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Dear Serpentine
Why Did Jesus cut his hair? What does it mean?! Is it the end Dear Sir and/or Madam, 
of the world as we know it?!?!?! Help me!!!!

I want your hard cock inside of me so badly.
"loyal follower

Sincerely yours,
----------------------------------------------------------------------------- Your loyal computer.

Dear loyal follower, -----------------------------------------------------------------------------

Relax, the world isn’t ending in the forseeable 0 _ 0 .  Uhh, where do we even start with this one?
ftiture, though I do agree that you need some help. We’re
not sure who this Jesus fellow you mention is. We have a ===============================================
Miguel here, but no Jesus. Perhaps you’re thinking of some
other awesome magazine? Dear Seprentine,

=============================================== I was reading your last issue with the cover made of
doodles, and I loved it. About halfway through, I realized 
something. Call it having an epiphany, if you will. Anyway, 
what I realized was that I’m never gonna give you up, never 
gonna let you down. Never gonna run around and desert you. 
Never gonna make you cry, never gonna say goodbye. Never 
gonna tell a lie, and hurt you.

Love,
I’ll cut you off right there. Fool us once, shame on Rick Astley 

you. Fool us fifteen times goddamnit, we need to stop
reading every damn email we get. Unless it’s that confir- -----------------------------------------------------------------------------
mation we’ve been waiting on from the Nigerian Prince.
He still needs to tell us how we can inherit our 500 million
naira... ftiuuuuuuuuuuuuuuuuuuuuuuuuuuuuuuuuu-.

Attn:Dear Beneficiary,

URGENT PAYMENT/CREDITING OF 
US$800,000.00 TO Y OU-

Well that’s just lazy. We won’t even bother respond
ing to that. Oh wait....shit. Oh well, screw you. Send us 
an actual email next time. Do you hear me, (Unknown 
Sender)? STOP BEING LAZY!

Dear Serpentine,

How much would could a wood chuck chuck 
if a wood chuck could OH MY GOD MY ASS IS ON 
FIRE!!!!!11111

Well, let’s see. An average woodchuck, or groimd- 
hog as they are commonly known (Marmota monax), 
weighs about 6.6 to 13.2 pounds. So taking into account 
muscle strength and the type of wood, a wood chuck could



Dear Serpentine
chuck OH SHIT, YOU’RE ON FIRE! HOLD ON, I’LL 
CALL THE FIRE DEPARTMENT. STOP, DROP, ROLL! 
STOP, DROP, ROLL!

01000100011001010110000101110010001000000101001
10110010101110010011100000110010101101110011101
0001101001011011100110010100101100000011010000
1010010101000110100001100101001000000111010001
1010010110110101100101001000000110011001101111
0111001000100000011100100110111101100010011011
1101110100011100110010000001101000011000010111
0011001000000110001101101111011011010110010100
1011100010000001011001011011110111010100100000
0111011101101001011011000110110000100000011000
0101101100011011000010000001100010011001010010
0000011011110111010101110010001000000111001101
1011000110000101110110011001010111001100101110
0000110100001010

010001000110010101100001011100100010000001000 
011011011110110110101110000011101010111010001 
100101011100100010110000001101000010100100100 
1001001110110110100100000011100110110111101110 
010011100100111100100101100001000000100100100 
100000011001000110111101101110001001110111010 
0001000000111001101110000011001010110000101101 
0110010000001100010011010010110111001100001011 
1001001111001001011100010000001000011011011110 
1110101011011000110010000100000011110010110111 
101110101001000000111010001110010011000010110 
1110011100110110110001100001011101000110010100 
1000000111010001101000011000010111010000100000 
0111010001101111001000000100000101010011010000 
1101001001010010010011111100001101000010100100 
1100011011110111011001100101001011000000110100 
0010100101001101100101011100100111000001100101 
0110111001110100011010010110111001100101

(This is actual binary. Have fun!)

Dear Serpentine,

I was waiting in 2N a few weeks ago for my class to

start. I was reading your magazine, the one with the black 
and white cover, and wanted to ask a few questions. First off, 
you do reahze that apples don’t bloom flowers like that, right?
I mean...come on, it was a httle ridiculous. Second off, you 
have a story about a child molester. There was nothing in this 
story about him getting in trouble,, or the girl reporting him 
or anything, what is up with that? I understand that art can 
push limits, but there aren’t any real lessons, at all. Third, your 
centerfold sucks. I’ve used that program before, and it takes 
five seconds to do something like that. I say you get your asses 
in gear, find some REAL literature, and stop sitting around all 
day playing that stupid werewolf game that isn’t as dramatic 
as people think it is.

