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Harlequin Games in association with Midnight Games presents,

The most popular Legends module ever is
back! After 6 years in the module-
wilderness, the North Island Campaign has
been completely updated, the result of
hundreds of emails and dozens of hours
discussion between the six firms who run
Legends and their players.

e This module has a separate plane
designed to allow new players to mess
about without getting squished by the
experts for the first sixth months.

* We're also releasing a new ‘How-Not-To-
Drop-Legends-On-Your-First-Turn’
Guide. Which does what it says on the
tin.

« It still has loads of other stuff, too, but we
decided not to list that in this advert. If
you want to know more about the stuff of
Legends, get in touch!

e Check out the LPE software on our
website - a powerful database manager,
map maker and turn creator for your PC.

“I would not hesitate to influence anyone to
play this game due to its versitility and to
those behind the scenes, Sam et al. Keep
up the great work guys” - Scott Whyte

“Hi, Harlequin. | have to say that my GM
was always here to help me as | am a french
player, and when | was misunderstood, |
could stand on Sam to flat the problem down
(not sure it translates well, but now again
Sam will resolve this ;))” - Laurent Perlin

“Maybe Legends has a hollow centre full of
highly-compressed matter particles” - Steve
Tierney (Last Flagship)

- ARLEQUIN
GAMES

Office B, 340 North Road, Cardiff CF14 3BP
(029 2062 5665) 10-6.30 weekdays (029 2062 5532) 24 hour fax-line

pbm@harlequingames.com website: www.harlequingames.com (with secure credit card facility)



Report
from
the Bridge

Hopes for Summer ...

APOLOGIES if wereafew days later than usual
getting this to you: on the day we'd usualy be
stuffing copies, we'll becel ebrating our sonMichedl's
wedding to beautiful Louise. Thisshouldn't much
delay themailing.

It's good to be able to praise the British post
office: three cheers for the booklets of peel-off
sticky stamps which they've recently produced.

There's a good chance that Paul Green's
Highstreet Online will organise the next PBM
convention, possibly in the spring of 2002. There
should be aquestionnaire about it in thisissue, to
return to him. Do return it, please. Even if you're
not in the least interested in attending a PBM
convention, Paul needstoknow, whileif youareit'll
helpif hecanarrangethingstosuit everyone, asfar
as possible.

You'll see a few changes in this issue:
improvements, we hope. There's an experimental
gamefor readers, and achangewhichwehopewill
makeGalacticView easier for youtoconsult. We're
alsointroducing write-upsof conventions, mainly
asaway of showing what asociable hobby wecan
be: of course, continuing this new feature will
depend on receiving enough material, so well be
happy to hear from you when you've been to one.
Meanwhile, too, alot of work istaking placeonour
website, though this may not be finished by the
timeyouread about it here. Oh, andwehopetohave
acredit card servicerestored before much longer.
Do send us your opinions about al of this.

Andwhat about thearticles? A goodrange, this
issue, | think. For once, many of thereviewscover
games set in the present day (though, let'sfaceit,
maybe not the present day exactly asweknow it).
However, we'veanancientsgame, atribal gameand
an sf one, too. There's an overview of wrestling
games, which do sound lively to play. There'salso
plenty of discussion, advice from alegal adviser,
more from Beelzebob, an interview, more from
SteveTierney, acontinuingdiscussionabout NPCs
and some book reviewing.

| expect you've noticed that PBMers rarely
agreewith each other inthe pages of Flagship, and
agoodthingtoo! Butit'smaybeworth pointing out
that wewel comedi scussiononanythingtodowith
PBM, without necessarily agreeingwitheverything
that is said.

Hope you find this issue fun!

[Deadline for next issue: July 1st]
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SCIENCE
FICTION
GAMES

We're starting agame diary
for Star Fleet Warlord this
issue, SO now seems an
opportune moment to announce that Pagoda
Games next regular gameof Star Fleet Warlord
is due to start towards the end of May. Pagoda
anticipate a number of new American players
joining thisgame, asthe US moderatorsfor Star
Fleet Warlord are taking a 6-8 week break. GM
Keith Burnham says 'we should see some very
interesting tacticsin this game, asthe American
players appear to have a very different way of
approaching thingsinthisgame.'

Their second UK vsUSteamgame (twosides
of six players) is starting to draw to an end, but
with the outcome still too close to call. A third
gameisstarting to fill up already, and should be
starting later thissummer. And anew gameusing
theDieHardvariant, which offersamuchgreater
challengeandisfor moreexperienced players, is
expected to start at the end of June.

Several new featureshave been added across
theboardfor Star Fleet Warlord, including anew
range of advanced ships, while the new Omega
scenario playtest is progressing well. Pagoda
expect to release more details of this variant
around September, with new gamesstarting at the
end of the year.

And they remind you that the five turn
sample game is available free to anyone with a
copy of the rules, which cost £5.

WORLD GAMES

David Hoare, GM of Eternam
Games, reports that his Aqua
Eternam: The Rising Tide is
now recruitingplayersfor several
new tribal positions.
Unfortunately the website is
temporarily out of order, so
anybody interested is asked to contact the GM
directly at Dhoare@aol.com

o
<)

Hot news this issue is that
“ Undying King Games are
"&. / preparing to launch a new

N roleplaying and power game,
Conclave. GM Mo Holkar describes this as 'a
sort of successor to | nferno and Mammon Inc,
apower role-playing gamefor about 60 players.
It's about magic and politics in a high-fantasy
world rushing towards apocalypse, and will last
for two years.'

As with Inferno and Mammon, therelll be
plenty of scope in Conclave for diplomacy and
interaction, and theusual opportunitiesto saveor
destroy the world. If you found our coverage of
the earlier gamesinteresting, now'syour chance
to plunge into a similarly complex roleplaying
experience.

Conclave is due to start on July 1st, and
places are limited, so contact UKG as soon as
possible if you're interested. The monthly turns
will cost £4.50 each. More details from
info@ukg.co.uk, and the website http://
www.ukg.co.uk

Undying King's Mammon Inc has now
finished (with the future of humanity just about
assured), ashastheir UNEXPL AINED (theworld,
you will be pleased to know, has been saved,
athough, sadly, severa brave agentsdied inthe
process). Undying King heldameetin Oxford|ast

k)

ROLEPLAYING GAMES

month to wrap them up.

