for me!) 

I keep seeing a combination of this scene and the one from Alien Resurrection (aliens underwater) as making a damned fine scare for players but can't quite quite piece it into an adventure idea. Perhaps someone else will have better luck. 

Ferg

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

 Reply-To: flesh_rpg@edenstudios.net

 To: flesh_rpg@edenstudios.net Save Address

 Subject: [Flesh_rpg] archive

 Date: Sat, 10 Jun 2000 12:55:16 PDT

Excellent work. Loved this line in the update: 

It's been busy at work, and the home life is kinda shaky, but I have my 

 Zombies to keep me warm at least. 

Relating a bit too well to that 'dubious' archetype are we? 

Ferg

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 + Other settings?]

 Date: Sat, 10 Jun 2000 15:23:43 -0700

Samurai Joe wrote:

> >I was thinking that a cruise ship would be a great place for a zombie

> >outbreak

>

> The only problem with a sea ship is that most player characters can contain

> an outbreak at close quarters ( unless you poison the passengers, but then

> your players would probably wind up the living dead) and new zombies can't

> come on. The sea would pretty much keep them away.

Maybe a multi-vector sort of thing. I can't think of any movies offhand, but... 

A. Something unknown is causing the dead to rise.

B. The first wave comes from all those died from eating the "Salmon Moose" for dinner.

C. Spreads from bite as "normal"

D. Have one of the PCs suffer from food poisoning, but have him recover.

Vomiting would be good because it implies that if you "cure" the undead of "food Poisioning" maybe they'll fall over dead for good. How to cure the dead is another matter, but it gives the players something to waste their time and lives on.

E. fill that yapping poodle with some caster oil or something to make the zombies vomit.(?!?!?) (Yes I reaching here, but I hope you get the point.)

Not sure how to wrap this up, but I think a little, and just a little, misleading as to the cause of the zombies well offer some more enjoyment, at least later, as the players get to "sink their teeth" into the plot by having to think. [Intentional Pun for which I offer no apologies :) ]

 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 21:14:36 -0500

> BTW- sorry for the uninlightenedness but i'm not familiar with OT and OICW.

> Is OICW O????? Infantry Combat Weapon?

OT is off Topic. OICW is Ojective Individual Combat Weapon. Gives troops a rifle, plus a direct fire explosive weapon with an airburst explosive capability. Meaning that you can shoot someone, blow a hole in a wall or vehicle, or lob an explosive projectile over the cover where a target is hiding and have it burst over the target rather than potentially deviate from the impact area.

Mike

--

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

 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] Origins (was Dragon*Con)

 Date: Sat, 10 Jun 2000 21:16:23 -0500

> Likewise, a friend and I are headed to Origins in Columbus, OH, next month.

> Is anyone else on the list going to be there?

>

I'll be there, alternately hanging around the Pinnacle and Eden booths that I ay pester the makers of my favorite games.

Mike

--

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

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

 Reply-To: flesh_rpg@edenstudios.net

 To: flesh_rpg@edenstudios.net Save Address

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

 Date: Sat, 10 Jun 2000 21:32:44 EDT

 In a message dated 6/8/00 2:15:43 PM Eastern Daylight Time, jeigame@hotmail.com writes:

<< 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. >>

PERFECT!

I love those movies.

Phantasm has got to be my third favorite horror flick of all time.

Ab3

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

 Reply-To: flesh_rpg@edenstudios.net

 To: flesh_rpg@edenstudios.net Save Address

 Subject: Re: [Flesh_rpg]Female Characters

 Date: Sat, 10 Jun 2000 21:31:27 EDT

In a message dated 6/8/00 2:09:36 PM Eastern Daylight Time, jeigame@hotmail.com writes:

<< (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. >>

Yeah. I've had dates like that.

Ab3

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

 Reply-To: flesh_rpg@edenstudios.net

 To: flesh_rpg@edenstudios.net Save Address

 Subject: Re: [Flesh_rpg]Disney thought

 Date: Sat, 10 Jun 2000 21:38:15 EDT

In a message dated 6/8/00 3:14:49 PM Eastern Daylight Time, xnbach@yahoo.com writes:

<< 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. >>

Doesn't Disney have a whole labyrinth of corridors unde the amusement park so workers can scuttle about unseen?

That could be a creepy place to be caught.

Ab3

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

 Reply-To: flesh_rpg@edenstudios.net

 To: flesh_rpg@edenstudios.net Save Address

 Subject: Re: [Flesh_rpg]Amusement Park

 Date: Sat, 10 Jun 2000 21:52:42 EDT

In a message dated 6/9/00 12:19:12 PM Eastern Daylight Time, moxleych@shu.edu writes:

<< 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. >>

Rent the documentary TREKKIES and see the horrible horrible truth.

Sci-Fi fans (Like me) are our own worst enemies.

Ab3

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

 Reply-To: flesh_rpg@edenstudios.net

 To: flesh_rpg@edenstudios.net Save Address

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

 Date: Sat, 10 Jun 2000 22:05:58 EDT

In a message dated 6/10/00 12:53:57 AM Eastern Daylight Time, dembko-inc@juno.com writes:

<< 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.) >>

 In the end it all comes down to three basic things:

Biology, Math and Doctor Who.

Ab3

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

 Reply-To: flesh_rpg@edenstudios.net

 To: flesh_rpg@edenstudios.net Save Address

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

 Date: Sat, 10 Jun 2000 22:15:54 EDT

Wow, i had no idea there really was such a thing. And here i was thinking i was being original......

 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] RE: The children's crusade

 Date: Sat, 10 Jun 2000 23:07:04 -0400

"Simon B. Sinister" wrote:

>

> > 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...

I've actually had one trekkie call the Cybermen a rip-off of the Borg. When I explained they'd been created in the 60's, before Trek had even been thought of, he got that peculiar "lah, lah, lah, I can't HEAR you" look I've seen before. Weird. All I can say is thank goodness Star Trek never copied my favourite aliens, the Daleks. Blood would have been spilled!

> 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.

The Skeletoids. Neat idea. I loved the drooling faces inside the suits, and the occasional one that was beginning to decay. John Ridgeway's art didn't hurt either, though the whole thing was wrapped up a little quickly. The basic concept was that the functions of the suits ahd gotten more and more advanced, until there was very little for the guy inside the suit to do. Eventually the suits became independant, and the people inside merely vestigial, drooling lumps, some of which were actually dead. The "skeletoid race" were controlled by a group of biotechnological "master brains" on their homeworld (which I thought was a rather sucky idea myself). Like the Cybermen (and their bastarrd step-children, the Borg), they assimilated their prisoners by putting them in suits and making them part of the skeletoid army.

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: 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 23:21:07 -0500

> Wow, i had no idea there really was such a thing. And here i was thinking i

> was being original......

Sorry. HK beat you to the punch. It's still a protoype weapon. The military has placed an initial order of 45,000 units [at $10K to $12K each, plus $25-$30 per 20mm Short shell] but isn't going to field them until 2006, and then only to Special Operations units.

It was a good idea, though. A full-size 20mm round can blow a nice sized hole in a wall. Or make zombies into meaty bits of bloody hamburger.

--

"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]Female Characters

 Date: 

 Sun, 11 Jun 2000 05:54:55 GMT

> << (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. >> 

> Yeah. I've had dates like that. 

Yeah, I've been dates like that. <grin> 

Tracy

 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] Dragon*Con

 Date: 

 Sun, 11 Jun 2000 06:29:48 GMT

> > So who's with me?! (Standing on the parapit, looking down at you all) 

> > 

> > (and a free soda to people who get the reference. ;>) 

>

> I'm thinking that's from Army of Darkness. Ash gives his rallying speech to 

> the troops and we get to see Joxer in a goofy fake beard say "I am!" 

> Unfortunately I won't be going to Dragon Con so if I'm right give my soda to 

> some other Zombiephile. 

Right in one! "Are all men from the future loud-mouthed braggarts?" "Nope. Just me, baby. Just me." =] 

I'll feed the sode to George. ;> 

-- 

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] Another Update!

 Date: 

 Sun, 11 Jun 2000 06:39:26 GMT

>> added "Spreading the Love" to the links list. Go give it a look-see! 

>

> Whoo-hoo! Now maybe I can cash in on that 1000+ hits you've got hanging 

> around over thar! 

>

> Thanks, gArY 

No problem, I hope it rubs off on you! And it's 1109 at the moment. =] 

I love being a success. =] 

-- 

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] Dragon*Con

 Date: 

 Sun, 11 Jun 2000 06:37:59 GMT

> > Ok all, I'm going to Dragon*Con in Atlanta, and I was wondering who else was 

::SNIP:: 

> When is that particular event? 

From their web page (www.dragoncon.org): 

Dragon*Con 2000 will be held June 29-July 2 (18 days away) at the Hyatt Regency Atlanta, the Atlanta Apparel Mart and the 

Atlanta Merchandise Mart in downtown Atlanta, Georgia, USA. 

Dragon*Con is America's largest annual convention for fans of Science Fiction, Fantasy and Horror, Comics and Art, Games and Computers, Animation, Science, Music, Television and Films. 

 Over 20,000 guests, program participants, members and staff helped shape Dragon Con '99 into one of Atlanta's biggest-ever summer events yet again. Our thanks to everyone who helped make it a success! Now we're looking forward to June of 2000. 

 Once again our attendees will listen to and discuss informative topics with authors, editors, artists, game designers and media personalities in over 600 hours of panels, workshops, demonstrations and discussions, including individual program tracks for Babylon 5, Star Trek, Star Wars, The X-Files, Xena/Hercules, British and American media, Pern, NASA Space Science, electronic frontiers, writers, artists, children, and much more! New tracks for 2000: Buffy the Vampire Slayer and JRR Tolkien's Middle-Earth. 

As of June 1, 2000, there were 333 guests confirmed for 2000 

Including Tom Savini, People! =] 

-- 

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]Amusement Park + Other settings?

 Date: Sun, 11 Jun 2000 06:42:13 GMT

::SNIP:: 

> the outside world. I was especially proud of the cringe I got from my male 

> players when an NPC girlfriend insisted that he go out and procure feminine 

> hygiene products. Plus sorority chicks take on an added dimension when 

> ichor is oozing from their mouth. 

That's a good idea. How many ZMs have driven their cast from their hideouts in search of toiletries? A great, basic idea. "I'm not stayin' here, the plumbing's shot!" =] 

-- 

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

 Reply-To: flesh_rpg@edenstudios.net

 To: "darkconspiracy@lists.imagiconline.com" <darkconspiracy@lists.imagiconline.com>, "conspiracy-x@onelist.com" <conspiracy-x@onelist.com>, DARKMATTER-L@ORACLE.WIZARDS.COM, All Flesh <flesh_rpg@edenstudios.net> Save Address

 Subject: [Flesh_rpg] VOTE for DEMONGROUND today!

 Date: Sun, 11 Jun 2000 16:44:30 +1000

 As you are all no doubt aware, for the past couple of years, the DEMONGROUND editorial team has been working hard to bring you the highest quality fanzine that we possibly can. Despite the fact that we don't charge people to download it, we still feel you deserve something with professional quality. We really believe that there isn't a better game-related amateur magazine in the RPG industry today. If there is, then we haven't seen it. But despite our best efforts, there are many people who STILL haven't heard about us. We'd like to fix that. 

 At the moment, voting is currently underway for the 1999 Origins awards. The awards are the RPG industries version of the Oscars, where the best products from the previous years are voted on by the gaming industry and the winners are honoured at the Origins gaming convention later this year in Columbus, Ohio, USA. 

 One of the categories every year is the "Best Amateur Game Magazine". The official ballot is out, and we haven't actually been nominated for the award, but that doesn't mean we don't still have a chance. As in past years, there is a space to write in something different at the bottom of each category. We'd love to see DEMONGROUND rise up and take this award! 

 So we're asking for all of the DEMONGROUND readers to go to the Origins awards online voting page and enter a vote for DEMONGROUND in category 6.1. The URL is http//www.gama.org/academy/vote/vote.phtml?election=Origins00 You just fill in the form on that page, and you will be taken to the voting page. In the write-in section for the best Amateur Gaming Mag, we'd like you to write 

 Title: DEMONGROUND 

Publisher: DEMONGROUND http://www.demonground.org/ 

 Whatever else you vote for on the form is completely up to you. 