Dear Reader,

Thank you so much for giving us actual feedback. 
We were about to give up hope. We will try our best to 
answer you concerns.

Yes, we realize apples don’t bloom like that. Our 
layout editor who did that. Ilia, is a bit stupid. But we 
thought it looked kind of nice so we let it go. We’re sorry if 
you are an apple and were offended by that picture.

Now, as far as child molesters, you’re right. But we 
have no control over that. If you have a problem with it, 
feel free to take it up with the author. She’s often in our 
office. We also have bladed staff weapons and dramatic 
music if you want to fight to the death, Star Trek style.

The centerfold, again, was Ilia. You can stab him 
once you’ve finished with the other author you’ve been 
fighting to the death with. He’s a pansy and won’t put up 
much of a fight.

However, we take offense to your last point. If you 
think you can do better, or give us something better to put 
into our magazine, then please, sumbit it to us. Here, just 
so you don’t lose it:

magazine.serpentine@gmail.com 
1C Room 226

Sincerely,
Serpentine

mailto:magazine.serpentine@gmail.com
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A W a lk  In T h e  G a r d e n  by L i l i t h  O ya



ni l ciuje:=umeiy aujesom© in terv ieu j o f dUjesomeness ujiti i t i i ^  aina. ^ i n g i y  i a u j e s o r n e .

Rridmanagucni is one o f  lu e  m ost intere^cing tilingsji-oull e v e r  listen to: 
"Loud, f a s t  music made ujith a hacked hJtS from They've appeared
at th e  Penny Arcade Expo (PflX). opened  for  Ra Ra Riot, and in th e  S c o t t  
Pi‘gri»v.- The Game so u n d tra ck ;'n  fa c t ,  th ey  'urote it. You'd be ha-'d pre^^red 
to  find a more in teresting  fun a c t  to  s^ e  if given i_iie ^nancc. nnoreuj 
Oppenheimer s a t  doujn ujith guitarist/G am e Boy-is'c Rry UJarnaar o ver  th e  
in ternet to  ansujer som e q u est io n s  about th is amazing chiptune-punk band.
Serpentine: UJhat is the writing p r o c e ss  like for a chiptune 
band compared to any other, do you write your indiuidual 
parts separately  and program them  in or do you record  
using a midi-based input?

flry UJarnaar: Pete does the majority of the writing. The 
p r o c e ss  usually g o es  something like this: com e up with 
a part on guitar and bring it into Nerdtracker 2 or Fami- 
tracker (composing softw are for the NES) and "orches
trate ' the idea on the either 5 or 8 channels auailable on 
the NES. The way the softw are functions is similar to 
the way a player’piano works, but on the NES. You type  
in euery note and define euery sound. It's a uery limited 
sound chip,, but th a t's  what driues you to work hard on 
making your sounds as  original a s  possible. Coding within 
such str ict  audio limitations really m akes  you work on 
euery elem ent of the song. Once the NES track if fairly 
com p le te ,  we all write our'instrument parts around it. find 
u o ila / i  OU MflDE AN flNflMflNflGUCHI SONG!

Serpentine: UJhat kind of musical backgrounds do you 
haue?

UJarnaar: Music h a s  always been a central part of our 
liues. IJJe were all in bands in high school in a pretty  wide 
uariety of genres (punk, hardcore, ambient, dance rock...  
etc.,I Luke was in more bands in high school than m o s t  
musicians ar& in a whole life span. I personally grew up 
-on a pretty wide mi:-: of s tu f f .  My parents are both c la s 
sical musicians, so  that was a big part of my musical 
upbringing. I s tarted  playing guitar early on, and would 
play Niruana in my spare time, but I also studied c la ss i
cal and jazz guitar for many years .  I also got into e lec 
tronic music fairly early on (computer m usic, a s  well as  
like circuit bending s tu f f . )  fifter that, I m et  the Pete and 
Jam es at NYU studying music technology (which couered  
euerything from  formal music theory and composition to  
building audio circuits and studio recording.) Suffice to  
say , between the four of us, we haue a pretty  u ast  m usi
cal background.