Interestingly, Undying King have worked
out that UNEXPLAINED, which ran for over
five years, managed to accumulate seven GMs,
getting on for 2500 sets of orders, around 110
different player characters, and well over two
million words of origina text written. Wow!
They report that 'two characters(KrisMacdowel |
and Grace Ndofir) have made it right the way
through from Game 1 to the end, and five others
(lain Blayne, Matt Culver, Maddy Hook, Adam
Twitchinand Greg Wentworth) managedtochalk
up five whole games (and most of a sixth for
Maddy, back in the days of the Flying Squad).
Butthemorerecentarrivals(includingonebrave
player who joined the campaigninthevery fina
set of games) have contributed just as ably as
those who've been able to develop and deepen
their characters over the years.' Our
congratulationsto all concerned.

Mammon Inc arrived at its successful
conclusion after a run of almost two years, the
worldbeing savedfrom'variousmenacesincluding
aiens, strangeviruses, megal omaniaccomputers
and a genocidal madman who wanted to kill
everyoneandrepopul atetheearthwithmachines.'

Whileit'srather sadto seethesegamesending,
each was deliberately designed to draw to a
gripping conclusion. And the consolation isthat

FIRMS

Severa of Spdlbinder's
games have now been
acquired by Barry
Wright, who'll be
running them as The
PBM Experience.
He'sstarting off with just two of them at first: the
wargame based in the London Underground,
L TWars, andthewargamewhereyouplay agod
competing with other gods, Heavens Above.
Toget going, Barry ismaking aspecial offer
for both games up until the end of July. The
rulebook andthefirst eight turnswill cost youjust
£5if youmention Flagship'snameonapplication.
This is a good offer for two neat games. Full
contact detailsfor Barry arein Galactic View.

Keith Burnham of Pagoda Games has been
working as a PBM moderator for the past five
years, tohighacclaim, but hehasdecided that it's
nolonger financially viablefor himto continueto
work full time in PBM. So he's currently re-
training for anew career, and will belooking for
afull timejob.

Fortunately, however, Keithisdeterminedto
keep Pagoda Games going, abeit as a part-time
operation in the evenings and at weekends. This
will mean some changes, of course, but he's
confident that it won't have a significant impact
on Pagoda's players. He says that there will
always be an answerphone on to take messages,
and since most contact is via email these days

anyway, there will be no real change there.
Processing will now takealittlelonger, and he'll
be aiming for a48-hour turnaround now instead
of theusual sameday schedulethat he'sbeenable
to maintain pretty much without fail for the past
fiveyears. Remindersfor lateordersareunlikely
to be sent out any more, and delaying agamefor
late orders will no longer be an option as it will
haveamuchgreaterimpact on Pagodasprocessing
schedule.

Keith is one of our most highly-respected
commercial GMs, whohasalwaysput hisplayers
first. These restrictions seem easy enough for
them to live with, and Keith is confident about
Pagoda's future: "The good news is that | fully
intended to continue moderating our present
range of games, and indeed we have new games
starting over the coming months.’

RossLombardi of L ombot Publishingisclosing
his fantasy roleplaying game Throne. "It wasn't
gettingmuch support,' heexplains, ‘and although
| really hatetosay itl dohavetoswallowmy pride
and admit there were design flaws. Having said
that, the Ideafor the game was good. | am quite
happy to sell the notes and structure to the
highest bidder (or someone that will offer the
equivalentinfreeturnsinoneof their games).' We
had two reviewersinthegame, who reported that
they found it difficult to work out how to keep
their characters alive: maybe in fresh hands, a
revamp would overcome this rather devastating
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¥ there'snowthechanceof applying
to play Conclave.

N RichardBurdhasbeenrunninghis
AD&D-styleroleplayinggamecaledTerran|||
asafreegamesince 1983. Not bad, eh?He'shad
some delays recently, caused by work
commitmentsand anasty doseof flu, but confirms
that he's now continuing to process turns as
quickly as his work allows. Richard calculates
that hehassome53 players, of which 36 arevery
active, so there's plenty for him to do.

It's good to hear of this sort of continuing
commitment in any PBM game, and especially
for afreegame. Long may Terran |11 continue!

Harlequin Gamesand their playersaresad to say
goodbyeto their Exile GM Jim Botten, who ran
the Exile area of Saturnalia for around three
yearsto nothing but praisefrom hisplayers. The
last turn Jimwrotewasarecord-breaking 28 page
epic, which soundslikeafarewell and ahalf, and
he will still be available for any questions that
arise.

He has sent us such a pleasant statement
about thisthat we'll quote him in full, asit does
justice to Jim himself, to his players and to the

game:
"It was with heavily mixed feelings that |

_ROLEPLAYING GAMES cont...

approached the ending of my tenure asthe Exile
GM. Not only did it mean withdrawing from the
creative excitements of being at the hub of a
fantasy role-play, but it al so meant thegiving-up
of alargenumber of what had becomevery close
personal (albeit postal) relationships. However,
impending changesin my own life-style- plusa
degreeof inspirational "burn-out" after morethan
two yearsof full-timewriting - urged me on; and
| am now very glad that | went through with the
transfer. Real-world events have shown that |
couldnot havebeengivingthegameanythinglike
full attention, whiletheblossoming of Exileunder
Marcus Taylor's dedicated and enthusiastic
direction has proved him the true heir of the
tradition started by Sam and then continued by
John Davisand myself. | feel proud and satisfied
to have helped lay some of the foundations on
which Marcus now builds, creating structures
that were beyond the reach of my own self-
containedimagination. And hereinsurely liesthe
strength of Exile and the Saturnalia genre, this
sequential enrichment of theplaying environment
by successive GMs and their interaction with a
band of dedicated andingeniousplayers. | will of
course be keeping in touch with developments
through my continuing friendshipswith Marcus
and thegood folksat Harlequin - who havebeen
so supportive, helpful and understanding

problem?

However, Ross
adds that Lombot's
Blood Sports of the
Damned isso popular
that they now have a
new member of staff to run this, who is calling
himself Minion. Training him to use the game
system has caused some delays to both Blood
Sports and Lombot's other game, Battle Dirge,
but all will return to normal service soon.

Andy and Cara Simmonds of Mindless Games
werehopingtoget hold of afootball manager game
by now, but this seems to have fallen through.
They are still very interested in running one,
though, so invite anyone who would like to
licence oneto get in touch with them.

State of Mind's Rob Harper is still pretty busy
withreal-worldconcernsat themoment. However,
hisChevian Chroniclesisupandrunningagain,
and anew game of Overlord is expected pretty
soon. Cheviacan't accept new playersbecauseit's
drawingtoitsconclusion, butit'sworthgettingin
touch with Rab if you wish to join Overlord, a
fantasy wargamethat'sreceived steady praisein
our Rumours from the Front.

Pleasenotethat John Dee'sJadeEnter priseshas
moved: the new postal address for Absolute
Power and AbsoluteHer oesisinGalacticView.