 This is the first year that the Origins Awards Ballot has been available as an online function. DEMONGROUND is an online magazine. This is where our strength and our support comes from. We need to fire up a good old-fashioned grass-roots write-in campaign. If we can get every subscriber and supporter of DEMONGROUND to cast a vote for us, we may actually stand a chance. 

 We're interested in winning this award, not so much for ourselves, but to help put DEMONGROUND on the map. The DG Editorial Team already knows that we have some extremely talented people supporting us on a regular basis. People like Eyal Faingersh and Lee Williams (among many others) have been tireless in their efforts to help make DG what it is today. We'd like to be able to repay that effort by making the gaming industry realise that we've got some excellent people working for us and they would do well to take notice of them. It has been said in the past that one of the best ways to break into the gaming industry is to start out writing (or drawing) for fan magazine, because it shows the editors that you're self motivated and hard working. We'd love for some of our regulars to get noticed by the big boys and offered a chance to go on to bigger and better things. We believe they deserve that. So please spend five minutes filling out the online form and 

voting for DEMONGROUND. Let's prove to the world what we already know. 

cheers, 

The DEMONGROUND editorial team 

 -- 

Geoff Skellams geoffskellams@demonground.org 

Editor DEMONGROUND - Reflections of a Darker Future 

http://www.demonground.org/ 

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

 - Lady Holiday in "The Great Muppet Caper"

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

 Reply-To: flesh_rpg@edenstudios.net

 To: flesh_rpg@edenstudios.net Save Address

 Subject: Re: [Flesh_rpg] archive

 Date: Sun, 11 Jun 2000 06:56:53 GMT

> Excellent work. Loved this line in the update: 

>

> It's been busy at work, and the home life is kinda shaky, but I have my 

> Zombies to keep me warm at least. 

>

> Relating a bit too well to that 'dubious' archetype are we? 

he he he...I won't say anything except that I was Spreading 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
 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] Found an extra copy of AFMBE!!

 Date: Sun, 11 Jun 2000 19:15:13 -0500

Hey folks! I was at Games Plus in Mt. Prospect today and they had one last copy of AFMBE there for $30. They'll ship too. Their number is 847-577-9656, and you can get them on the net at www.games-plus.com

Good luck,

Tre Chipman

info@thewayfareronline.com

http://www.thewayfareronline.com

 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 Random Adventure Seed Generator

 Date: Mon, 12 Jun 2000 12:00:20 +0100

Right then I'm sure we've all had those moments where another GM has pulled out of a session at short notice, they dont' have anything ready or (heaven forbid) we humbles ZM's are strapped for ideas.

Way back in the 80s the Ghost Busters RPG included a Random Adventure generator, wasn't enough to run a whole game on but it could spark off the imagination just a little bit.

So in my homage to that RPG and as an assistance to other ZMs out there I present the AFMBERASG (try saying that when sober yet alone drunk!). It's in Word format at the moment cos it's still going to grow a fair bit. If anyone wants it then please let me know. Equally if anyone does see it and wants to add some new entries to it then don't hesitate to pass them on. It's certainly going to grow when I dig up my old GB rule books. 

The current tables will generate ideas that might inspire one shot adventures. At present it doesn't attempt to come up with any ideas for Zombie powers and as said it's not the intention of such a thing to give sufficient detail to run an adventure with, it's just ideas....

Regards,

Mark

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

 Reply-To: flesh_rpg@edenstudios.net

 To: <flesh_rpg@edenstudios.net> Save Address

 Subject: Re: [Flesh_rpg] OICW

 Date: Mon, 12 Jun 2000 21:47:13 +1000

theres a webpage for it

http://www.popularmechanics.com/popmech/sci/9809STMIM.html

looks like something out of a sci-fi movie

Stephen

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

 Reply-To: flesh_rpg@edenstudios.net

 To: flesh_rpg@edenstudios.net Save Address

 Subject: Re: [Flesh_rpg] Zombie Random Adventure Seed Generator

 Date: Mon, 12 Jun 2000 06:25:13 -0700

This sounds like a great idea. Besides its normal use, I would like to think I could use it for indivisual scenes as well. Not whole encounters exactally, but just to add another "incident" or two while the players are going from A to B or what have you.

 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]Disney thought

 Date: Mon, 12 Jun 2000 09:57:22 -0400

Yes, there are tunnels under Disney World. They connect the different lands so that workers can get around without you seeing the space guy in the western land and breaking the "magic". I don't know where else they are published, but they were printed recently in a magazine called 2600. Fall 1999, Valume Sixteen, Number Three, if you're interested. You can get back issues through www.2600.com, in case you're a stickler for details.

Chris

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

 Reply-To: flesh_rpg@edenstudios.net

 To: flesh_rpg@edenstudios.net Save Address

 Subject: Re: [Flesh_rpg] Zombie Random Adventure Seed Generator

 Date: Mon, 12 Jun 2000 16:15:37 CDT

 Kinda reminds me of the old Traveller books. 1001 NPCs and such. Good idea. I've put together 4 decks of cards fom different CCGs. One is for characters, another is for items, another for places, and another for events. If I start to lose the flow of thought, or if the characters are killing me by going places I hadn't forsaw, I bust out the cards and use 'em. Best use I've found for a CCG, yet. (I know some of you like them, but I don't care for CCgs. Most of the cards that I own were given to me, because the gift-givers knew what I would be using them for.) 

Oaxaca 

www.oaxaca.f2s.com
 From: "Big Vinni" <bigvinni@home.com> Save Address - Block Sender

 Reply-To: flesh_rpg@edenstudios.net

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

 Subject: Re: [Flesh_rpg] Zombie Random Adventure Seed Generator

 Date: Mon, 12 Jun 2000 19:28:32 -0400

It just seems that the market for a random adventure seed generator is out there (I know that my GM for Hero uses the one in that rulebook very frequently). Throw in the fact that it's being offered for free and you got a lot of people requesting it. Maybe it can posted as a download on the AFMBE or Spreading the Love sights to stop the "me too"s and allow all the fleshites who want it to get it without tying up bandwith.

uh hmm, and ... me too please! :-)

 Big Vinni-

bigvinni@home.com

ICQ# 40951228

 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] Zombie Random Adventure Seed Generator

 Date: Mon, 12 Jun 2000 17:52:38 -0700 (PDT)

in order to make it more unpredictable,and have enough randomness,I think it should have multiple contributors let me know if you would like some help. and... me too...

poppocabba

the caveman gaming society

http://www.geocities.com/poppocabba

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

 Reply-To: flesh_rpg@edenstudios.net

 To: <flesh_rpg@edenstudios.net> Save Address

 Subject: Re: [Flesh_rpg] Unisystem Conversions for ConX

 Date: Mon, 12 Jun 2000 23:11:43 -0400

Hola folks,

Seems like this was asked before, but is there a conversion book for Conspiracy X? I'd like to use some of those elements in AFMBE, and of course, the lack of conversions won't stop me, but it would be nice to have.

-e

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

 Reply-To: flesh_rpg@edenstudios.net

 To: flesh_rpg@edenstudios.net Save Address

 Subject: [Flesh_rpg] Links

 Date: Mon, 12 Jun 2000 23:38:48 CDT

I am looking for more links that could be of interest of AFMBE fans to put on my "Spreading the Love" page. 

If you own a site, and would like to be linked, let me know. Also let me know if there is a banner or image you would like me to use/would let me use. 

If any of you have suggestions for possible links, let me know. 

Thanks, 

Oaxaca 

dastoelting@hotmail.com 

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

 Reply-To: flesh_rpg@edenstudios.net

 To: flesh_rpg@edenstudios.net Save Address

 Subject: RE: [Flesh_rpg]Disney thought

 Date: Tue, 13 Jun 2000 05:00:37 GMT

> Yes, there are tunnels under Disney World. They connect the different lands 

> so that workers can get around without you seeing the space guy in the 

> western land and breaking the "magic". I don't know where else they are 

> published, but they were printed recently in a magazine called 2600. Fall 

> 1999, Valume Sixteen, Number Three, if you're interested. You can get back 

> issues through www.2600.com, in case you're a stickler for details. 

And if you just want a map of the parks, and to make up the tunnels to fit your needs, go to the Travel section of Borders/Barnes&Noble/your local library and there are lots of Disneyland/world touring books, with maps! I completely fergot about this until my trip to the bookstore yesterday. 

-- 

GAry m, minor epot 

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

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

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

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

 Reply-To: flesh_rpg@edenstudios.net

 To: flesh_rpg@edenstudios.net Save Address

 Subject: Re: [Flesh_rpg] Zombie Random Adventure Seed Generator

 Date: Tue, 13 Jun 2000 05:02:47 GMT

::SNIP:: 

And I want it as well. Since that's about 5 or so of us, how about going ahead and posting it on a web page. If you don't have one, how about Oaxcas? 

-- 

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

 Reply-To: flesh_rpg@edenstudios.net

 To: flesh_rpg@edenstudios.net Save Address

 Subject: Re: [Flesh_rpg] Zombie Random Adventure Seed Generator

 Date: Tue, 13 Jun 2000 00:52:11 CDT

sneezy said: 

::SNIP:: 

And I want it as well. Since that's about 5 or so of us, how about going ahead and posting it on a web page. If you don't have one, how about Oaxcas? 

-- 

I've got no problem with that, if the original Author of the AFMBE randomness chart would like me to do so. Or I'll throw in a website url that folks can go to. or both. 

Figures Sneezy would want a randomness chart on my site. He can't keep all that discordian-ness to himself, ya know. 

Oaxaca

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

 Reply-To: flesh_rpg@edenstudios.net

 To: flesh_rpg@edenstudios.net Save Address

 Subject: [Flesh_rpg] ebay

 Date: Tue, 13 Jun 2000 01:58:53 CDT

Alright folks, it's ebay time! 

There's a main book up on the selling block at ebay.com. I found it after searching for "all flesh must be eaten." 

Do I support buying rpg books from ebay sellers? Yes, if the item is out of print or near impossible to find. 

Oaxaca

 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:Collector

 Date: Tue, 13 Jun 2000 10:14:19 EDT

Well here i am again with another archetype that i created a long time ago but never really got around to posting. But now i am so here goes! The archetype is called a Collector, it's a mix between a fence, or smuggler, and a sort of forager. The archetype sells the usual items (bullets, food, etc) but since there is no way to reliably get supplies to sell anymore, the archetype, being as resourceful as they are, have adapted to their surroundings.

 When the archetype cannot import the supplies, people need,he raids abandoned buildings, or he simply steals them, but from zombies. As the hordes of zombies multiply, not all of the dead will be civilians, there will be dead police, soldiers, and others with valuable and quickly becoming irreplaceable equipment still in their decaying possesion. So the archetype simply runs by the zombie, and rips the equipment right off them, (usually with the arm, head, or whatever else the thing he wanted was attached to, right along with it) and keeps running, no noise, no commotion, no hassle, well in theory at least. If the archetype doesn't watch it he's liable to be found out,and mobbed, that's why he's learned to be a sneaky SOB, to avoid being caught.

 He doesn't need to always resort to such extremes however, in large cities, it's impossible that everything could of been looted in the choas of the early days of the zombie plauge, too many people simply fled the cities,a nd most of the looters who weren't eaten, were shot by the Army under Martial Law codes. This leaves quite a bit to be plundered by the enterprising archetype. With a few hired accomplices and a vehicle, he can clear out a supermarket of all marketable goods, in 15 minutes. Even after paying off his help, he still stands to make a sizable profit, and eat well himself, at the same time.

 If the archetype is extrememly lucky, one of his connections in another city is still up and running, and willing and able to trade with the archetype.

 I think this archetype could provide a lot of fun opportunities for players to make a "killing" (pun intended) in the post-apocalypse world. The archetype would also be a good NPC encounter, to provide a colorful and interesting diversion from the usual "loot and shoot" way of obtaining supplies.