Serpentine: Can you tell us what it was like trying to get  
recognized initially?

UJarnaar: Llm, I don't think there euer was much of a con 
sc ious  a ttem p t to ge t  'initially recognized.' UJhen Pete f irst  
s ta r ted  writing chip music under the name flnamanaguchi, 
he kinda just casually put the d em os up online, and they  
immediately got a lot of a t ten t io n . After the positiue f e e d 
back, he got together  a whole proper band to keep it going.
I g u e s s  euerything we do can som ehow be tied to getting  
recognition, but there has neuer been a 'yo guys , we gotta  
do euerything we can to g e t  this out there  and b eco m e  
fam ous attitude behind anything_we do. UJe just make jam s  
we like, so  we can haue fun and party hard with our bros 
(no m atter  how many bros that may be.)

Serpentine: The energy the band has liue is carried ouer  
reasonably well in the album recordings, desp ite  the appar
ent lack of recorded instrum ents in the albums. Do you feel  
it 's  more of a challenge to replicate the liue feeling than  
bands with uocalists  would?

UJarnaar: I'm not sure what recordings you heard, b eca u se  
our liue se tu p  is the e:-:act sa m e  as  pur recording setup!
Liue instrum ents + NES! UJe work closely with o.ur friends  
Gabe Liberti and Nate Ritholz wheneuer iue record s t u f f .
They know what we sound like liue, and tend to carry it ouer 
well to recordings. - .

Serpentine: Video g a m e s  haue obuiously had a major influ- - 
en ce  on the band, what g a m e s  and bands do you feel had 
the b iggest impact in shaping the band's sound?

UJarnaar: Eueryone in the band will haue a pretty  different  
answer to this question. The reason  I got into chip music  
in the first place was mainly an attraction  to the sound  
a e s t h e t i c . I got so  bored with super comple:-:, ouer-pro-  
duced digital sounds in current electronic m usic . Hearing 
som ething a s  raw as  8bit sounds in a uery musical co n te x t ,  
was./is  a uery new thing to m e. It's the re-conte:-:tualizing 
of th o se  chip sounds that really inspires and influences m e.  
The actual co n so les  and hardware play a much bigger role 
in shaping the bands sound then uideo g a m e s .  The sound  
of the Nintendo 2A03 sound chip is what inspires m e. I 
loue the con cep t  of som ething as  out-dated , simple, and 
banal as  a Game Boy or an NEb becoming totally aw esom e

and essentia lly  the lead singer of the band. Dancing to 
s o m e o n e  pressing buttons on a MacBook js . . .  e:-;pected 
and kind of boring. Seeinc|_people m osh and crowd surf to 
sounds created  by an Ntb is what I in into. - '

Serpentine: You haue been alternating betw een  niche 
show s like PAH East and opening for relatiuely m ainstream  
bands in Brooklyn, how has  the  transition been betw een  
alternating locations and audiences?

UJarnaar: Yeah, we don t quite fully fit in anywhere haha 
In all fa irn ess ,  we don't really care to e i th e r  It 's aw e
s o m e  being able to play a huge uideo gam e conuention like 
PAI-I, a co n cer t  with & bit a r t is ts  from'all ouer, and open 
for a big indie bandJike Ra Ra Riot in the sa m e  month. I.Ue 
loue all th o se  worlds pretty  equally and don t lind them  
to be niutually e;-;clusiue. I'ue g o tten  used to being made  
fun of for being a nerd on Brooklyn Vegan one day. and 
a 'hipster"^ on Kotaku the ne:-:t. I hate both term s equailq, 
but I take it as  a compliment that I get called both. I 
g u e s s  :) I haue no problem not being* a p er fec t  lit any
where.

Serpentine: An auid fan b efore  your show at Death by 
Aucii. informed m e that m o s t  of your m usic is auailable 
freely  using the Creatiue Commons l icense . Howeuer,
Dawn Metropolis is also auailable for sa le  at the  liue show s  
in CD and uinyl form at. Do you find it difficult to  make  
m oney doing som eth ing  you enjoy with th e s e  circum 
s t a n c e s ?