FIRMS cont...

There have been moves, too, for Nic Best of
Sevenstar Games Beyond Green Sun and
Michael Cruikshank who runs the En Garde!
variant TheSun King. Again, detailsarein GV.

And lan Brumby of Fenris Gamesis about
tomovehouse. Thiswon't affect FenrissPO Box,
but lanwarnsthat,'Any new enquiriesarewelcome
but we can't promise rapid response for the next
month or two'.

MindlessGamesareinthemiddleof aSerim Ral
re-writeonto PCtoenablefull email play, andare
holdingupthelaunchof their new SerimRal game
until it's ready. They hope to have both the re-
write and the new game, Serim Ral Dragon Isles
- (Return to Serim Ral 23), ready to start in a
couple of months.

Until thenthey'rebusy with additionsandre-
writes to the website and rulebooks, stuff like
help/info sheets and a Hall of Fame, a new
message board, etc.

LATE NEWS

Due to popular demand, Timewyrm are
returning to their roots and offering games of
Diplomacy~ Start-up is in the form of a £10
deposit, refundableif you do not drop thegame,
therafter there will be aturn fee of £1. Players
should have a copy of the board game rules, as
copyright reasons prevent Timewyrm from
issuing these.

throughout my tenure - and hope to be back one
day asaplayer. Inthe meantime, may thedeities
blessall who voyagein Exile!'

Congratulations to Jim on his PBM
achievement, andwewishhimall thebest for the
future.

And now let'swarmly welcome Exile's new
moderator, Marcus Taylor. Marcus has played
both Exile and Amaranth, and has run his own
hand-moderated game for many years - his
‘exclusive, vampire/cowboy crossover gameThe
SavageWest' (ooh, er!). MarcusisthefourthGM
torunHarlequin'sExileregion andthey'reproud
to have managed to keep the quality consistent
throughout al eight years of the game.

Gary Lewis has closed Gemini Games and
Silver Screen, inacleanfold after 31turns. The
main reason is that Gary didn't pick up enough
players after relaunching the game to make its
heavy workload worthwhile.

It'sashameto seetheend of thisgame, which
derived from the earlier Movie Mogul. It was
certainly unusual: partly requiring economics,
because you needed to work out the finances
necessary to rise in the world of movies, partly
requiring cresative skill because you composed
your own screen-plays, and partly requiring a
good knowledge of current trendsin the cinema.

Yes, it was a game for specidists, but a
splendid chance for film fanaticsto realise their
grandest dreams. Andwemust all beabletothink
of filmsthat should have beentried outinagame
first, before hitting unwary cinema-goers (I
nominate TheHollow Man, wherethegood guy's
nasty stomach wound is miraculously cured by
afew lengths of duct tape).

Gary is till running Temporal Refraction
Ent, which offersfreeinteractive fiction games
based on Star Trek, Slidersand other TV shows.

Antony Dunks sends the interesting news that
he's started a variation of his long-running
roleplaying game Xott, which he's calling Xott
Grande. It's designed to appeal to Xott's
experienced players, and makes it possible to
exploreplot linesnot previously availableinthe
other formats. Inthefirst game, playershavethe
chanceof solvingariddlethatisat theheart of the
Xott's contemporary history.

Asafaramount of gameknowledgeisrequired
by players, Xott Grande is being run in-house
with characters being drawn from Xott and X ott
Solo, though future games will be open to all
comers. Set for aminimum of 12 monthly turns,
Xott Grande, episode | - 'A Minute past
Mightnight' will, however, rununtil asolutionis
achieved. There is no start-up fee, with turns
being chargedat £2.50 each, or £25.00tocover the
wholegame.

We'll welcomeany Rumourscommentsfrom
playerswho areinvolvedinthisvariant and | ook
forward to announcing, in due course, further
gameswhich will be suitable for newcomers.
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MEETS

LONDON PUBMEET: Reviving after awinter
break! The first Friday of every month, from
6.30pm until closing time, upstairsat the Jubilee
pub, whichisjust roundthecorner fromWaterloo
Station. Contact Hunky Monkey Games on
01392-681086 for details. All PBM players
welcome.

GAMESGAMESGAMESDAYS: thesecond
Saturday of eachmonth, aday of gameshosted by
SFC Pressat The Barley Mow, Hor seferry Road,
London SW1 from 12.30 onwards. We' ve heard
that admission, previoudly £3,isnow free. Contact
SFC Press Old Dover Road, London SE3 8SJ;
email events@sfcp.co.uk

EXETER MEET: A summer meet in Exeter is
being planned by Timewyrmand Hunky Monkey
- your editor hopesto bethere, too. Contact these
firmsor Flagship if you' reinterested, so we can
get someideaof numbersbeforefixing adate. If
you're visiting the West Country this summer,
just get in touch.

CONVENTIONS

Feel freeto send usdetail sof any conventionsthat
you know about which PBMers are likely to
enjoy. If you attend any of these, we'd welcome
reports on how they go, too.
Sarbreenar Lives: 26th-27th May in Hinckly,
Leics. Thisis the first 2-day Sarbreenar event.
VisittheSarbreenar sitefor moreinfo: rpgauk.com/
sarbreenar
Conclave: 26th-27th May in Ireland.
UK Games Fest 2001: Saturday, 7th July at the
Sportcentre, Harlow, Essex. Theorgani sersreport
that thisis'back bigger than ever with morerole
playing, more demo games, more CCG, more
computer games and more traders. For further
detail scontact: Jan Eldridgeon 01279435372 or
uk_games.fest@virgin.net.
DrakCon: July 14th-15thin Aberdeen. Contact:
Sandy Douglas...
sdouglas@portlethen.aberdeenshire.sch.uk
Gen Con UK 2001: Aug 29th-Sept 2nd at
Olympia, London. Website: genconuk.com
Spiel 2001: from 18th-21st October at the
Grugapark, Essen, Germany. Thisisthe biggest
gamefair intheworld.

CRIME GAMES

Anyonelooking for awargamewith adifference
shouldtakeal ook at PagodaGames' Godfather:
it's challenging and it’ s distinctive. You play a
gangster during the Prohibition era, aiming to
become the head of al the other racketeers in
Chicago. Y oucancheck out theruleson Pagoda’ s
website:  http://mwww.pagodagames.co.uk
Game 109 is just under a third full, and is
expected start during the summer. Game 108,
meanwhile, is well under way, with a flurry of
diplomatic messages being distributed via the
in-game Chicago Tribune newsletter. Sadly the
planned ‘ Five Families' variant has been put on
hold for awhile, but Pagoda hope to have more
news on thisvariant towardsthe end of theyear.