Str: 3 Dex: 4 Per: 4

Con: 3 Int: 3 Wil: 3

LPs : 26

EPs: 26

Spd: 18

Qualities/Drawbacks:

Addiction (Smoking): (2)

Contact (Fence): (2)

Contact (Underworld): (1)

Nerves of Steel: (3)

Resources (Well Off):(2)

Fast Reaction Time: (2)

Acute Senses (Hearing):(2)

Skills: Streetwise: 3 Dodge: 2 Guns (Handgun): 1 Stealth: 2 Running: 2 Drive (SUV): 2 Intimidate: 2 Lockpick: 2 Haggling: 3 Smooth Talk: 3 Run and Grab: 3 Forage: 2 Area Knowledge: (specific city): 3 New Skill: Run and Grab: The ability to run by someone or something and grab a specific thing off of it. Used by Collectors to run by zombies and grab equipment off them.

New Skill: Forage: The knowledge of where to look for something that the character wants.

Area Knowledge (type) : Specific knowlegde of a certain area of land ( specific city, town, etc) knowledge of where certain facilities or stores are, where certain people or groups are likely to be found, etc.

Gear: Handgun, laser sight, silencer (to avoid attracting attention while scrounging for goods), SUV, Falshlight, Briefcase full of various (now) rarities like batteries, soap, bottled water, etc.

Personality:(this Collector is sort of an inner city baggy jeans, designer shirt, sunglasses wearing character)

"Hey Yeah you, you see any other living people 'round her? I think not Bro. What you need man? I got it all righhhht here, get me? Don't believe me? Gimme your best shot. Ammo? Hell yeah i got tons, what kind? 5.56mm AP? Dog, that's easy, i got a case of that shit right here man, but it'll cost you those night vision goggles you got there. Hey, you can either see in the dark, and look like a bad ass, or be able to fend of The Chompers when they come for your woman there? Which is it gonna be? You probably don't even have batteries for em, am i right? Shoot me, take my shit and book? Not a wise move my friend, in two days you'll have the whole southend on your ass, i supply everyone down here, and they ain't gonna be too happy to lose their main supplier of......"various goods and services", catch my drift? I thought so, now hand over the goggles. Don't feel so cheated man, i'm just trying to survive just like you, only differently, and with a lot more showers, phew!, you want some deoderant too man?!

 Yeah i got running water, just another perk of the job, know what i'm saying? Right, nice doing business with you too. Later kid, come back and see me next time you need something. Got the best deals in town here,like the damn discount club.

And hey, you come across a briefcase with Jimmy G. engraved in it, come back and see me, i'll give ya a frigging Tank for it, Aiight?"

Quote: "Yeah i can get that, but how much you gonna pay me?"

 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] ETA on ZM Screen?

 Date: Tue, 13 Jun 2000 10:26:48 -0500

Does anyone have a release date on this? The site says May 2000, but somehow I don't see that happening, and I actually ran into a lot of trouble in last night's game because 1) I had to look up weapon damages and such in the book and 2)the players kept seeing my die rolls (and as a result, a lot of zombies died with very little impact on the players). Has there been a revised date for this?

Thanks,

Tre Chipman

info@thewayfareronline.com

http://www.thewayfareronline.com

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

 Reply-To: flesh_rpg@edenstudios.net

 To: flesh_rpg@edenstudios.net Save Address

 Subject: Re: [Flesh_rpg] ETA on ZM Screen?

 Date: Tue, 13 Jun 2000 11:44:40 EDT

In a message dated 6/13/00 8:29:13 AM Pacific Daylight Time, info@thewayfareronline.com writes:

<< Does anyone have a release date on this? The site says May 2000, but somehow I don't see that happening, and I actually ran into a lot of trouble in last night's game because 1) I had to look up weapon damages and such in the book and 2)the players kept seeing my die rolls (and as a result, a lot of zombies died with very little impact on the players). Has there been a revised date for this? >>

Sorry for the delay.

 Without the AFMBE mainbook and Witchcraft mainbooks being in stock and sold out, Eden has run into a slight cash crunch to pay the printer.

 Currently all our money went into reprinting the mainbook, 5000 copies of it. Then we expect to ship the ZM screen to the printer before the end of the month for a July release. It will only take 18 days to print. Our printer is slower than most RPG printers but the quality is much better in my opinion (bingind, paper, service and ink).

 August will see Enter the Zombie, the WitchCraft mainbook and Abomination Codex.

 We hate the idea that we have books waiting to go to press since we are low on money. They say success has a price. We see it now. Once again sorry for the delay we are trying to move thes books along as fast as possible and still produce the quality you fans deserve and expect from Eden.

George Vasilakos

Eden Studios

Zombie Lord

 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 Random Adventure Seed Generator

 Date: Tue, 13 Jun 2000 16:46:36 +0100

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

From: Big Vinni [mailto:bigvinni@home.com]

<<< Maybe it can posted as a download on the AFMBE or Spreading the Love sights to stop the "me too"s and allow all the fleshites who want it to get it without tying up bandwith. >>>

If people like it then I'll either put together a quick AFMBE page on my web site or I'll donate it to a good and caring home.

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 Random Adventure Seed Generator

 Date: Tue, 13 Jun 2000 16:45:14 +0100

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

From: Chris Moxley [mailto:moxleych@shu.edu]

<<< This thread may actually hold a worlds record for the most "me toos" in history. Was this really neccessary all? >>>

Sorry, I was kind of expecting people to reply to me privately. I didn't just send it to the group to try and keep the traffic down, hope no one's too miffed about this....

Regards,

Mark

all flesh 

 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] ebay

 Date: Tue, 13 Jun 2000 09:34:39 PDT

>Yes, if the item 

> is out of 

> print or near impossible to find. 

 Correct me if I'm wrong, but isn't the 2nd printing of the book on the way? 

Oh, wait. I'm never wrong. 

Jei

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

 Reply-To: flesh_rpg@edenstudios.net

 To: flesh_rpg@edenstudios.net Save Address

 Subject: Re: [Flesh_rpg] Deadworld:Thrillworld

 Date: Tue, 13 Jun 2000 11:40:15 -0600 (CDT)

At Fri, 09 Jun 2000 05:41:03 GMT, "g. m." <gm1970@hotmail.com> wrote:

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

 Shh! I've been writing up an ICP 'Dark Carnival' Deadworld for a while now. Don't steal my secrets!

VERITAS: Geza.

"Humans are mostly not for eating." -- Ajax, on 'Duckman'

 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] ebay

 Date: Tue, 13 Jun 2000 12:38:33 EDT

In a message dated 6/13/00 9:36:06 AM Pacific Daylight Time, jeigame@hotmail.com writes:

<< Correct me if I'm wrong, but isn't the 2nd printing of the book on the way?

 Oh, wait. I'm never wrong. >>

July 7th is the shipping date for the 2nd printing.

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

 Reply-To: flesh_rpg@edenstudios.net

 To: flesh_rpg@edenstudios.net Save Address

 Subject: Re: [Flesh_rpg] ebay

 Date: Tue, 13 Jun 2000 12:05:11 CDT

In a message dated 6/13/00 9:36:06 AM Pacific Daylight Time, jeigame@hotmail.com writes: 

<< Correct me if I'm wrong, but isn't the 2nd printing of the book on the way? 

Oh, wait. I'm never wrong. >> 

July 7th is the shipping date for the 2nd printing. 

__ 

Don't get me wrong, I definately recommend that anyone wanting the AFMBE main book should wait for the 2nd printing, instead of running over to ebay. But, for those of you, like myself, who like to have one of everything, this is your chance to buy a copy of the first print run. 

By buying from distributors/hobby stores, we give our money to Eden Studios. And then Eden Studios gives us more supplements. 

By buying/selling on ebay, we make the money, and don't get new supplements. 

I think that used book stores and auction houses actually help the rpg industry. However, I also believe that they have a potential to destroy that same industry. We as consumers must be careful as to what we do with those tools. 

I have bought items from online auction houses that I would have never bought, otherwise. Mostly, this was due to items being out of print. Sometimes the items were never carried in my area. My main example of this is Dark Conspiracy. My main hobby store never carried it. So, I never learned of its existance until I discovered Mike Marchi's wonderful site. [unshameless plug] I searched various online urls, looking for information on the game. I discovered that it was out of print. Then, I discovered used online shops and auction houses that had that product. I was able to buy just about every book for that game that I wanted. Then, I discovered the Demonground electric 'zine, 2nd ed. DC, etc. 

So, I guess it's up to everybody's personal interpretation. 

Oaxaca 

(sorry, probably being too defensive again.) 

 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] ebay

 Date: Tue, 13 Jun 2000 12:52:49 -0400

all flesh isn't that hard to find .. odds are there might be copies just SITTING there at a local RPG Store (that was the case when I bought it) However, I suggest horror movie fans Also get the supplements from Tales from the Crypt RPG (by Masterbook/WEG) It's just a natural thing....

After all, there are dozens of Zombie stories in Tales from the Crypt.

 From: "Richard Steed" <richard.steed@virgin.net> Save Address - Block Sender

 Reply-To: flesh_rpg@edenstudios.net

 To: <flesh_rpg@edenstudios.net> Save Address

 Subject: [Flesh_rpg] Monroville Mall

 Date: Tue, 13 Jun 2000 18:47:24 +0100

I don't know if this got mentioned in the discussion on plans for malls and other buildings but I came across a map of the original mall used in Dawn of the Dead.

Can't get better than that now can you ;)

http://www2.gol.com/users/noman/mallmap.htm

Also (not plugging the site honest) there is always the Dawn of the dead game which has a nice mall floor plan somewhere on:

http://homepageofthedead.com

Enjoy

Rich

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

 Reply-To: flesh_rpg@edenstudios.net

 To: flesh_rpg@edenstudios.net Save Address

 Subject: Re: [Flesh_rpg] ebay

 Date: Tue, 13 Jun 2000 14:40:10 EDT

In a message dated 6/13/00 6:59:55 AM, dastoelting@hotmail.com writes:

<< There's a main book up on the selling block at ebay.com. I found it after searching for "all flesh must be eaten." >>

Source Comics & Games in Minnesota has two copies last time I was there about a week ago. I think they're in Falcon Heights or Roseville.

-Chad

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

 Reply-To: flesh_rpg@edenstudios.net

 To: flesh_rpg@edenstudios.net Save Address

 Subject: [Flesh_rpg] New Archetype; Kung Fu Gardener

 Date: Tue, 13 Jun 2000 12:54:05 PDT

> August will see Enter the Zombie 

Was gutted to hear this piece of news, so instead of sulking came up with this. Let me know what you think. Ferg 

Kung Fu Gardener 

Norm 

Str 2 Dex 3 Con 3 

Int 2 Per 3 Wil 2 

LPs 36 

EPs 29 

Spd 12 

Essence 15 

Qualities/Drawbacks 

Delusions (Weird) (-1) 1 

Hard to Kill (3) 2 

Nerves of Steel (3) 

Reckless (-2) 

Skills 

Acrobatics 2 

Brawling 3 

Craft (Gardening) 4 

Dodge 1 

Driving (Car/Van) 1 

First Aid 1 

Hand Weapon (Club (Spade)) 2 

Hand Weapon (Knife (Trowel/Hand Fork/Secateurs)) 2 

Hand Weapon (Spear (Fork/Hoe)) 2 

Hand Weapon (Staff (Rake/Broom)) 2 

Martial Arts 3 

Running (Endurance) 1 

Science (Biology) 2 

Stealth 1 

Gear 

Van (containing huge variety of Garden Tools: Broom (Dam D4*Str), Fork (Dam D8*Str), Hedge Clippers (Dam D8*Str (Chainsaw rules apply), Hoe (Dam D6*Str), Rake (Dam D6*Str), Secateurs (Dam D4*Str-1), Shears (Dam D4*Str), Shovel (Dam D6*Str+1), Trowel (Dam D4*Str-1), Watering Can (Why would you use this??); AND Chemicals: Compost, Fertilizer, Insecticide, Peat, Weed-Killer (anyone with demolitions/chemistry skill will have a field day), Overalls (with a black belt of course), Horticultural texts. 

Personality 

I owe everything I am to Mr Miyagi and his bonsai tree. When I saw him in that film, my life path was laid out. It was fate. It was kharma. 