UJarnaar: lUell, I.IJ e h 0 n e s  11 y d on t really h a 'j  e any t h i n cj t  o 
c 0 mp are tJi e s  e ' c i r c u m s t a n c e s ' u.i 11 hiI' 1,1,1 e ' r e_ t  o ixy o u n q t  o 
be like rem em ber when people bought our IDs instead  
of just downloading our music'^' J UJe'qreMi up downloading 
music online, and while there may be a dark side to that., 
th ere 's  also a positiue one. I fee l’ like we get  a lot more  
r e sp e c t  and support from people that like our music,  
b eca u se  we qiue it away for free .  People com e out t o  
sh o w s ,  buy CDs. buy T-'Shirts,... they re uery supportiue.
(1 know i  ni like that’ with bajids that qiue their m u s ic  away 
for free!) Plus, 1000 people downloading a son cfof  ours ^' 
for free  is worth a lot more than 100 people paying f o r  it 
in my opinion . _ '

Serpentine: You recently  wrote the  soundtrack to S co tt  
Pilgrim: The Game, which I beiieue to be one of the  b e s t  
soundtracks  I'ue heard for a uideo gam e in recen t  y ea rs .  
UJhat was the  p r o c e s s  like to write paring your m usic with 
another medium, and would you consider doing som ething  
like this again?

UJarnaar: First o ff  : THANKKSSSS!!!!!' It felt uerq natural

to i.urite for the g a m e . The th e m e s  and topics around 
S cott  Pilgrim luhere e:-:treniely ea sy  to relate to. m term s  
of writing original Rnamanaguchi stuff-. Besides tl'iat, uie 
also enjoy and haue e:-iperience working- i.uith other p eo 
ple s  ideas. I know we d all loue to do som ething similar in 
the future.; ,  I,really i,uant to sco re  a skate' uideo, haha.

Serpentine: The question I'm sure  you g e t  o ften :  how did 
you co m e up with the band's nam e?

UJarnaar: It cam e fron'i our three fauoritH ctothina brancli. 
UJhen. we were all si;-: years  old, we. took a trip lo g e ih e r  to 
Milano and shopped in soiTie ot the m o s t  e:-;ciuisi" e i’ashion 
s to r e s  in the UMiirld.'UJe irninediateiy ch ose  our i auorite. 
designers..; Pete loued Prada, I ihei' o b s e s s e d  wftl-i Hnriani, 
Jam es luas u.iay into Ijucci.. anri Lul-e also really L"ei| 
Rrrnani. U.le decided to rianie oui ijancl atter.oijr i aL",.in it' 
designers .  Since Luke and I BOTH liked Hrniani.,, wh ueciaed  
to put it 1 irst; Hrrriaiii-Prada-ijijcci, H yeai' a lter  i.huUQh. 
on Jam es seuei'itj’i riii“thdau_ luheji me alt hit puberty inh 
decided we Itated tashion. bo nte change;! oiir nai'ne i.o a 
siiTiilai' sounding one unthi a ditterem. spettirici: flnarriariaqu-

Serpentine: You played a lot o f  new material at the recen t  
sh ow s,  how soon  can fa n s  e x p e c t  the  next album? How do 
you feel about the new material?

UJarnaar: In the past , . i t  used to take us foreuer , ui; 
iifi.iiic out, UJhen lue I'eaiized u.ie could i'ecord lii-:e ,:.u 
track's ot music lue're ;iroud ot1n about in o n tb s . u.fe 
decided to keep tlie ba I roinrn:! ani.i uiriie inore slU; •.
Tl'iat s when we s ta r te d  1i"'e Iree zuinirt* '̂ _ i i ri£. '[i-i “|-j
was basically a per-sonal cballHri.ie i' > " -m i n 
rial twice a month, l i j e ; i  iiun m i :• n
corded, uininished I ' r i a t e i ' : na  ■ i _ >  ̂ ■
re lea se .  In term s  ot a rietn dlbuin n h ib 'in,, n> i
stepping oui' gam e ujj. We \ e i.ioitiia u n -inLi uush lh.ii 
limits in term s of sty le  and ''dneiii Ih "-i iii • ? i .
euerything we can possibly do bah a I HIh i ,i 
'abandon the WEb or ai'iuthiin! uii d * < i -i’
different soundini:; - - u m f  ..c - ■ :

Serpentine: Your m usic  is in heauy demand for u ser -g en -  
era tea  g a m e s  a s  well, with s o m e  of the  m o s t  insane s t u f f  
auailable on Audiosurf and Rhythm Zone. Haue you euer  
considered your m usic in som ething like Rock Band?