Please note these changes to
Geoff Squibb'swebsites. We
- hopethechangehasn'tdelayed

E anyone looking for Geoff's
new Star Empires 4.

http: //www.gor | os.pwp.blueyonder.co.uk
http: //mww.starempires.dyns.cx

Ii

Lombot publishing now have awebsite:
http://pages.scifi.com/LOMBOT/
LOMBOTindex.html

Play by Electron GamesisaUS-based firmwhich
hasbeen running thefantasy / strategy wargame,
Eldritch 111, since 1997 and they have just
completed around of polishing and tuning. The
changes included a few minor race tweaks,
resolution of somecombat issues, andtheaddition
of adozen new spells. Yes, we'velisted Eldritch
inGalacticViewforawhilenow, butlet'sremind
you that it's a tasty offering. The game can be
played in two ways: either as an open-ended
empire builder game or as a close-ended victory
oriented game. The close-ended gamestypically
last about fifty turns, thoughthat variesdepending
onthedesign of thescenario. Gamesarepossible
with asfew asten or asmany as severa hundred
players.

Play by Electron's GM, Mark Thomas, is
willing to accept playersfrom all over theworld
inthisemail game. Turnsrunweekly, withstartups
and two initia turns free. Good value for a
complex fantasy wargame!

Thereare currently three games opento new
players: G101, whichisafree 12-turntrial game
that startedin April (latesignupsarestill accepted
for this, but be swift); G201, a combat oriented
scenariogamethat hasafew opensotsandwhich
Mark describes as 'not for the faint of heart’;
G400, an open-ended game of Eldritch that is
alway's accepting signups.

And there's another game which we've not
previously listed from Play By Electron Games:
their Monsters!. Thisisafree, simple and short
email gamethat makesagoodintroductiontothe
hobby for new players. There are only about a
dozen game orders in Monsters!, and games
usually last 12-20turns. Thecontactinformation
for Monsters! is the same as for Eldritch.

Thecontactinformationfor Play by Electron
Gamesis:

email: moderator @pbegames.com

website: http://mww.pbegames.com

A freeopen-ended fantasy PBeM gameis Spoils
of Empire, which is run as a hobby by Rick
Morneau. Becauseit's his hobby, Rick can only
accept a limited number of players, but if you
think you may beinterested in playing, check the
Spoils of Empire web page at:

http: //imww.srv.net/~ram/soe.html

Tocelebratethenominationof their Adventurers

EMAIL AND WEB-BASED GAMING

Guild for Best PBM Gameat thebig USgaming
convention called Origins, Entertainment Plus
Morelnc, areofferingfreetrial turns. Thisfantasy
roleplaying game hasbeen running smoothly for
over ten years, which is a pretty good record.
Though the base price for web players is about
$8.50 aturn, which soundsquite high, GM Hugh
Bayer addsan assurancethat discountsearnedin-
game can bring the charge down considerably:
'some folks get paid to play some turns.
AndHughiswillingtomakeaspecial offerto
all Flagship readers able to \visit
www.epmgames.com, and anyonewho sendsan
email to ag@epmgames.com with the subject
*Flagship* will beentered for arandom drawing
of $30 USin game credits. The deadline for the
drawing is June 10th, 2001. The winner will be
selected and notified the day after the deadline.

New to our listingsisthe PBeM game Blood &
Water, runby Mark Collins. Thegameisfreeand
hasawaiting list at present, though more places
will becomeavailableif Mark licensesthegameto
acommercia moderator. (He's considering this,
soif you'reinterestedinalicence, getintouchwith
him.)

Blood & Water is designed for 15 to 20
players with alove for intrigue and diplomacy.
Y oubeginwithanobleHouse of aduke, duchess
and three children, your family's demesne and
your family army. Over the generations, your
noblechildrenwill continueto expand your own
family'sempireby intermarriagewiththefamilies
of other players. Aninteresting touchisthat each
individual noble is unique; some are good at
extended campaigns, whileothersarebetter suited
to battle and a few sons will prove to be only a
burden. While the sons extend your House, the
daughters aren't simply ornamental and
powerless; oncemarried, adaughter canadminister
more efficient tax collections to support the
armiesof her new House, with her natural family
protected from her husband by themarital alliance.
Tradebetween theHousesispossible, and sotoo
(heh, heh) is spying, fostering rebellion and
attempting assassinations.

Blood & Water runsasan open-ended game,
but onceyou'vegained your House'sfull number
of demesnes by direct conquest or from sworn
vassals, your own House is no longer playable
and is instead added to the Hall of Fame; new
playersarethereforeabletoplay tothefull extent
of thegame. Mark hasfound that thisworkswell:
'because it is not necessary to control every
demesne, and throughout thegameHouses are at
quite disparate strengths, dropouts are not the
detriment they can be.

Mark is also planning two further PBeM
games. Thefirstwill beanEnGarde! variant called
En Magica. Asthetitle indicates, the setting is
a society of wizards, where you play either a
wizard or a wizard's henchman. Each of these
character typeshasitsown set of values, but both
have the same agenda: to rise through therabble
and becomeinitiatedinto Arcadia- sooner or later.
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Asinthe standard En Garde!
games, status and the means
of risinghighabovethegutter
are all-important. There will
besomemilitary activity, but
Mark stresses that this En
Garde! world will stress adventure rather than
wars, and that role-playing will be important.

A third gamethat will requireasmall one-off
feeisStar boar d (nicename!). Thisisaneconomics
game, in which players will head a board of
directorswheelingand dealinginsharesand assets
while they direct their space-shipsin trade and
haulage. Each game of Starboard will have up to
eight competing companies and will end when
fiveof thecompeting companieshavebeentaken
over, or on the fiftieth turn; in either case the
weslthiest company will bethewinner. The cost
for thisgamewill be£10 or $20to play by e-mail
only. Mark warnsthat ‘ruleswill beissued before
payment is expected, but therewill be no refund
as dropouts for this game are not desirable.’
(Hmm, dropouts are almost impossible to
prevent...)

It's an interesting range of games. Note that
you'll need to join the relevant e-site at Y ahoo's
e-groups to play. More details from:

m.l.collins@ntlworld.com

L
Il

Morten L arsen sends some newsfrom Denmark,
of interest to al pbem players. He has launched
anew web site at www.pbem.dk where you can
play his games by email and on the web, or
download thelatest rul ebooksand other resources
forthegames. Y ou'll need acredit card to pay for

EMAIL AND WEB-BASED GAMING

your games but downloads are, of course, free.

As a specid introductory offer for readers,
he'll give a 10% discount on any game set-up
purchased before June 30 if you enter
"FLAGSHIP' inthecommentsfieldwhenordering
(the discount will be deducted from your credit
card charge). The discount applies to the order
total, so the more turns you purchase with your
setup, the more money you save.