I saw it everywhere; in the cycle of life and death in nature and how one feeds the other. I saw how the balance is fine, how Mother Nature could run wild, but how I, and others like me, could bring order to the chaos. I tied my martial studies into the study of nature. I calmed the Mother's spirit where I could, and harnessed Her beauty, and I practised my arts: In the wide open spaces and with the tools at hand. 

They laughed of course, but their ignorance meant nothing to me. Weren't the first weapons wielded by farmers; servants of the Mother in their own way. 

But the balance has been destroyed. I know not how such a force has risen, but I know the danger it poses. For there to be life, the plants must nourish themselves on the dead. 

But it seems it's the dead who are feeding now. 

So they must be put back in the ground. In pieces. The Mother needs them. 

I have the tools. I have the determination. 

It's time to see who's Fu is stronger. 

Quote 

"I said "Keep OFF the Grass!"

 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] ETA on ZM Screen?

 Date: Tue, 13 Jun 2000 16:26:40 -0500

>Sorry for the delay.

> Without the AFMBE mainbook and Witchcraft mainbooks being in stock and

>sold out, Eden has run into a slight cash crunch to pay the printer.

> Currently all our money went into reprinting the mainbook, 5000 copies of

>it. Then we expect to ship the ZM screen to the printer before the end of the

>month for a July release. It will only take 18 days to print. Our printer is

>slower than most RPG printers but the quality is much better in my opinion

>(bingind, paper, service and ink).

And on nearly everything I have bought, I agree...although my Witchcraft book was falling apart on the way home with it...=P

 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] ETA on ZM Screen?

 Date: Tue, 13 Jun 2000 19:01:12 -0400

Tommy said:

>And on nearly everything I have bought, I agree...although my Witchcraft

>book was falling apart on the way home with it...=P

Good heavens, Tommy... what were you doing to that book?

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

SIMON B. SINISTER

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

http://welcome.to/livingdeadgirl

 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] ETA on ZM Screen?

 Date: Tue, 13 Jun 2000 19:01:11 EDT

In a message dated 6/13/00 2:25:58 PM, tommyb@sstelco.com writes:

<< And on nearly everything I have bought, I agree...although my Witchcraft book was falling apart on the way home with it...=P >>

 And because of these types of complaints is why we needed a better binding process which take a few days longs and costs more.

But big books like WitchCraft, All Flesh Must Be Eaten and the upcoming Armageddon, making them hardcover takes care of that problem.

George Vasilakos

Eden Studios

 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] ETA on ZM Screen?

 Date: Tue, 13 Jun 2000 18:13:20 -0500

>Tommy said:

>

>>And on nearly everything I have bought, I agree...although my Witchcraft

>>book was falling apart on the way home with it...=P

>

>Good heavens, Tommy... what were you doing to that book?

>

Nothing, I promise! I even slept on the ride home... 

It's just been gradually falling apart from the inside out...now the Mystery Codex and All Flesh books are holdin' together supertight, though!

 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] Monroville Mall

 Date: Tue, 13 Jun 2000 23:40:37 GMT

> I don't know if this got mentioned in the discussion on plans for >malls 

> and other buildings but I came across a map of the original >mall used in 

> Dawn of the Dead. 

 I thought they used one mall for the outside shots, and another for the inside? 

Anyway, if anyone's ever been to the pittsburgh comicon, that's t he mall right behind where it's held...<grin> 

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: Re: [Flesh_rpg] ETA on ZM Screen?

 Date: Tue, 13 Jun 2000 17:08:00 -0700 (PDT)

--- EdenProd@aol.com wrote:

>

> In a message dated 6/13/00 2:25:58 PM, tommyb@sstelco.com writes:

>

> << And on nearly everything I have bought, I agree...although my

> Witchcraft

>

> book was falling apart on the way home with it...=P >>

>

 My WitchCraft and Mystery Codex held up pretty well, and I have been flipping through them constantly while I've been writing up all this stuff for WitchCraft.

 No, it was when I let a friend borrow them because he wanted to run a game that the pages started coming out.

 I think that there is a lesson in there somewhere.

 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: "TheDear Departed" <thedeardeparted@hotmail.com> Save Address - Block Sender

 Reply-To: flesh_rpg@edenstudios.net

 To: flesh_rpg@edenstudios.net Save Address

 Subject: Re: [Flesh_rpg] Floorplans

 Date: Tue, 13 Jun 2000 17:49:23 PDT

I know I'm a bit late on this thread, but I thought I'd provide some mayhem for all of you ZM's out there and your players, as well as revealing where I may very well bug out for in case of a zombie attack. ;) 

http://www.missilebases.com/ 

It's a site that sells (as real estate) old Atlas-E, -F, and Titan I missile bases from the Sixties' - The Ultimate in home security. :) 

So, not only are they a good "final hiding place", but the plans on the site can also be easily adapted to secret underground military/gov't/corporate research/weapons/whatever bases. 

Also, off the site, there's eventually a link that will take you thorough a photo tour of an old Titan I missile base... very cool. 

thedeardeparted@hotmail.com 

 "Sweet zombie Jesus!" - the Professor, 'Futurama'

 From: "TheDear Departed" <thedeardeparted@hotmail.com> Save Address - Block Sender

 Reply-To: flesh_rpg@edenstudios.net

 To: flesh_rpg@edenstudios.net Save Address

 Subject: [Flesh_rpg] Zombie College

 Date: Tue, 13 Jun 2000 17:51:00 PDT

 One of my more twisted friends came along this site - it's great: 

http://www.icebox.com/ 

Click on "Zombie College". 

It's an online series of short video cartoon clips, set at (what else): Zombie College. 

If you have the bandwidth, I suggest you check it out. 

<>>Chris 

thedeardeparted@hotmail.com 

 "Sweet zombie Jesus!" - the Professor, 'Futurama'

 From: "TheDear Departed" <thedeardeparted@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: Tue, 13 Jun 2000 18:03:13 PDT

There's a lot of amusement parks out there, a good place to look for them is at: 

http://dir.yahoo.com/Entertainment/Amusement_and_Theme_Parks/ 

And there's a lot of nifty/strange/bizarre parks out there, including: 

Dollywood: 

http://www.dollywood.com/ 

Legoland California: 

http://www.legolandca.com/general.idc? 

Kellog's Cereal City, USA 

http://www.kelloggscerealcityusa.org/ 

which is right next to: 

http://www.fullblast.org/ 

Which is a great idea for an "entertainment mall". There's no online map, but there's a bunch of things there, including a water park, lazer tag, gyms, arcades, food court, even an exercise center and internet center - a bunch of stuff all in one place, all great with zombies lurching about. And once you're done there, you can send 'em to Kellog's. :) 

The old standby of Knott's Berry Farm: 

http://www.knotts.com/Guest/map.htm 

Paramount's Great America, which is right near me, and was (mostly) featured in "Beverly Hills Cop 3" as "Wonderworld". 

http://www.pgathrills.com/visit_map.jsp 

Marine World, also fairly near me, with African wildlife, rides, and shows: 

http://www.sixflags.com/marineworld/new/ 

And other Six Flags parks: 

http://www.sixflags.com/ 

And finally, the venerable Coney Island: 

http://dir.yahoo.com/Regional/U_S__States/New_York/Cities/Brooklyn/Recreation_and_Sports/Amusement_and_Theme_Parks/Coney_Island/

Enjoy! And check out the first Yahoo sites... there's a lot of amusement parks out there. 

 <>>Chris 

thedeardeparted@hotmail.com 

"You can't _own_ property, dude." 

"Well, _I_ can, but that's because I'm not a penniless hippie." 

- the Professor, 'Futurama'

 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] Monroville Mall

 Date: Tue, 13 Jun 2000 21:00:40 -0400

Tracy said:

>I thought they used one mall for the outside shots, and another for the

>inside?

The only store that was actually located elsewhere was the gun shop. Otherwise it was all filmed "on location" in the mall. No offense intended to the other DotD mall page, but here's the URL for _the_ definitive Monroeville Mall/Dawn of the Dead site:

http://www.monroevillemall.net/

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

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] Floorplans

 Date: Tue, 13 Jun 2000 21:12:48 -0400

Chris said:

[snip]

>Also, off the site, there's eventually a link that will take you thorough a

>photo tour of an old Titan I missile base... very cool.

Oh yes, the "Abandoned Missile Base VR Tour." Very cool indeed. Here's the main page:

http://www.xvt.com/users/kevink/silo/

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

SIMON B. SINISTER

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

http://welcome.to/livingdeadgirl

 From: "TheDear Departed" <thedeardeparted@hotmail.com> Save Address - Block Sender

 Reply-To: flesh_rpg@edenstudios.net

 To: flesh_rpg@edenstudios.net Save Address

 Subject: RE: [Flesh_rpg] Monroville Mall

 Date: Tue, 13 Jun 2000 18:14:12 PDT

Simon says: 

> to the other DotD mall page, but here's the URL for _the_ definitive 

> Monroeville Mall/Dawn of the Dead site: 

>

> http://www.monroevillemall.net/ 

 I wasn't able to access that site, it didn't have a DNS entry... there's a site at: http://www.monroevillemall.com/, but that seems to be the real site of the mall itself, without any DotD shtuff. 

 <>>Chris 

thedeardeparted@hotmail.com 

 "Sweet zombie Jesus!" - the Professor, 'Futurama'

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] Monroville Mall

 Date: Tue, 13 Jun 2000 21:39:16 -0400

Chris said:

>I wasn't able to access that site, it didn't have a DNS entry... there's a

>site at: http://www.monroevillemall.com/, but that seems to be the real site

>of the mall itself, without any DotD shtuff.

Yeah, the first time I tried to visit http://www.monroevillemall.net/ I got an error, but I reloaded the page and got it to come up the second time... you might just have to try more than once. As for the '.com' site, you're right, that's the "official" mall site. But trust me, the '.net' one is worth the effort!

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

SIMON B. SINISTER

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

http://welcome.to/livingdeadgirl

om: 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] ETA on ZM Screen?

 Date: Wed, 14 Jun 2000 00:57:47 -0500

> We hate the idea that we have books waiting to go to press since we are

> low on money.

Make the deadbeat distributors pay. I'll offer up my own personal horde of zombie gamers ;]

Zombie Master Mike

--

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

 From: Joshua Mancuso <lrrprecon@yahoo.com> Save Address - Block Sender

 Reply-To: flesh_rpg@edenstudios.net

 To: flesh_rpg@edenstudios.net Save Address

 Subject: [Flesh_rpg] Archtype--Marine Recon/Speacial Forces

 Date: Tue, 13 Jun 2000 23:06:43 -0700 (PDT)

Well this is my first archtype i made and so far he has survived through 23 game sessions, without fail.

 Recon Marine/Special Forces

Survivor

By: Joshua Mancuso

Primary Attributes:

STR: 4

DEX: 3

CON: 4

INT: 3

PER: 3

WIL: 3

Secondary Attributes:

LP: 57

EP: 38 

Speed: 14

Essence: 20

Qualities & Drawbacks:

Fast Reaction (2)

Situational Awareness (2)

Nerves of Steel (3)

Hard to Kill (5)

Recurring Nightmares (-1)

Addiction (Alcohol) (-2)

Addiction (Smoking) (-1)

Skills:

Brawling (2)

Martial Arts (2)

Computers (1)

Demolition (2)

Dodge (2)

First aid (1)

Notice (2)

Mechanic (2)

Stealth (2)

Surveillance (1)

Survival (Forest) (2)

Swimming (1)

Traps (2)

Acrobatics (2)

Climbing (1)

Craft (Weaponsmith) (2)

Guns (Autorifle) (3)

Guns (Handgun) (3)

Hand-Weapon (Knife) (2)

Weapons: 

H&K MP5 SD3 (Silencer/Supressor, laser sight and no stock), 12 Magazines (30 rounds in a clip) 9mm P. M9 SD (Silencer and Laser sight) 4 Magazines (15 rounds in a clip) 9mm Standard Combat Knife

Gear:

Camouflage Fatigues

Guillie Suit (A snipers hide suit, but is also used by Force Recon, or Special Forces units.)