UJarnaar: Hie actually jus' iiniMur. 
out one of our newer 1racl = iHtibi 
I'm probably gonna suet at il iiirni 
Band guitar'. I rule at uocals tlinuiji 
square waue parts,, haha,-
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Bv Sarah Greis
In that sense, thetj. do you feel that female characters 
would be more limited? Or would the gender inequality 
onlv make for stronger cliaracters?

Those of us that are used to. and love tabletop roleplay- 
ing know that the only things > ou reall\' need are a set of 
dice and an expansive imagination. 'Fortune's FooF. the 
new game by Pantheon Press (http://w'w\\ .pantheonpress. 
com/) replaces the usual dice w ith something much more 
interesting: a deck of Tarot cards.

I had the pleasure of speaking with Rob Trimarco. one 
of the creators of Fortune's Fool. He answered a few ques
tions about this groundbreaking game.

W hat made you decide to use Tarot cards o\ er dice?

Fortune's Fool is very much tied to the concept of fate and 
fortune. The tarot deck itself besides being a great random
izer and nift}' mechanic it is used as a di\ ination device 
in some circles. The art. ideas, and concepts contained in 
the tarot w ork very well and underscore the theme of the

What made you decide to create your own game?

Well I have been playing these types of games for over 25 
years. I love them. When I met my partners Jason Keeley 
and Jay Stratton and they had the same love for the hobby 
we saw it as an opportunity to actually start to create a 
game for the hobby we loved so much.

Would you say that DMs have more or less control in 
'Fortune's Fool'?

I would say Fortune’s Fool is much easier to prepare for 
than many other games out there so the GM has more con
trol to improvise and come up with an adventure on the fly.

Would you ever consider making a science fiction cam
paign, or is ‘Fortune's FooF strictly

I think Fortune's Fool fits best in a campaign where magic 
and fantasy themes are strong. The game concept was orig
inally set in a modern day setting with magic where angeFs 
and demons were prevalent. We settled onlhe fantasy 
renaissance because we love the era and thought it would 
fe«l more authentic when people play in it.

HXHCONI

The game does take place in an era where there is much 
inequality. Gender inequality, racial, and even religious 
inequality. We do not limit the roles a female character 
can play since it is a fantastical version of history but if a 
group wants to explore those themes w ith the game they 
are certainly free to.

The character creation process is really extensive. What 
would you sa\ players that aren't as imaginative would 
be able to create a character that could survive in a w orld 
based on chance? I

I think the Fortune's Fool character creation process actu- 
alh' helps people think about and create their character's 
background and aids their imagination. Because each step 
is defined from gender, to religion, to age to size, to social 
class, etc. it actually forms the skeleton of a character his- 
tor\ . Once those pieces are in place its \ er\' easy to come 
up with other things to flesh out the character and till in the 
small gaps that are left before the game starts.

Speaking from personal experience, the most fun Fve ever 
had roleplaying is when Fm playing Fortune's Fool. What 
game is the fa\ orite amongst the Pantheon press crew, and 
do you feel it had any influence on the game's creation?

I think we all love the genre of fantasy and all the swords, 
sorcery, and heroism that go with it. We also are big 
fans of guns and fencing w hich w e have put in both of 
the product lines w e have created. As far as what other 
game influenced it I think a myriad of games have. D&D, 
Champions. Deadlands. and Burning Wheel just to name 
a few'. I think all of our gaming experience helped us w rite 
Fortune's Fool.

Could you tell us a bit about the fencing part of the game?

Yes! In the game are many martial skills. Among them are 
the fencing maneu\ ers your character can use iflhey have 
the training. It takes into account many types of fencing 
combat fonns like using a parrying dagger, the Florentine 
style which uses two sw'ords. and incorporating quick ma
neuvers and skillful strikes into your character's fencing 
ability. Adds a great feel to the game. A great heroic flare.

10
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A WASHAMMER^40,000 MOVIE
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Nah, Fm one of the producers on Wirhammei; My col
league Bob 1 hompson is ihe other producer.
So now for anyone who doesrit know, could you tell us a little bit 
about Warhammer?
1 his is a movie about \Xarhammer 40k. Its one of the most success
ful IPs that a British company called Games Workshop'owns. Its an 
amazing!}^ detailed and vast history of the world of 4i)k. Fantastic 
novels and artwork. And this is the first movie of the 4 0 k  universe.

A i  w ty  U S J  JAJM4C ittaVJCS 4.AJUS yjue?