Thetwogamesonoffer at presentareWar of
the Dark God and Conquest of Cofain, which
are also being run by Titan PBM in Britain (see
above for a description of the latter game), but
Morten aso plans to revive a space conquest
game which he used to run by post: welll have
more details |ater this year.

Morten is aso working on an automatic on-
line order checker for the playerswho play War
of theDark Godwith Titaninthe UK. Thisuseful
facility will runasanindependent sub-siteonthe
pbem.dk server, though of course Titan will
continue to accept orders submitted the usual
way, 'and," says Morten, 'provide their usual
excellent service of trandating plain English to
valid orders for starting players who need this.'

Asyou can see, you can play War of theDark
God and Conquest of Cofain with either Morten
or WayneMorrisof Titan PBM. Thechargesare
around the same, so Morten points out that who
you choose depends on which sort of serviceyou
prefer. Titan offer a human GM, the chance to
receiveresultson paper and assistanceto anyone
who's new to the game system; Morton tries to
automate the day-to-day running of the games,
which provides a swifter service and ways to

maketeam coordinationeasier. Soit'saninteresting
opportunity where 'Y ou pays your money and
you takes your choice.’

The GMs of the PBeM game War of Wizards
offer free games for new players, as well as
starting new commercial games.

Inthelatter category, game 165 (on the map
of the Emerald Isles) is poised to start, while
players are being collected for Shadowmoth I1:
TheReturn. Thisissetinalater agethantheinitial
game and offers 51 positions in the biggest War
of Wizardsworld so far. Details from:

www.wow.pbemgame.con

MindlessGameshaveanew web address, though

the older website address still works:
www.mindlessworld.net

They've had to close their Chat Room down,

temporarily, but hopeto re-open it at some point

in the next couple of months.

Digital Mind Games have now launched
Corporation, which can befound at:
http: //Amwww.digital mindgames.com

It'sagameof economicwarfareinthecitiesof the
future, whichisbasically thesameastheUndying
King version, only it's played entirely via the
web, in one large gameworld. Player orders are
processed live as entered, and the gameworld
ticksover oneturnper day. Y ouget your first two
weeks play for free, after that it'sasubscription
at £6 per month, or £35for lifetime membership.

Hunky Monkey are extending
theirrangeof games! They have
justobtainedtheUK & Ireland
licence for a computer-
moderated empire-building
game, Prometheus, fromits German designers.
Asthegameextensively playtested in Germany,
Britishplayerswill havetheadvantageof playing
inagamesystemthat'salready been fully tested.
In Prometheus, you start off with a capital
city andthecountrysidearoundit, asthebeginnings
of your future empire. Y ou have some settlersto
found new towns, some workersto cultivate the
land and somebasicmilitary groupstodefendthe
country andexplorefurther afield. Theindividual
terrain mapsin Prometheusarebeautiful - detailed
yet clear: you'll need to explore, to settlethe new
land, and to start gathering resources like food,
wood and stone. To improve your technology,
you can mine for metals and for oil. There's no
particular bar ontechnological possibilitiesinthe
game: it'spossibletoacquireuraniumeventualy,
with enough research.
Therearethreewaystowinthegame, though
it won't be aquick and easy victory: planning is
necessary for whichever route you choose. The

NON-FANTASY WARGAMES

first two waysto victory arefairly obvious: you
can win by crushing al the other empires, or by
analliancevictory.

We'velisted thisasawargame, but the third
way to win isapeaceful one. It's possibly more
difficultthanthemilitary options, andit'scertainly
unusual: you canwin by discoveringtheOrigin of
Life, no less. Mind you, this third way to win
looksasif it'slikely to takealong time, asyou'll
needtodoal ot of research. Therulebook mentions
researching Astrophysics to succeed! It could
turn out to be a frustrating project, but it does
offer an interesting chance of winning against a
superior military opponent.

Y ouneedtouseorder codestoplay, but these
seemreasonably easy to handle. The50-page A4
rulebook is both friendly and detailed, with lots
of examples. Perhapsthetext still needed alittle
work to Angliciseit fully inthedraft versionthat
we saw, but it was easy enough to understand.

In addition to the paper rules, thereisalsoan
HTML version, which looks good! The gameis
alsoavailablefor play by email. We'vehad aquick
look at this version of the turns, and can report
that everything is in glorious technicolour and
easy to navigate and understand.

Hunky Monkey arelooking for up to twenty
five players to start their first game, but player
numbers for each game of Prometheus can vary
easily fromgametogame, asthesizeof theworld
map can be adjusted.

Thisdoeslook likeanexciting and enjoyable
new gameto try: interactivity isencouraged, the
materials are attractive, and there are plenty of
different things to work on.

If you think you'll enjoy a game with
exploration and research aswell aswarfare, take
alook at Prometheus.

Hunky Monkey aimto start thefirst game as
soon asthere are enough players, though agame
seemslikely to start at the end of May, provided
that there isaminimum of fifteen players.

Pagoda Games report that Game 105 of their
highly-ratedWorld War |V isjust moving out of
theearly stages, with avery healthy 36 out of the
starting 40 positions still under player control at
the end of turn 5.

The next regular gameis aready starting to
attract players, with a projected starting date of
mid-June. Apply now if you want to play!
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Guide your people from the bronze age into the modern era and beyond!
Fight for survival against twenty or more other Empires!
Search for the Origin of Life!

\4 W’

\/

Starting with only a tiny settlement, build
and empire through exploration,
research, settlement and conquest.

SPECIAL OFFER!
Flagship readersrecevetwo freeturnswith
start-up until the end of June

As your empire grows you gain access to
a vast number of technologies, troops,
government types and more ...

Email play also available with
colour HTML turns!

Start-up: £10, with turns at £2.50 per fortnight. For further details and start-up information please contact:
Hunky Monkey Games, 9 South View Terrace, Exeter, EX4 6JF or call: 01392 681086

Prometheus is the new game from ¢ oy MonKEeY QA&ES
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Classified

[Any GM isentitled to a free 15-word announcement
of game winners. Further words are 15p/word.
Any FLAGSHIP subscriber is entitled to a free 15-
word classified ad for any non-commercial PBM-
related purpose. Further words (and all words for
non-subscribers and commercial ads) are 15p/
word, 20p bold or £10 per single column inch
semi-display. Please send payment in advance to
avoid invoicing for small amounts. Tips on play
and rule oddities are welcome for Tricks of the
Trade and Murphy's Moderators columns.]

For sale: Flagships 39, 42, 43, & 45t0 90.
Any offersfor thelot?