A.L.I.C.E. Ruck (Back pack)

Combat boots

Combat Webbing

2 Canteens

Climbing Gear (75 feet of rope, and grappling hook and D-rings)

Compass

Flashlight

Goggles, Nightvision

First Aid Kit

6 MRE’s (Meals Ready to Eat)

TACcom (unit radio)

Thigh Holster

Personality:

Courage, Strength and the completion of the mission at all costs, even till last man. Honor came last, if you where standing after the OP was completed, and the men in your team was alive, then the OP was succesful in my eyes. Everybody comes home, everybody.

Kind of hard to say this, but I am expendable. My soul purpose in this world is to make shure every mission, is completed. And with a high hostile body count.

There’s nothing like a mission that goes sour. 

We where called in, Bravo two-two, my old unit. Our Mission objective was to take out an X-CIA spook that was now in bed, with the cocaine monkeys. Our orders where simple, get in, take out the objective, and slip out to the abstraction site. Boy where we in for some real serious shit.

We completed our insertion, two klicks, south-by-south-east, the eight of us made our way to the villa, it was dark, but the moon was at it’s fullest. Our Nightspecs highlighted, everything in a green hue, which made humping the jungle, a walk in the park.

Our pointman moved the team, closer to the villa. We came across a couple patrols, but our guille suits helped us blend in to the jungle like a chameleon. They didn’t even know we where there, it would have been so easy, to cut there throats. The thought of blood, rolling down my hands, as I brought the knife from ear to ear and the blood curling gurgle, that was the reward, made my thirst for the hunt more compelling.

We finally reached the villa. As we moved in, to setup our security teams so the primary team could move in to take out the objective. We where compromised, and all hell broke loose. Our team leader gave us orders over our TACcom’s, to beat our feet to Rallypoint alpha. I was moving around a corner and ran eye to eye with a hostile, I stuck my H&K MP5 SD3 into his chest and squeezed off a burst. He went down, I smirked behind my camoflaged mask, of face paint. Sweat trickled from my brow and then into my eyes, my partner tapped me on the shoulder and gave me a signal with his hands, to move forward. 

As I moved forward, a man came out of one of the rooms ahead, from his facial features, I knew this was the objective. I brought my weapon up and squeezed the trigger. The objective went down as I riddled the spook with lead. I turned on my heel and reloaded. My partner took my place and emptied his weapon into the objective and followed suit. I rammed another magizine into my weapon and racked the slide.

What was odd, was after I reloaded the hostile I dropped, not more than a minute ago was rising. I depressed my trigger and sent a burst into his chest, but the bastard didn’t go down. My partner got into it aswell, we both looked at each other in confusion. I set my laser sight, on the crook of his nose and depressed the trigger, the hostile went down. From behind me, my partner screamed. I looked back and what I saw, struck terror in me. They spook we riddled with lead, had ripped his throat out and was eating it. I stood there and watched, for I have no idea how long. I stepped back a step and the thing looked up at me, from what I could see through my nightspecs, it’s eyes, where clear white. I knew this bastard was dead, I turned and ran. I ran for I have no clue how long, all I knew was, I had to get as far away from that thing as possible. 

Heh, as odd as it sounds, I wish I could forget all that has happened, but I know I will never forget those eyes. Those lifeless eyes……..

Quote:

“Get Some, Get some. I got some lead for you deaders, come and get it.”

Josh

eply-To: flesh_rpg@edenstudios.net

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

 Subject: [Flesh_rpg] New Dead Flick?

 Date: Wed, 14 Jun 2000 10:09:53 +0100

Found this on www.darkhorizons.com

Please check out the site cos there are actually some links in the text below.

Regards,

Mark

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

Children of the Dead: Production is set to begin next week on this next installment in the "Night of the Living Dead" series, though creator George Romero is not onboard this time. Diabolical Dominion reports that the original film's screenwriter John Russo will be producing the flick while debut director Tor Ramsey will helm this tale about the lives of the children whose parents once fought off the original plagues of zombies as the Undead are suddenly re-emerging. Tom Savini will be involved in stunts and a small role while Vincent Guastini ("Dogma") will be doing the FX work on the flick which includes the central baddie - Abbot Hayes. Thanks to 'Ted' and Fangoria2000

 From: Richard Steed <RICHARDS4@uk.cpm-int.com> Save Address - Block Sender

 Reply-To: flesh_rpg@edenstudios.net

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

 Subject: RE: [Flesh_rpg] New Dead Flick?

 Date: Wed, 14 Jun 2000 10:32:38 +0100

Oh god not John Russo,

I wouldn't trust him to write a shopping list never mind a zombie film. I mean look at Midnight - bloody terrible and the complete hack job he did on the 3oth anniversary night of the living dead. when I first heard about the extra footage I thought great - they'll put in bits like the cooper's car being attacked and the diner where Ben first meets the zombies. What do we get?

A badly made up Bill Hinzman and a pathetically acted and incomprehensible preacher section which sucked so much it's untrue. They even cut out bits of the original film to make way for these special features

Yes to more zombies - no to Russo - let Savini direct ;)

Rich

PS anyone want a cheap copy of the NOTLD 30th anniversary DVD?

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

 Reply-To: flesh_rpg@edenstudios.net

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

 Subject: [Flesh_rpg] Copies of NotL

 Date: Wed, 14 Jun 2000 07:19:41 -0400

 I remember reading that the best version of the original Night of the Living Dead is the Anchor Bay release (they made the tape from the original masters, took care, etc).

Does anyone know if that is the version available from Amazon? I couldn't tell when I checked the website a couple of months ago.

John

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

 Reply-To: flesh_rpg@edenstudios.net

 To: <flesh_rpg@edenstudios.net> Save Address

 Subject: Re: [Flesh_rpg] Copies of NotL

 Date: Wed, 14 Jun 2000 10:04:20 -0400

John,

http://www.amazon.com/exec/obidos/ASIN/6304983816/qid=960991359/sr=1-3/103-8765272-5037400

going by the picture that is the anchor bay release.

Ted

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

 Reply-To: flesh_rpg@edenstudios.net

 To: <flesh_rpg@edenstudios.net> Save Address

 Subject: RE: [Flesh_rpg] New Dead Flick?

 Date: Wed, 14 Jun 2000 12:08:22 -0400

One of my friends from the local goth/industrial clubs worked on dogma make up affects-I'll hit him up to see if he got contacted by Vince G. and has any more info on this flick.

Ted

rom: "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 Dead Flick?

 Date: Wed, 14 Jun 2000 10:15:13 PDT

> PS anyone want a cheap copy of the NOTLD 30th anniversary DVD? 

 What? After that review??? Good luck! 

Ferg

 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] New Dead Flick?

 Date: Wed, 14 Jun 2000 10:29:03 -0700

I'm pretty sure I know the answer to this one, but just to make sure there's no flesh or bones about it, you're refering to the footage of the bald preacher who seemed to have survived the zombie attack?

And, that footage is new as well, not back from dead, from the cutting room floor circa 1968?

 From: "Mike Lalande" <baronzemo@hotmail.com> Save Address - Block Sender

 Reply-To: flesh_rpg@edenstudios.net

 To: flesh_rpg@edenstudios.net Save Address

 Subject: Re: [Flesh_rpg] New Dead Flick?

 Date: Wed, 14 Jun 2000 10:47:34 PDT

The whole preacher aspect was part of the new scenes filmed for this "Anniversary" edition. The priest (am I the only one who thought he looked like a buck-toothed Anton Zander LaVey?) is actually the guy who composed the new soundtrack for the movie as well. At least he's marginally better as a musician than as an actor. As far as I know, there were no previously cut scenes from 1968 that were included, all the new scenes were filmed from scratch, and existing scenes were cut to accomodate them. I think the funniest cut happens when Cooper goes down to the basement and rants about never going back up no matter what he hears. Next scene, someone yells, Helen, his wife, says "Let's go see" and they go right upstairs. If you hadn't seen the original, you'd assume Cooper forgot what he had just vowed, or has no backbone when it comes to sticking to his guns where his wife is concerned. Avoid this version like the plague. 

Mike

 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] ETA on ZM Screen?

 Date: Wed, 14 Jun 2000 20:13:47 GMT

> But big books like WitchCraft, All Flesh Must Be Eaten and the >upcoming 

> Armageddon, making them hardcover takes care of that >problem. 

 Big books? Did you guys change the size of the AFMBE book for the second prinint? I hope not!! Okay, this just might be a gushy chick-thing, but I thought it's smaller size was...well, cute, dang it!! :) It fits into some of my bags easier, easier to tote around, can put it on one of my normal bookshelfs, since the one's that are alittle higher to accomodate my other RPG books are getting filled...I love the size of it! A few of my friends picked up copies, too, and thought the size was a plus...heck, that's what caught my friend's attention the first time he saw it ("Why is this book smaller than everything else here...hey, look! Zombies! Tracy, come check this out!") And must admit the artwork and fonts and everything was just nifty, too...okay, I'm done gushing, now...;) 

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] ETA on ZM Screen?

 Date: Wed, 14 Jun 2000 16:50:01 -0400

I suspect he meant "big" as in number of pages. My printing experience is limited, but the number of pages is more important than the form factor, for the things I've had printed.

"Cute"? Yup, it is a gushy chick thing indeed. (The attitude, not you. Heck, I don't even *know* you, so calling you a gushy chick thing would be as irreverent as naming Ferg "Flesh Biscuit."

Oh. I did do that, didn't I?

All right, Gushy Chick Thing can be your Wu name. :-)

 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] ETA on ZM Screen?

 Date: Wed, 14 Jun 2000 14:27:21 -0700 (PDT)

> >But big books like WitchCraft, All Flesh Must Be Eaten and the

> >upcoming

> >Armageddon, making them hardcover takes care of that >problem.

::SNIP::

> this out!") And must admit the artwork and fonts and everything was

> just

> nifty, too...okay, I'm done gushing, now...;)

 I thought they just meant thick, becaus they are the main books. WitchCraft is big, Mystery Codex is skinny. At least I hope that's what they mean, because I am right there with you. I love the unique size as well.

 Some other company is even starting to copy it and it pisses me off, because I always grab it and realize that it isn't an Eden anything. I forget the name now, I think it's some modern noir splatterpunk something or other. It might even be good, but my disappoint at it not being AFMBE or the Abomination Codex out early leaves me incapable of judging it on it's own merits.

 And the Unisystem books do fit in backpacks better when you are going to the game:)

Thom

=====

Hey-yah hey-yah

Hey-yah hey-yah

John Wayne's teeth,

Are they real?

Are they plastic?

Are the steel?

 -Traditional Coeur d'Alene Tribal Chant

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

 Reply-To: flesh_rpg@edenstudios.net

 To: flesh_rpg@edenstudios.net Save Address

 Subject: [Flesh_rpg] A favorite quote

 Date: Wed, 14 Jun 2000 18:24:40 EDT

"Zombies are the liberal nightmare. Here you have the masses, whom you would love to love, appearing at your front door and their faces falling off; and you're trying to be as humane as you possibly can, but they are, after all, eating the cat. And the fear of mass activity, of mindlessness on a national scale, underlies my fear of zombies" -- Clive Barker

 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] ETA on ZM Screen?

 Date: Wed, 14 Jun 2000 16:04:45 PDT

> would be 

> as irreverent as naming Ferg "Flesh Biscuit." 

>

> Oh. I did do that, didn't I? 

 You did, but I like it better than my Wu name 'Dependable Skeleton' anyway. 

Ferg

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

 Reply-To: flesh_rpg@edenstudios.net

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

 Subject: Re: [Flesh_rpg] New Dead Flick?

 Date: Wed, 14 Jun 2000 19:22:18 -0400

Tough to say if this will be good or bad. Although Russo did the original screenplay based on Romero's concept (inspired by "I Am Legend"; and I have to say that those vampires are very easy to do in AFMBE), Romero isn't there. My guess is that it might be very good, but it won't be "real."

The children idea doesn't sound like it's much in tune with the zombies-as-homeless thing Romero was talking about a couple of years ago.

Still, who knows?

John

 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] ETA on ZM Screen?