We very much want to do more movies. Weve raised the money 
to make this movie. Codex Pictures is an independent British film 
company. Weve also raised the money to make a limited edition 
box set which were selling directly to the fans on through our 
websile, \vww.ullram.arinesihemovie.com. So its very important 
th;ii its a commercial success. Games Workshop have seen the movie 
and criiic-’lly have said its fantastic and far exceeds their expecta
tions, which is all we can ask for. But, you know, at the end of the 
day its also a business and hopefully loads of fans are going to buy 
it whether they're Ukramarine players or they've got another army. 
hiiiyhe  movie number iw o  wlH be their army or their chapter. We 
hope to get there in the end. There is a lot to get through. '

^  J . : ____-t:   . . # . . 1:,. - - _ i . - ̂ a Vi.4*V VA fcMV .MsJA ‘+11

want to be. it needs to be successful and hopefully well get to your 
army in the end.

■ %‘0'f̂ rr jTaff: / !
|>rev 41 9/

Dan Abnett w'as working with us initially on the project 
and then we suggested he might like to have a go at writing the 
script and hes written a fantastic script. Its been a real pleasure to 
work with Dan. Hes a fantastic professional. He absolutely knows 
everything about the 4 0 k  universe, so it was a great w'orking 
experience and 1 know hell be the first to say how excited he is to 
see what weve done with his script.

Yeah, you have to be. Piracy is a problem for any business. 
Its a problem for any moviemaker, it will happen. 1 very much hope 
the fans will be people who wont want that. They'll want the very 
best quality Were producing a high end picture. The box D \ D 
set is fantastic quality still book, hard book graphic novel, and have 
viewers view something like this as something that people should 
be proud to have alongside their army.

vv w U4yy.
um

I think for the fans all 1 would say is w e tried to put ev
erything that 40 k  represents up on the movie screen, k may not be 
a character it may not be an event from history that you rright be 
expecting, but hopefully it captures the very essence of what -tOk 
is about. And for people who dorit know anything about games  ̂
w'orkshop or 40k, its really w orth exploring. The more ti: le you 
invest in it, the more time there is to find out more interesting stuff.

■ .We!!. Ultramarines really were the army to start with from 
the point of view of bringing the 4 0 k  universe to perhaps a more 
general public. You know, even the name tells you sort of w'hat it 
might be about. So, you know, there are some fantastic other armies 
and chapters we could have done that have got a lot more detailed 
history and people would argue are far more interesting in their 
own way But as a starting point, Ultramarines, they're the first army 
games workshop would get people to play and build and play with, 
so its a good starting point for it. People just have to accept that the 
movies been a long time coming, and if youre a 40 k  player 1 hope 
you’re really going to support this movie, even if you're not an 
Ukramarines player, because as 1 say for there to  be more which we

Ei.My

Haha. 1 would class myself at this point as an honorary 
Warhammer fan. M y son has played a little. Its not something I've 
personally done but you carit help but get sucked into this world 
and appreciate the depth and the fantastic narratives that are there. 
So its been a real pleasure to w ork around 4 0 k  and its exciting 
chapters and armies so maybe I'll have the time after the movie is 
finally out there to do something properly.
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W!iile New Yoi k C oniic Con was incredibly crowded 
this weekend, there was an advantage to coming early 
enough to beat the crowd. In the tar back corner, 
lumped into the “Cultyard,”w as the Iwil Ink Comics 
booth. It seems odd ti)r any other comic booth to be so 
secluded, but Iwil Ink draws a very different, tenacious 
sort ol audience. Signings for writers iind artists associ
ated with this company stretch back live convention 
blocks (roughly two cross-town blocks anywhere else). 
Being able to visit F.vil Ink without the throngs ot rabid 
Ians also allowed time for conversation with Chondra 
Hchert, co-author of the bizarre humor series Kill 
Audio.

Chondra stands out at NYCC not\)nly because she is a 
female creator in a predominantly male industry, but 
also for her wit. llie  conversation started on the subject 
of satirical twdtter feeds, and why Jesus M Christ is 
more interesting than Drunk Hulk. This shifted into 

^discussion of the current hot series, Kill Audio. Kill 
Audio takes place in the lantastic^ilace of Sight and 
Sound, “a fictional bizarre universe where creativity is 
an illegal substance.” K. A. is the DEA of music, though 
he doesn’t fully realize it. Tlie first volume -  now  ̂col

lected  in a hardcover trade -  earned critical acclaim 
^and brings a unique brand of bizarre humor in both 
Chondra and Claudio Sanchezs writing as well as Mr. 
Sheldons art style. Echert informed me that Kill Audio 
IS soon to get his o\m weekly comic strip, “Rad 
Weekend.”