Rab Jane, 69 Beveridge Strest, Brucefield,
Dunfermline, FifeKY 114PX or e-mail:

mixedkebab@madasafish.com
Advertisers' Index
Agema PubliCations...........cceeuveiineinenrieniiinenns 48

Harlequin Games..........ccueeieiciieieeeeseeienes 2
Hunky MONKeY .......ccccvvicircicerecerecees 8
Interesting Times. .27
L eisure Games .18
Madhouse ... .37
Pagoda........cc...... .41
Received Wisdom .33
TimePatterns........ A7
Timewyrm......... ..18
Titan PBM ....... .21
Ulaidh Games ................ .18
Westpoint Printing Co ........cccovevvnierirenieeineneneens 23

If you are interested in advertising, please contact the
Flagship office (details on page 3) and we will be
happy to discuss your requirements.

What is Play By Mail?

THE PROCESS issimple. Players send their
orders for each turn in the game to a central
moderator (or GM), whoworksout theresults
and sends them back.

This simple process alows hundreds of
playersto enter gameworldsof great depth, to
contact each other between turns for discus-
sion and negotiation and to play at atime that
suits them.

In most games everybody’s orders are
processed together for each turn, simultane-
ously, but theresultsthat are sent back arethe
individual ones for your own position. The
other players won't know what you're plan-
ning unless you choose to tell them, which
offers many possibilities for joint and covert
action.

Thereareall sortsof games, with all sorts
of settings: roleplaying, wargaming, adventur-
ing, empire-building, sportsgamesand plenty
more! Somearesimple, somearecomplex, but
they will all take skill and planning to play
them well.

If you' venever tried Play By Mail, giveit
ago. Itwill beunlikeany other kind of gaming
that you've played.

Cutting Edge Games
(Dean@day34.freeserve.co.uk)
report that the playtest of their
Warsof Magic and Legend is
progressing very well. The playtest was up to
turn 18 whenweheard from them and apparently
thevariousempiresseemtohaveestablishedtheir
economies, so that military spending is now
taking placeand gamepoliticsarewell underway.
Most of theneutral provinceshave been gobbled
up and just recently there was amajor rebellion
in the empire of Cahir with three provinces
declaringindependencefromtheempire. 'Phoney
warsarecommonplacewith espionageand magic
being much used (and much denied!). But aswe
come to summer of year two, most empires are
confident and strong and perhaps a little
overconfident.'

The rules have been made clear and the
programming side of the game is making good
progress. Cutting Edgearen't accepting any further
playtesters, asthey already haveawaitinglistfor
therest of theplaytest. However, they'reexpecting
tostartthecommercia gamebeforetheendof this
year.

Titan PBM announce that their latest game has
just gone into playtest. Unusudly, it's a four
player game, andit'scalled War on Cofain. The
ideais that as well as being playablein its own
right, the game can al so serve asan introduction
tothegamesystem of War of theDark God, for
playersto try out before moving on to thismore
complexgame.

OncedifferencefromWotDGisthat thereare
no pre-set teams, o it's a case of everybody for
themselves. The four nations are The Blue
Knighthood, TheRed Warlord, The GreenWood
Elves and The Whitehill Gnomes. There's also
another ten NPC nations. There are no special
victory conditions. thegamerunsforjust 12turns
and the winner isthe player finishing with most
victory points.

All the positions are smaller thanin WotDG
and are more rounded, with both magic and
military power. Thedensity of monster unitsand
non-player units (and cities) is higher than in
WotDG, to give the players something to do
beforeattacking each other. Itisintended that the
game should still be playable when one or more
of theopponentsdrop out, or even asasolo game
for the beginning for thosewho wish tolearn the
system without the risk of being attacked by
another player.

Titan's Wayne Morris hadn't worked out
what the game charges will be when hetold us
about War on Cofain, but expects to have this
sorted out by thetimethisissuereachesyou. War
on Cofain sounds worth trying for anyone who
fanciesafantasy wargamethat isn'talong-lasting
commitment, whether or not you plantomoveon
tothemorecomplex game. Withonly four players,
you're not likely to have to wait long for agame
to start, either. Indeed, why not try it with three

FANTASY WARGAMES

PBM friends? Wayne addsanotethat Game 2 of
War of the Dark God has now started with the
firstturnjust beingrun, and'l hopeall theplayers
arehavingfun.'

Harlequin Gamesareabout to start anew gameof
L egends, NIC24. They already have the initial
50 setups, and expect another 50 playersto join
during the first few months.

New tothisgameisaconcept borrowed from
Middle Earth, where the GM has discretion to
disallow theplayersfrom playing certainracesif
they are very popular. Normally in Legends,
players can play any kind of setup they like,
which can (by chance) lead to half the players
picking acertain race. This happened in three of
the seven gamesHarlequin haverun and tendsto
lead to many of those players having arestricted
game.

The change sounds like an improvement to
us, and familiar in more fantasy wargames than
just MiddleEarth. Harlequinreport that opinions
on the concept are mixed, with broad acceptance
from most players, but some unhappy grumbles
from players who have been prevented from
playingtheir favouriterace. Harlequin promiseto
takeahardlook at theideaafew monthsdownthe
lineand decidewhether touseit againinthefuture.
(Our adviceis: stick withit - give'em afirst and
second choi ceof position, and maybeevenathird
aswell.)

Harlequin add that players response to the
new module itself has been very good. As they
werethe main designers, they'refinding that it's
quite niceto bask in alittle praise...

There'snews, too, about Harlequin'sMiddle
Earth PBM. They report that thegamecontinues
to improve, with new games and new players
joiningall thetime.

Anexcitingnew developmentisal astAlliance
module, which oneof theplayershasworked up.
Set before the original scenario, this represents
thelast great allianceof Elves, Dwarvesand Man
agai nstthehordesof Sauron. Sauron'sdeathisone
of the Free People's aims in this game, no easy
task, along with thefall of Barad Dur. The Dark
Servantscanwinastrategicvictory inadditionto
both sides' forced concession.

Harlequin confirm that there's lots of player
interest in this, and we're delighted to report this
excitingnewtakeontheMiddleEarth PBM game.

Pagoda Gamesreport that Adventurer Kingsis
proving the most successful of their games,
receiving sign-upsfrom new or previousplayers
at a hedthy rate. They are starting new 8-10
player gamesevery fiveor six weeks, and planto
start one of the larger SuperAK games towards
the end of the summer.

They add the reminder that anyone can try
the 3-turn sample game for free, so long as you
have a copy of the rulebook (available as afree
download from their website, or £5 for aprinted

copy).
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Einstein's Lot

The Threat of the Unknown

MARTIN HELSDON ventures into a world where things aren't quite normal...