 Date: Wed, 14 Jun 2000 22:14:50 EDT

In a message dated 6/14/00 1:18:17 PM Pacific Daylight Time, dara_swiftrose@hotmail.com writes:

<< Big books? Did you guys change the size of the AFMBE book for the second prinint? I hope not!! Okay, this just might be a gushy chick-thing, but I thought it's smaller size was...well, cute, dang it!! :) >>

 What I meant to say was, big print runs. All the Unisystem games produced by Eden will be in the digest size books. The only exception to this is the Game Master Screens - they are the normal size 4 paneled screens at 11" x 34", and the 48 page module inside is 8.5" x 11" size.

George Vasilakos

Eden Studios

Zomibe 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] ETA on ZM Screen?

 Date: Thu, 15 Jun 2000 03:19:35 GMT

> > We hate the idea that we have books waiting to go to press since > >we 

> are low on money. 

>

> Make the deadbeat distributors pay. I'll offer up my own personal >horde of 

> zombie gamers ;] 

I'll offer up my services and eat their brains if it'll make 'em pay up faster! :) 

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] ETA on ZM Screen?

 Date: Thu, 15 Jun 2000 03:26:15 GMT

> I suspect he meant "big" as in number of pages. My printing >experience is 

> limited, but the number of pages is more important than >the form factor, 

> for the things I've had printed. 

Just checkin'... 

> "Cute"? Yup, it is a gushy chick thing indeed. (The attitude, not >you. 

> Heck, I don't even *know* you, so calling you a gushy chick >thing would be 

> as irreverent as naming Ferg "Flesh Biscuit." 

I assure you that "gushy chick" is the last thing my friends would call me, but... 

> Oh. I did do that, didn't I? 

> All right, Gushy Chick Thing can be your Wu name. :-) 

<rolling eyes> 

Oh lord...heh....there might be a character template in this....<grin> 

Tracy - "gushy chick" <zombie - "mmmm...bite into head...lots of flavory filling oozing out...mmm...">

 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] ETA on ZM Screen?

 Date: Thu, 15 Jun 2000 03:30:24 GMT

> What I meant to say was, big print runs. All the Unisystem games 

> >produced by Eden will be in the digest size books. The only exception >to 

> this is the Game Master Screens - they are the normal size 4 >paneled 

> screens at 11" x 34", and the 48 page module inside is 8.5" x >11" size. 

Excellent!! <hug> Okay, I'm happy now...it's the little things that matter....<grin> Seriously, it does help it stand out on a shelf at a store, and attract attention...plus, the catchy title, too...:) 

Tracy - "gushy chick"

 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] ETA on ZM Screen?

 Date: Thu, 15 Jun 2000 00:40:34 -0500

> The only exception to this is the

> Game Master Screens - they are the normal size 4 paneled screens at 11" x

> 34", and the 48 page module inside is 8.5" x 11" size.

That's nifty. The 3 sided screen really doesn't give enough room for all the dice and everything usually.

Mike the Zombie Guy

--

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

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

 Reply-To: flesh_rpg@edenstudios.net

 To: flesh_rpg@edenstudios.net Save Address

 Subject: [Flesh_rpg] Re:tirade on game economics (was ebay)

 Date: Thu, 15 Jun 2000 17:20:40 -0500

Warning:

1.this has nothing to do with zombies

2. I hold a serious grudge with local retail and distribution b/c of wretched service

3.I have no experience in the game industry

4. I have no business experience

So take this all with a grain of salt!

>Don't get me wrong, I definitely recommend that anyone wanting the AFMBE

>main book should wait for the 2nd printing, instead of running over to ebay.

> But, for those of you, like myself, who like to have one of everything,

>this is your chance to buy a copy of the first print run.

>

>By buying from distributors/hobby stores, we give our money to Eden Studios.

> And then Eden Studios gives us more supplements.

No, we give the money to distrubtors who hopefully give some of the money to Eden.

>By buying/selling on ebay, we make the money, and don't get new supplements.

I don't know if this is exactly true- the book was sold no matter what- so Eden makes the initial money (well unless the distributor/retailer doesn't pay them or overstocks and sends all the books back at Edens expense).

If someone is reselling it, it is for one of two reasons, they are speculating in which case they are only going to make money if the book is scarce and generally unavailable (like AFMBE right now), or they decided they didn't care for it (which we have all done, right?)- if it is the later then that sale is a dead end, the book is going to sit on a shelf.

Now someone else buys it. Auctions are among the most efficient pricing mechanisms- that is going to set an accurate price of the resale book. If that price is close to the retail then why is someone going to buy it? The only reason would be that something is wrong in direct sales or the distributors and retailers aren't doing their job, in which case they should FIX it or go out of business. A Chicago retailer once kept me waiting for a GURPS book for 3 MONTHS, finally I gave up and ordered it on-line. I've ordered all my stuff from Eden direct and have been happy with the service-why in the world would I travel downtown, special order it, come back a week later and pick it up.?

If the book prices less than retail then that potentially expands the customer base, someone who wouldn't buy the book at $30.00 might buy it at $20.00 and that person is likely to buy supplements in the future. I bought Heavy Gear Tactical resale- something I would never buy retail, but what the heck? it was just $20, now they have got me buying new supplements and minis all the time.

>I think that used book stores and auction houses actually help the rpg

>industry. However, I also believe that they have a potential to destroy

>that same industry. We as consumers must be careful as to what we do with

>those tools.

As consumers our job is to get our needs met not charity. That might sound harsh but it is true- to act otherwise sends all kinds of screwed up signals and makes a big mess. I shop at a local science fiction bookstore b/c they have a great inventory of new and used book- if I just shopped there to support the store, then why should they maintain the inventory etc.? If they don't keep up the inventory and are just like Borders, why shouldn't I just shop at Borders?

>I have bought items from online auction houses that I would have never

>bought, otherwise. Mostly, this was due to items being out of print.

>Sometimes the items were never carried in my area. My main example of this

>is Dark Conspiracy. My main hobby store never carried it.

On-line resale benefits orphan games like Twilight 2000 or Dark Conspiracy immensely,enough maybe that some of those games might be "resurrected"?

OK, I know there are all kinds of retail issues with taxes, impulse buying and product awareness, etc.....but anyway, the take home is that the internet is shifting the balance towards consumers and nothing is going to change that. Companies that adjust and meet consumer needs will prosper those that don't will die- I just hope companies like Eden don't have to pay for the mistakes of others.

Scott Jenks (sjenks@midway.uchicago.edu)

"What happens is nothing happens. What happens is we fall so far Into a sleep so manifold, Not even nightfall, whose gold we are, can find us."

James Galvin, "Hematite Lake" (last stanza)

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

 Reply-To: flesh_rpg@edenstudios.net

 To: <flesh_rpg@edenstudios.net> Save Address

 Subject: Re: [Flesh_rpg] Re:tirade on game economics (was ebay)

 Date: Thu, 15 Jun 2000 20:06:33 -0400

Scott,

First off, many book companies do indeed buy back unsold stock (I can't speak for eden but I can for other companies). That is why many paperbacks have the disclaimer "Do not buy this book if it is missing it's front cover. It has been reported as unsold and destroyed and the publisher has recived no payment for it." While you do have a point about the people who buy used books may go on to purchase supplements they normally would never have, this is a case of a person who wants to get the book, not someone who would not normally purchase the book. That being said the original point of waiting a bit to help a fledgling company get off of the ground stands.

No the consumer is not a charity, whoever making sure the creators and producers of a form of entertainment recieve payment for it is the best way to make sure they continue to produce said entertainment.

Please do not take this as a flame, but a clarification of a potential falsehood that part of your response was based on.

Ted

 From: "TheDear Departed" <thedeardeparted@hotmail.com> Save Address - Block Sender

 Reply-To: flesh_rpg@edenstudios.net

 To: flesh_rpg@edenstudios.net Save Address

 Subject: [Flesh_rpg] Archetype site!!!

 Date: Thu, 15 Jun 2000 18:38:49 PDT

For those of us interested in ever-more and interesting archetypes, Dylan Craig (eyeballkid) has a great site at: 

http://www.crosswinds.net/~eyeballkid/archetypes.html 

It's also reachable through the AFMBE website. 

It has many Archetypes up on it (see the end of this message for a listing), and also accepts and desires submissions. So, if you've created an archetype and don't see it on the list below, or as you create new archetypes, please submit them to: 

eyeballkid@crosswinds.net 

The server sometimes has server downs, so if you get a bounce, try again. 

_______________________________________________________________________ 

And here's what they'll find there. Anyone with archetypes they 

want submitted can mail them to me as well as to the list. 

Travelling Salesman 

Disgruntled Postal Worker 

Opportunistic Thief 

Indignant Mortician 

Valiant Taxi Driver 

Elvis Worshipper 

Repentant Televangelist 

Pit Fight Fixer/Trainer 

Pit Fighter 

Inquisitor 

Escaped Convict 

Old Timer 

Imprisoned Innocent 

Corrupt Guard 

Professional Wrestler 

Conspiracy Theorist 

Kid 

Horror Writer 

High-Class Thief 

Pizza Jerk 

Bounty Hunter 

Good Ol' Boy 

Haunted Army Chaplain 

Collector

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

 Reply-To: flesh_rpg@edenstudios.net

 To: flesh_rpg@edenstudios.net Save Address

 Subject: Re: [Flesh_rpg] Re:tirade on game economics (was ebay)

 Date: Thu, 15 Jun 2000 22:21:11 CDT

I'd like to thank Ted Govostis and Scott Jenks for their comments back to my statement about gaming economics. You both gave interesting feedback. Your take is different than mine, but just as legitimate. 

I think that it is too bad that Scott had trouble with a gaming store. I know the feeling. I stopped collecting comics due to a local shop that I dealt with. They would say, "No problem, we'll order that for you." And then I would never get the material. 

I ahve also ordered dirctly from Eden Studios (all of their Con X figs) and also had absolutely no trouble. Thanks, Eden! 

More OT: 

FYI: I can testify that there are still some companies that buy books back from whom they sell books unto. The book company that I worked for, did buy back books from companies that they sold to directly. They did not buy books back from their distributors, as their distributors did not feel the need for that service. It has helped that small book company stay in business. 

 Oaxaca

 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] Re:tirade on game economics (was ebay)

 Date: Fri, 16 Jun 2000 08:24:46 -0500

>First off, many book companies do indeed buy back unsold stock (I can't

>speak >for eden but I can for other companies). That is why many

>paperbacks have the >disclaimer "Do not buy this book if it is missing

>it's front cover. It has been >reported as unsold and destroyed and the

>publisher has recived no payment for >it."

This happens all the time in the book and zine industry (I don't know in the game industry) and the big retailers make this a condition of sale. Oaxaca says he knows companies who it has helped but it can also ruin a small company. The reason all those books are coverless is that is all the retailer sends back, to prove the book wasn't sold.The big chains overstock small zines and small press books and what they don't sell, they send back the covers and ask for the money back. For a large publisher who has a low unit production cost this is fine but for a small company where production is a significant cost it can really hurt.

>While you do have a point about the people who buy used books may go on to

>>purchase supplements they normally would never have, this is a case of a

>person >who wants to get the book, not someone who would not normally

>purchase the >book.That being said the original point of waiting a bit to

>help a fledgling >company get off of the ground stands.

>No the consumer is not a charity, whoever making sure the creators and

>>producers of a form of entertainment recieve payment for it is the best

>way to >make sure they continue to produce said entertainment.

All true. Still I think you will agree that on-line markets are changing the dynamics and that there are both opportunities and major pit-falls in this.

>Please do not take this as a flame, but a clarification of a potential

>falsehood that part of your response was based on.

No offense taken, your comments make sense and my post was way too long and off topic.

 Scott Jenks (sjenks@midway.uchicago.edu)

"What happens is nothing happens.

What happens is we fall so far

Into a sleep so manifold,

Not even nightfall, whose gold we are, can find us."

James Galvin, "Hematite Lake" (last stanza)

 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] Re:tirade on game economics (was ebay)

 Date: Fri, 16 Jun 2000 08:39:59 -0500

>I'd like to thank Ted Govostis and Scott Jenks for their comments back to my

>statement about gaming economics. You both gave interesting feedback. Your

>take is different than mine, but just as legitimate.