“W hen the zombie appcalypse strikes, things break 
dowm into houses: there’s \"ivnkees and Mets. Tliere’s 
various political figures, and this guy come in and 
wants to shake things up.” It’s essentially real lite ... 
with zombies.

Chondra -  as a relative newcomer to the comic 
industry -  has also been subject to more attention than 
the average fresh tace. Kill Audio’s 
co-author/Chondra’s husband, Claudio Sanchez, has 
brought a large following from his band (Coheed and 
Cambria) to the w^hole company, including Kill Audio. 
However, it w'ould be remiss to attribute the success 
solely on Sanchez’s fame. “Coheed and Evil Ink have 
the best tans, but we’re really working on the books as 
books. As writers and creators we make sure the books 
stand on their own. Yesterday ŵ e had the biggest 
signing of any Comic Con ŵ eVe ever done. Ŵ e just 
want to make good books. We don’t w^ant to make 
books to turn into movies, we just want to make 
books.”

The conversation shifted to early influences. “W hen I 
ŵ as little I read Archie and Veronica, and as I grew  ̂up 
and got to high school I fell in love with literature.” She 
cites Jane Austen, Bill Willingham, and Janet Fitch 
among others as past and present sources of enjoy
ment. “It’s really difficuh to be a wTiter if you’re not a 
reader. Consume other people’s art and find your own 
voice out there.”

Also mentioned was an upcoming project “Subway 
Sei ics \̂ hich involves zombies, local politics, and 
bascbill

Interview^ by Andrew Oppenheim er
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Kill Audio Crew: Co-Author Chondra Echert and Artist Sheldon Vella 
Photo by Stefanie Candelario
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Special Offers and Product Promotions
•  Y<xr Student Activity Fee entites you to all student publications for FREE. See ttie  registrar and Office of Student Life for details.

Fi equentiy So ught Together
Custom ers buy th is  issue w ith  Serpentine: R etrospective MAGAZINE by Serpentine.

S e t  a  p r o D i e r

Price For Both; FREE 

^  Atkl borit to Cart Add both to Wish List

One of t ’-ese iterr^s s^^ps so o re r t^a ^  tne ct^er. 

iterrs'J Let us know-

Custom ers Who Bought This Item  Also Bought

Third Rail W inter 2010 O peration Three 
by Third Rail Legged Dolphin Issue

Two by 03LD  —  
*vc 'J) (1)
Free Free

Serpentine 
Retrospective 
by Serpentine 

[3)
Free

i*
Banner #7 

by The Banner

Free
(19)

Caesura
Spnng:Sum m er:09 
by Caesura
v:r-v :iO)
Free

CUNY CSI 
Tuition by 
CUNY

(15)
52,528.62

i d
I___

See Me M 
One Shot 
See Me Ms

Free

f oduct Details 
Magazine
Original Release Date: 2010 
Number of Pages; 48 
Format: Love in paper form at

Not* on Magazines: They can be found in 1C, IP, 1L, 2N, 2S, 1R, and 1A.

Label: Student Publications of Awesorne

ASIN: Racist against Asians? Cws* you Amazon!
In-Print Editions: Paper issue?
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Harry's Profile

Harry Potter I can't believe Dumbledore's gone... Snape is going to pay., 

 ̂ 12 lOu-s ago v'̂ a -aceooo-- %rRemembrail Comment LsRe

Bi'i Albus Dumbiedore likes this.

Harry P o t te r  DUMBLEDORE?? How are you on Facebook right now? 

12 'loufs 3C0 ' Like

^  A lb u s  D u m b ie d o r e  I'm fucking Dumbiedore, that's how. ;-) 

1: i- Lske

:a

H e r m io n e  G r a n g e r  I'm sure your revenge involves Ron and I? *sigh= 
■ '^c.,rs cGo ' Like

N e v i l le  L o n g b o t t o m  Wait... SNAPE KILLED DUMBLEDORE??!
?  ̂  ̂ - Like

Jesus Christ, Neville...
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