EINSTEIN'SLOT isarole-playing game set in what appearsto bethereal
worldinthepresent day, though aworldwheretheparanormal ispotentially
avery real presence. It would appear that ancient forces are manifesting to
varying degrees, apparently in response to, or to balance, our modern
technological world.

Theexact rel ationship betweenthesepowers, bethey spirits, mysterious
forcesorwhatever, withthethreat of animpending ecol ogical andtechnol ogical
catastrophe, isnot something that was answered in theten turns played for
thereview. No doubt any longer term experience in the game world might
resolve this and other questions, or raise entirely new ones. The world of
Einstein's Lot is complex and rich in detail, and it is unlikely that any
revel ationsarecompl eteor comprehensive. Therearerumoursof hauntings
and even the Men in Black (men from the ministry - Government or
Church?).

...and the element of uncertainty a constant
ominous presence...

The meshing of strange and apparently supernatural events with the
realities of thisworld is surprisingly effective and well managed. Aspects
suchasthefuel protestsandfoot & mouth outbreaksall slottedintotheturns
without being overly intrusive or forced. The writing was effective, the
background solid and detailed, and the element of uncertainty a constant
ominous presence.

Asagame, Einstein'sL ot isprofessional and articulatein presentation.
Turnscameback regularly and swiftly, usual ly withinaweek, rarely longer,
and commonly consisted of two or threesidesof text. Theturnlength offers
good valuefor money. At the start of thegamethereviewer wasapparently
the only player, but asthe population of players grew, no apparent decline
in service could be noted.

A lot more people ought to be playing this game.

Hints of possibilities...
Therulebook consistsof fourteen pages. Thepresentationisfairly basic but
adequate, complete with the warning 'THIS DOCUMENT NOT FOR
QUOTATION OR RELEASE TO THE PRESS, giving it the feel of a
government text that has accidentally fallen into your hands. Hopefully
Flagship is exempt from this warning! The first page is presented in the
format of arejected newspaper article, setting the tone of paranociaand the
mixture of ecological disaster with - something el se. The footnote that the
author of thearti clewassubsequently found dead, withahint that hissuicide
or overdose was more than the authorities assumed, also adds to the tone.
Thearticleasoreferstovariouswriters, H PLovecraft, M R Jamesand
Arthur Machen. Asthegameprogressed | had reasontorecall thelatter two,
and perhapswas more circumspect in my investigationsthan | should have

Einstein's Lot at a glance

A role-playing game of supernatural or paranormal investigation, setin
the present day, from Ulaidh Games. Start-up is£4.50, including turn O
andturn 1. Further turns£3.50 each. Orderscan be sent by post or e-mail.

been. The atmosphere of my plot line certainly was reminiscent of anM R
James ghost story, and recalling what usually occursto the protagonistsin
histales, | becameincreasing cautious. To review thisgamefairly it might
have been wise to play a more reckless character. The sense of implied
menacewassuchthat,inrole-playingmy characterinwhat feltlikearealistic
way, | missed the 'opportunity’ to come face to face with whatever was
lurking out there.

As in the most effective horror stories, it is what you don't see but
suspect, that proves the most disturbing. Einstein's Lot definitely hinted at
supernatura activity, but it was elusive, and al the more effective for it.

Character creation

Following the introductory article thereisabrief explanation of the game
background, and the mechanics of gaining additional skills and abilities
through experience. Thesystemlookssimple, and allowsexperiencepoints
to be spent on gaining Influence, useful not surprisingly in influencing
people, increasing existing skillsor purchasing new ones. In obtaininganew
skill there has to be an in-game reason for obtaining it; the example cited
suggests a week spent pony-trekking to improve fieldcraft.

Inaddition towriting actions, theplayer a so hasthe opportunity to use
afeatureknownasRecollection. Thisenablesacharacter torecall something
they know whichmight berelevant to the specified topic, and allowsaccess
toinformation the character knows, but the player doesn't. Thisnicely gets
around theusual problem of aplayer beingignorant of something hisor her
character should know and takefor granted. However, the ability hasafew
built-in limitations. what characters think they know, might in fact be
partially or completely incorrect. In addition to hunting for clues, it also
allowscharactersto 'discover' thingsabout their colleagues, friends, family
and location. The GM warnsthat if players relies purely on Recollection,
they may get alot of information back, but most of it may or may not be
of practical use. | used the capability sparingly, and found it useful.

Character Designinvolvesdefiningyour character using appearanceand
body and mind characteristics, using a number of points. The character
creationthenleadsintowhoandwhat your character is, offeringrolesvarying
from the aristocracy through to a farm labourer. Using this you can be
anything from a priest to a newsagent. Most players seem to be creating
academics, be they students or lecturers, as an obvious way of setting up
acharacter with accessto research and specialised knowledge. In hindsight
itwould havebeeninteresting totest out another role, say intheunderworld
orarmedforces. My character turnedintoafemal eWel sharchaeol ogist, and
no doubt the scenario was tuned to the character.

Curiously, opting for amember of the police force islisted under the
Armed Forces. This doesn't appear to offer the necessary forensic and
investigative skills, though I'm certain that it could be arranged. Given that
the gameinevitably hasafeel dightly similar to the X Files, in the British
context amember of the police (aspecia unit perhapsto conduct unusual
investigations- and did | cross paths with such an individual ?) or Customs
& Excise might be appropriate. Inevitably, at least initialy, the game
background appeared to be an updated 'Call of Cthulhu' but this proved not
tobethecase. It doubtful that such monstrousincursionsintothe'real world
could besustai ned without rapidly damaging theapparently normal setting.

The character creation then leads into pages of tables of skills, each
having a different cost subject to the background of the character, the
weighting looking realistic. Of all the generation process this is the most
unwieldy stage, but not difficult to sort out on apiece of scrap paper. Skills
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area soaffected by thelevel of characteristics, theseformingarealisticlimit
as to how good you can bein a particular field.

A copy of the game's newsletter, 'The Lone Dolmen' accompanied the
start-up. Thisseemstobeanirregular publication, with hintsat game-world
eventsthough none of them appeared to intersect with my experiences. As
the number of players increases, their activities should generate a few
reports, though hopefully not in an obituary column.

So, character created, you enter the world of Einstein's Lot.

Mysteries gradually emerge...

| initially assumed that the level of weirdness was much greater than it
apparently is (but perhaps | was just being overly premature), deciding to
investigateapossibleburial mound on or near theWrekin. Two decent maps
of thesurrounding areawereprovided, though| alsofoundalarge-scaleroad
mapuseful, thelocality not beingonewithwhichl amfamiliar. A very blurred
photocopy of the mound was provided, adding to the mystery, asit wasn't
possible to resolve very much fromit.