Thanks.

>I think that it is too bad that Scott had trouble with a gaming store. I

>know the feeling. I stopped collecting comics due to a local shop that I

>dealt with. They would say, "No problem, we'll order that for you." And

>then I would never get the material.

Yes, you can see it has scarred me for life ;-). Persoanlly, I prefer direct order.

Scott Jenks (sjenks@midway.uchicago.edu)

"What happens is nothing happens.

What happens is we fall so far

Into a sleep so manifold,

Not even nightfall, whose gold we are, can find us."

James Galvin, "Hematite Lake" (last stanza)

 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] ETA on ZM Screen?

 Date: Fri, 16 Jun 2000 15:43:32 +0100

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

From: Machine-gun Kelly [mailto:mgkelly@axom.com]

<<< That's nifty. The 3 sided screen really doesn't give enough room for all the dice and everything usually. >>>

I have to use two 3 sided screens to hide myself away from my players cos of the inadequacies of a 3 sider.

The Chill screen I've got really suits the mood but my Ghost Busters "Ghost Toasties" does lighten the mood somewhat :)

I'm off to buy the CoC screen tonight so when the AFME one arrives as well I should be able to a nice pick-and-mix to suit the mood of just about any game :)

Regards,

Mark

 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] Nuke your neighbourhood!

 Date: Fri, 16 Jun 2000 12:47:30 -0400

For those ZM's who feel that their games should end with a bang - a BIG bang - check out this link;

http://www.pbs.org/wgbh/amex/bomb/sfeature/mapablast.html

It's a nifty little page that allows you to drop a nuke on any street address in the US, then get a map showing the effects. It even works for general locations in other countries (I nuked my old home town of Coventry, UK for a giggle). You can choose between a 1 Megaton surface blast (pressure damage and fallout maps), or a 25 Megaton air blast. The page is part of the promotion for the RACE FOR THE SUPERBOMB episode of PBS series THE AMERICAN EXPERIENCE. Who says PBS is dull?

Doctor TOC

--

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

ICQ # 4814586

Daleks! 3D - http://redrival.com/drtoc/index.shtml

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: GrayPumpkin@aol.com Save Address - Block Sender

 Reply-To: flesh_rpg@edenstudios.net

 To: flesh_rpg@edenstudios.net Save Address

 Subject: Re: [Flesh_rpg] Nuke your neighbourhood!

 Date: Fri, 16 Jun 2000 13:23:03 EDT

Doc Toc writes:

> For those ZM's who feel that their games should end with a bang - a BIG

> bang - check out this link;

Bwhahahahah! The Power! The Power! Bwhaha- ummm sorry.

Ray

rom: "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] Re:tirade on game economics (was ebay)

 Date: Fri, 16 Jun 2000 10:22:03 PDT

> buy back books buy 

> books back 

And on another note; can anyone say this 10 times quickly. 

Ferg

 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] Nuke your neighbourhood!

 Date: Fri, 16 Jun 2000 12:35:41 -0500

>For those ZM's who feel that their games should end with a bang - a BIG

>bang - check out this link;

>http://www.pbs.org/wgbh/amex/bomb/sfeature/mapablast.html

>It's a nifty little page that allows you to drop a nuke on any street

>address in the US, then get a map showing the effects. It even works for

>general locations in other countries (I nuked my old home town of

>Coventry, UK for a giggle). You can choose between a 1 Megaton surface

>blast (pressure damage and fallout maps), or a 25 Megaton air blast. The

>page is part of the promotion for the RACE FOR THE SUPERBOMB episode of

>PBS series THE AMERICAN EXPERIENCE. Who says PBS is dull?

>

>Doctor TOC

This page is based on the government doc "The Effects of Nuclear War" that is available on-line as a PDF, I think the original model was for Detroit and goes into a lot of detail that could be used in a game. BTW these days nukes are a lot smaller than 25 MT, but still enough to ruin a zombies day.

Scott Jenks (sjenks@midway.uchicago.edu)

"What happens is nothing happens.

What happens is we fall so far

Into a sleep so manifold,

Not even nightfall, whose gold we are, can find us."

James Galvin, "Hematite Lake" (last stanza)

 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] Nuke your neighbourhood!

 Date: Fri, 16 Jun 2000 10:42:18 PDT

WOOOOOOOOOOOOOO-HOOOOOOOOOOOOO!!!!!! 

Die Hull! 

There go my old student digs. 

Bloody marvellous. I'm sure this is giving me a God complex. Not had this much fun since I dressed in a rubber lizard suit and trampled on cardboard boxes. ("Run away run away, Fergzilla is coming!") 

Am off to rain terror on Southampton now. And then lie down. 

Ferg

 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] Nuke your neighbourhood!

 Date: Fri, 16 Jun 2000 11:02:46 PDT

Do you know how many times I've nuked my ex-girlfriend's town into oblivion? 

This thing is theraputic. 

Anyone know where A) Bill Gates B) Christina Ricci or C) Keanu Reeves live? 

Fuck it. I think I'll just destroy Hollywood. 

Insane with power. 

Jei

 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] Nuke your neighbourhood!

 Date: Fri, 16 Jun 2000 21:09:12 -0700

I feel like nuking a neighborhood as well. Anyone know where Mr. Roger\'s neighborhood is located?????

 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] Nuke your neighbourhood!

 Date: Fri, 16 Jun 2000 23:40:40 PDT

> I feel like nuking a neighborhood as well. Anyone know 

> where Mr. Roger\'s neighborhood is located????? 

 NOOOO!!! We can't nuke Mr. Rogers!!!!!!!!!!!!!!!!!!!!!!!!! 

Just because he has the voice of a serial killer and he's aimed at kids too dumb to keep up with Sesame Street is no reason to hurt poor Mr. Rogers. I think he's a lovely, kind hearted man. And in my internet AFMBE game he's already saved an orphanage, commandeered an insane asylum, and set himself up as the wise man of Lost Vegas. 

Too dumb to keep up with Sesame Street 

Jei

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

 Reply-To: flesh_rpg@edenstudios.net

 To: flesh_rpg@edenstudios.net Save Address

 Subject: [Flesh_rpg] Archive Update!

 Date: Sat, 17 Jun 2000 09:12:12 GMT

Hi all! 

Massive update this time, sort of! I had to change things around a bit on the page, since the Geocities page-builder only gives you a small ammount of page space, in terms of page height. So I have combined the first nine archives into three ZIPed archives. I also put a link to download WinZip on the page for those who need it. 

The real meat, tho, is that archive 11 is now available, and it's a BIG one. As I state on the page: 

The Eleventh archive covers May 23, 2000 - May 28, 2000 and is 372k. We have lots this time! We discuss Frank Herbert Novels, the Ebola virus, why WoD is "touchy-feely" and Kult is better and more. We also see John McMullen's "They Broke the Mould", Mark Macklin's "Two Rotten Thumbs Up", Bruce's "The Legend of Brian Vinder", Edward Perkins' "Contagion", Guy's "Road Trip", Kyle Voltti's "NU You", and ab3 dates himself. 

The address to get it, once again, is: 

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

Your humble archivist and svt., 

-- 

GAry m, minor epot 

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

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

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

DNRC Member since 1995 · ICQ#: 8391493 · www.geocities.com/sneezythesquid
 From: 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] Nuke your neighbourhood!

 Date: Sat, 17 Jun 2000 10:56:43 -0500

> Bloody marvellous. I'm sure this is giving me a God complex. Not had this

> much fun since I dressed in a rubber lizard suit and trampled on cardboard

> boxes. ("Run away run away, Fergzilla is coming!")

>

For some reason, I'm just not surprised that Ferg would do this.

On another note, my city is #3 on the [real world] Nuke List and I live about a mile as the crow flies from one of the big targets.

Nuclear winter never bothered me, because I would have been transformed into glowing, rad-soaked fallout.

Glow-in-the-Dark Mike

--

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

 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] DEMONGROUND Volume 9 - Now Available!

 Date: Sat, 17 Jun 2000 13:11:33 -0400

Mike said:

>DEMONGROUND: Reflections of a Darker Future

>VOLUME 9

>NOW AVAILABLE!!!!

Of course, I highly recommend the "Living Dead Girl" article in this new issue. But then I might be biased...

;^)

Seriously, I want to thank everyone at Demonground for publishing my deadworld, and a special thanks goes to associate editor Chris Carpenter for his encouragement over the last year. Now if only Eden would hurry up with the sci-fi supplement for AFMBE, I could write about Hela's adventures in space! (And you think I'm kidding, too...)

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

SIMON B. SINISTER

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

http://welcome.to/livingdeadgirl

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

 Reply-To: flesh_rpg@edenstudios.net

 To: flesh_rpg@edenstudios.net Save Address

 Subject: [Flesh_rpg] On-line gaming

 Date: Sun, 18 Jun 2000 14:04:15 PDT

Just out of curiosity has anyone tried running AFMBE on-line. I'm currently doing a very successful multiplayer e-mail game, but pointers would be nice. 

Gracias 

Living Dead Fool 

Jei

 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: [Flesh_rpg] NOTLD Remake

 Date: Sun, 18 Jun 2000 18:07:52 -0700

I was at the mall today and I picked up DawnOTD in letterbox. Does any one out ther know if there's a NOTLD '90 remake in letterbox format? (AKA Widescreen.)

 From: "Jarred W. Wallace" <jarred@mindspring.com> Save Address - Block Sender

 Reply-To: flesh_rpg@edenstudios.net

 To: <flesh_rpg@edenstudios.net> Save Address

 Subject: Re: [Flesh_rpg] NOTLD Remake

 Date: Sun, 18 Jun 2000 21:18:34 -0400

> I was at the mall today and I picked up DawnOTD in letterbox. Does any

> one out ther know if there's a NOTLD '90 remake in letterbox format?

> (AKA Widescreen.)

>

I know they have NOTLD(1990) in letterbox on DVD. Just picked it up myself. All kinds of cool extra stuff on it.

Jarred W. Wallace

"Dead is just Undead waiting to happen."

 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] NOTLD Remake

 Date: Sun, 18 Jun 2000 20:35:06 -0700

What kind of cool stuff. The reasons for getting a DVD player have been building up on me. Could this be the final straw?

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

 Reply-To: flesh_rpg@edenstudios.net

 To: flesh_rpg@edenstudios.net Save Address

 Subject: [Flesh_rpg] KoDT

 Date: Sun, 18 Jun 2000 22:57:23 -0700 (PDT)

This is a little off subject, but I thought everyone who likes KoDT might enjoy this.

Andrew Babb has a web site at http://www.hoodyhoo.com. On it, he has created some KODT animated shorts - adaptions of the "Bob's Mage dies", "Sara joins the Group" and "300' Fall into the lava with +1 armor" strips. Andrew's strips are Macromedia Shockwave Flash.

=====

"The world is my ashtray"

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

 Reply-To: flesh_rpg@edenstudios.net

 To: flesh_rpg@edenstudios.net Save Address

 Subject: Re: [Flesh_rpg] Fw: Jokes text

 Date: Mon, 19 Jun 2000 08:41:50 -0700 (PDT)

Uh, please don't send attachments to the list. It could easily be carrying a virus of the non-reanimating variety.

Thanks,

-e

--- "Oliver - Macklin, Mark - NEP" <molivermacklin@nep.co.uk> wrote:

> > The male and female stages of life.

> ATTACHMENT part 2 application/octet-stream name=LIFE_STAGES.TXT.SHS

=====

---[]---

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

---[]---

 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: URGENT! RE: [Flesh_rpg] Fw: Jokes text

 Date: Mon, 19 Jun 2000 17:01:31 +0100

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

From: Earle Wheeler [mailto:elgorgo@yahoo.com]

<<< Uh, please don't send attachments to the list. It could easily be carrying a virus of the non-reanimating variety. >>>

It was carrying a virus, well not really a virus cos it requires some dopey fool (like the one sat at this end of the keyboard) to run the thing.

Please see my last message....

 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: URGENT!!! RE: [Flesh_rpg] Fw: Jokes text

 Date: Mon, 19 Jun 2000 16:59:10 +0100

I've managed to send a "virus" out to ppl on this mailing list.

1000 apologies to all.

No harm will be done if you don't open the attachment.

If you do then contact me and I'll talk you through what you need to do to fix the thing.

If anyone wants quicker help on what to do then look here :

http://vil.nai.com/villib/dispVirus.asp?virus_k=98668

I am so, so, so, so sorry.

Being an IT "professional" I really should have known better. I'll call myself an IT "amateur" from now on.

Regards,

Mark

[ Archivist’s Note: The Virus is NOT, repeat NOT in any way attached to this archive. Your computer is safe.]

 From: Brian Watson <kerr@concentric.net> Save Address - Block Sender

 Reply-To: flesh_rpg@edenstudios.net

 To: flesh_rpg@edenstudios.net Save Address

 Subject: Re: [Flesh_rpg] Fw: Jokes text

 Date: Mon, 19 Jun 2000 12:41:33 -0400

Earle Wheeler wrote: 

> Uh, please don't send attachments to the list. It could easily be

> carrying a virus of the non-reanimating variety.

According to my Norton Antivirus program, it WAS carrying a Virus. I've got the file quaranteened though I can't submit it to the Norton team as it's a compressed file. Of course, I'm sure as hell not uncompressing the file as that further endangers my system. Do not EVER send something out on a mailing list like this again. If you want to give people the opportunity to see something cute like that, put it up on a website somewhere and send the link for it in a message.

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

 Reply-To: flesh_rpg@edenstudios.net

 To: flesh_rpg@edenstudios.net Save Address

 Subject: Re: [Flesh_rpg] Fw: Jokes text

 Date: Mon, 19 Jun 2000 09:49:55 -0700 (PDT)

I don't know much about listserv management, being a non-techie, but I'm positive that there are utilities/options that filter out attachments and HTML messages.

Perhaps someone on the list can offer some support to the Eden folks?

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

 Reply-To: flesh_rpg@edenstudios.net

 To: flesh_rpg@edenstudios.net Save Address

 Subject: Re: [Flesh_rpg] KoDT

 Date: Mon, 19 Jun 2000 13:57:34 -0700

> Andrew Babb has a web site at http://www.hoodyhoo.com. On it, he has created 

> some KODT animated shorts - adaptions of the "Bob's Mage dies", "Sara 

> joins the 

> Group" and "300' Fall into the lava with +1 armor" strips. Andrew's strips are 

> Macromedia Shockwave Flash. 

 Andrew Babb also draws the Gaming Outpost Comic Strip, for everyone's information... 

Graveyard Greg

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

 Reply-To: flesh_rpg@edenstudios.net

 To: flesh_rpg@edenstudios.net Save Address

 Subject: Re: [Flesh_rpg] Info on the Virus

 Date: Mon, 19 Jun 2000 12:03:17 -0700 (PDT)

http://www.antivirus.com/corporate/media/2000/pr061900.htm

More information on the virus that's going around.

-e

=====

---[]---

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

---[]---

 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] Solo AFMBE?

 Date: Mon, 19 Jun 2000 15:23:27 -0500

I've been kicking around the idea of doing a solo adventure for AFMBE; sort of like the old Choose Your Own Adventure books of way back when. I figure AFMBE lends itself particularly well to this because you pretty much know how a standard zombie will act in just about any given situation (relentlessly attack the human to get food), so it's easy to automate their behavior. 

I was thinking that a deserted industrial park after hours would be a good setting; the solitary office drone working late when the zombies arise from the cemetery next door is forced to fight for his/her life, but I'd be really interested in hearing what other people think about the setting and viability of the project. Please let me know! 

Take care, 

Tre Chipman 

info@thewayfareronline.com 

http://www.thewayfareronline.com
 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: URGENT!!! RE: [Flesh_rpg] Fw: Jokes text

 Date: Mon, 19 Jun 2000 18:46:08 -0500

> Being an IT "professional" I really should have known better. I'll call > myself an IT "amateur" from now on.

>

Okay, I DL'ed the new virus pattern for PC-cillin and it didn't detect anything. Maybe because I opened it rather than saved it? I have no idea when it comes to virii.

Anyone?

Mike

--

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

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

 Reply-To: flesh_rpg@edenstudios.net

 To: flesh_rpg@edenstudios.net Save Address

 Subject: Re: [Flesh_rpg] Solo AFMBE?

 Date: Mon, 19 Jun 2000 22:48:18 EDT

Sounds like a great idea, i used to play all those old "choose you own adventures" and i'd be great to play a zombie infested one.

BTW- I didn't get a chance to post on this but a while back i read your High rise adventure you posted, Great work!

 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] Fw: Jokes text

 Date: Tue, 20 Jun 2000 09:32:57 +0100

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

From: Brian Watson [mailto:kerr@concentric.net]

<<< According to my Norton Antivirus program, it WAS carrying a Virus. >>>

As I've said before it definately was a virus. Once again anyone who has opened the attachment please contact me directly and I'll explain how to fix it.

As before more info can be found here : http://vil.nai.com/villib/dispVirus.asp?virus_k=98668

<<< though I can't submit it to the Norton team as it's a compressed file. >>>

It's allready been reported.

<<< Do not EVER send something out on a mailing list like this again. If you want to give people the opportunity to see something cute like that, put it up on a website somewhere and send the link for it in a message. >>>

It was never intentionally sent out, I wouldn't dream of sending attachments out to any mailing list (I'm the guy who's putting together the random adv seed generator and even that was never sent out as an attachment just as a doc to those who requested it) primarily becuase I normally work the list from home and I don't like the download times attachments force upon you.

 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: URGENT!!! RE: [Flesh_rpg] Fw: Jokes text

 Date: Tue, 20 Jun 2000 09:35:57 +0100

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

From: Machine-gun Kelly [mailto:mgkelly@axom.com]

<<< Okay, I DL'ed the new virus pattern for PC-cillin and it didn't detect anything. Maybe because I opened it rather than saved it? I have no idea when it comes to virii. >>>

Some Virus checkers may well not spot this thing yet as it's not really a virus as such. It's just an application that people, like myself, get bluffed into running. Checkers have to be coded to spot each individual different application, can take some time.

If anyone has opened the attachment and read the silly note then please contact me directly and I'll check you out.

I'll be contacting you (Mike) shortly to give you more info on this....

Apologies once again to all,

Regards,

Mark

rom: "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: URGENT!!! RE: [Flesh_rpg] Fw: Jokes text

 Date: Tue, 20 Jun 2000 09:40:13 +0100

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

From: gen [mailto:xenogen@mediaone.net]

<<< I think they should kick you from the list. :) >>>

Believe me the major guilt trip this is giving me is punishment enough.

It's made worse by the fact that I've got no real sympathy for those who run these sorts of things (like the recent "I Love You" mail virus). Can't believe that I've gone and made the same stupid mistake myself. Maybe that's karma for you.

All I can do is apologise once again and reiterate that should anyone have opened this attachment (on a Micro then would they please, please, please, please, please contact me.

Apologies once again,

Regards,

Mark

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

 Reply-To: flesh_rpg@edenstudios.net

 To: flesh_rpg@edenstudios.net Save Address

 Subject: Re: URGENT!!! RE: [Flesh_rpg] Fw: Jokes text

 Date: Tue, 20 Jun 2000 10:04:25 -0400

"Oliver - Macklin, Mark - NEP" wrote:

>

> <<< I think they should kick you from the list. :) >>>

>

> Believe me the major guilt trip this is giving me is punishment enough.

Don't sweat it. You did the right thing by letting everyone know as soon as you realised, and no-one thinks you did it on purpose. Gen was kidding.

> It's made worse by the fact that I've got no real sympathy for those who run

> these sorts of things (like the recent "I Love You" mail virus). Can't

> believe that I've gone and made the same stupid mistake myself. Maybe

> that's karma for you.

On the other hand, it's also a wake-up call to everyone out there who thinks they're too smart to get caught out by something like this. The fact is, that no matter how educated you are on the subject, everyone makes stupid mistakes sometimes, which is why it always pays to have backups and to keep your anti-virus protection active and up to date. Close calls like this are necessary to remind folks of the danger, so in one way you've done us all a favour. Betcha everyone's checked that their anti-virus gear is now working properly :-)

take care,

Doctor TOC

--

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

ICQ # 4814586

Daleks! 3D - http://redrival.com/drtoc/index.shtml

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

 Reply-To: flesh_rpg@edenstudios.net

 To: <flesh_rpg@edenstudios.net> Save Address

 Subject: Re: URGENT!!! RE: [Flesh_rpg] Fw: Jokes text

 Date: Tue, 20 Jun 2000 10:42:48 -0400

I agree, Doc. I know I'm making sure my Virus Definitions are up to date from now on.

BTW I think I somehow stopped it, cause I did all the wrong things and managed to "End Task" it while it was still operational. Also I haven't seen any of the symptoms. I gonna run my virus checker though to be sure.

Big Vinni-

bigvinni@home.com

ICQ# 40951228

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

 Reply-To: flesh_rpg@edenstudios.net

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

 Subject: RE: URGENT!!! RE: [Flesh_rpg] Fw: Jokes text

 Date: Tue, 20 Jun 2000 15:53:58 +0100

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

From: Big Vinni [mailto:bigvinni@home.com]

<<< BTW I think I somehow stopped it, cause I did all the wrong things and managed to "End Task" it while it was still operational. Also I haven't seen any of the symptoms. >>>

OK well just to give me piece of mind that I've done all that I can to fix the mess I've made could anyone who's run this download the following file.

http://download.nai.com/products/Mcafee-Avert/killstag.zip

It's a file that needs to be run from a command line and will check and fix for the things this little swine does to your machines.

It's only 15k so doesn't take too long to download.

As before any questions/problems/insults direct them to my mail account.

Apologies once again.

Regards,

Mark

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

 Reply-To: flesh_rpg@edenstudios.net

 To: flesh_rpg@edenstudios.net Save Address

 Subject: Re: [Flesh_rpg] Solo AFMBE?

 Date: Tue, 20 Jun 2000 12:12:32 -0500

At 10:48 PM 6/19/2000 -0400, you wrote: 

> Sounds like a great idea, i used to play all those old "choose you own 

> adventures" and i'd be great to play a zombie infested one. 

Yeah, I've been thinking about it a bit over the weekend, and I think I can make a couple wrinkles to the CYOA formula that will give it more of a role playing feel. 

> BTW- I didn't get a chance to post on this but a while back i read your High 

> rise adventure you posted, Great work! 

Thanks! I'm really glad you liked it. It's always nice to get feedback. The campaign that the adventure started off is going AMAZINGLY well; probably the best campaign start I've ever been a part of. 

Take care, 

Tre Chipman 

info@thewayfareronline.com 

http://www.thewayfareronline.com
 From: "gen" <xenogen@mediaone.net> Save Address - Block Sender

 Reply-To: flesh_rpg@edenstudios.net

 To: <flesh_rpg@edenstudios.net> Save Address

 Subject: RE: URGENT!!! RE: [Flesh_rpg] Fw: Jokes text

 Date: Tue, 20 Jun 2000 15:09:31 -0400

Heheh. Yes, I was indeed joking around. :)

Kicking someone off a mailing list is like snatching a book someone is reading away and placing it 2 feet away from them, then saying "Hah! Take that! You cannot longer read that book! Unless you..uh, reach over there... and pick it up. Or something. Hah!"

:)

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

 Reply-To: flesh_rpg@edenstudios.net

 To: <flesh_rpg@edenstudios.net> Save Address

 Subject: Re: [Flesh_rpg] Solo AFMBE?

 Date: Tue, 20 Jun 2000 15:56:09 -0400

 (SNIP o' the Dead)

> > Yeah, I've been thinking about it a bit over the weekend, and I think I can

> make a couple wrinkles to the CYOA formula that will give it more of a role

> playing feel.

I remember some of those books similar to CYOA where you needed dice. Not only were you given paths to follow based on choice, but also (using the honor system) you had paths to follow depending on whether or not you passed a success test, or whether or not you won the fight with the monster.

Big Vinni-

bigvinni@home.com
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