Infull fantasy model rashly assumedall sortsof meaningsfor themound,
Cynddelan's Tump. Ideasthat | was about to walk into aSidhe mound were
abruptly halted by theinformation that it appeared to berelated to aWelsh
prince named Cynddylan. Thisprompted somereal-world research and the
plucking of 'The Celtic Realms off the bookshelf, to find an entire passage
of the lament for Cynddylan. A further hunt on the web determined that
Cynddylan isone of the possible sources of Arthur, ashisclan symbol was
the bear, and hiswar cry Yr Arth'.

Asaresult of this| launched into investigations in-game, including a
search of themound, andinreturn obtaining detail ed description, right down
to the sail, providing an indication that the side of the mound had been
disturbedby... something. Somethingthat seemedtohavedugitsway... out.

Themystery wasfurther deepened by thefact that the supermarket that
had bought the site al so had security guards present, at least during the day.
They disappeared at dusk, for reasons they were nervous about relaying.
Further realistic questions resolved that it was a very odd site for a new
development, thelocal townsalready well served by commercia outlets, and
the locality by no means a convenient place for out of town shopping.
According to the map there is a firing range nearby, and lo, in the turns,
occasional shooting could be heard.

My character proceeded tofollow up anumber of leads. Theseincluded
the nearby council's records office (those in the nearest town has been
removed, cut out in fact), talking with a helpful supermarket manger who
was equally bemused by the decision of hisemployersto build onthe site,
and the local newspaper to gain information on the ignored public protest
to the demalition of the Tump. It also became apparent that someonein a
large BMW wasfollowing my character around, and pre-empting some of
her investigations.

Sadly, aquick analysisof thesitesuggested that, unlikethehill-fort atop
theWrekinitwaslittlemorethanageol ogical anomaly, probably datingback
totheglacial deposits of the Ice Age. But, something was going on. There
were referencesto local legends of abear and wolf, and abruptly a switch
fromobscureWel sh princestothe Anglo-Saxon conquest of thearea- which
led meto an entry in the Anglo-Saxon Chronicles. A major clue had been
planted in an earlier turn, relating to thelocation of the headquarters of the
supermarket chain in Peterborough. Thisappearsto link in with the Saxon
kingdomsof thetime, and acertain obscure Brordaof Mercia. Tomy shame,
thisfailedtolightany lampsuntil restatedinaturn. A definitebear reference
cropped upagain, though | chosetohavemy character dismissthereferences
to Beowulf, until the evidence started to ook overwhelming.

Acting and reacting...

| suspect that Einstein'sL otisagamethat providesto someextent areflection
to what the player putsin. At notime could | fault the weight of detail and
evidence in the game, and every lead | followed up in the real world was
matched, and more, inthegameworld. However, | suspectthatitispossible
to play the game with less heed to archaeological, historical (and even
geological) facts. Asthe GM writesin the Recollection section of therules,
heis entirely capable of matching what ever you throw at him. | had the

constant impression of a wedlth of background and research, and the
sensation that | had merely scraped off afew surface 'facts.

This made for an intense role-playing experience. References to my
overwei ght character were made hereand there (I'd not paid much attention
to the height and weight profile) and the continuing saga of the faulty GPS
(wrecked apparently by students at an earlier dig) injected an element of
humour into the turns. The general presentation was factual but with a
growing senseof something going on, out there. In hindsight | missed afew
opportunities to determine what was happening: something outside the
window of theB& B, and not getting out of thefour-wheel drivewhensitting,
observing the Tump at night.

Theremight havebeen something out there, but did | really want toface

it?

...It iswhat you don't see but suspect, that
proves the most disturbing...

The GM'shand...

'Meinir checked the locks again, and her mobile phone, then sat for afew
moments. Thenthethought occurredto her that maybe, in checking, shehad
inadvertently opened oneof thelocks. Sheshivered, and checked again. All
waswell. She sipped at the coffee, and wondered if it waswiseto haveall
thedoorslocked?What if shehad to get outinahurry?Shedithered, checked
again, to be absolutely certain. At that point, she took a deep breath and
stared in front of her. There was a name for this sort of thing, obsessive
compulsion. When theurge cameagain, she clutched her cup and stared out
at the wood.

Though her eyeshad grown accustomed to the darkness, it seemed that
it was swirling, down through the trees and off the hill towards the plain.
Her heart raced. Darkness did not swirl. There was something moving out
there. Something that took vague shapes which swelled up and dissolved
away, bulky shapes of night that poured down the tump.'

Earlier oninthereview sequencel'd been of fered adifferent format, first or
third person, and decided to stay with the original presentation.

Abouttheonly flaw | perceivedwiththegamewashow afew turnsended
withinformationabout to beprovided by anon-player character. Onthefirst
occurrencel turnedthesheet over andwonderedif apagehad gonemissing.
Chris quite reasonably answered my query, indicating that it heightened
tensionand provided choicefor theplayer. | still feel that whenaninfo-dump
isimminentitisdifficult for the player to guesswhat isabout to berelayed,
so making theresponse either asimplelisten, aset of 'if - then - else’ or their
next|ogical stepsbased ontheinformationalready inhand. It'saminor point,
but might be fixed by arare'turn and ahalf'.

Expecting the unexpected...

Einstein'sLot isan interesting and complex game, run by a competent and
enthusiastic GM. The standard of writing is excellent, and the build up of
tensionisvery effective - perhapstoo much so! The gradual accumulation
of legends, history and strangeness deterred me from going looking for
trouble, asitisanatural desirenot to be bumped off by thingsthat go bump
inthenight. A more gung-ho approach might berewarded with interesting,
if not terminal results.

Memories of an M R James story, 'A Warning to the Curious, read a
decade or more ago, where a character has moved one of the three hidden
Saxon crowns from amound, and the doom that befell him at the hands of
theghostly guardianthereafter, very much cametotheforefront of my mind.
Whilstitisunfair to identify Einstein's Lot with any onetradition of ghost
storiesor strangegoingson, thescenario | found myself it wasvery redolent
of the atmosphere of an M R James story.

I do wonder what might have happened if I'd instructed my character
to wander the site of the mound at night. The actual level of supernatural
events varies depending on where you go, and what you do, apparently.

For a rich role-playing experience in an almost real-world setting,
Einstein's Lot cannot be bettered.
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Roving Reporters

Convention reports

A new feature! Conventions are fun, right? We inviting anyone who's
attended a recent convention to write it up for this spot in Flagship. Here,
to set the ball rolling, are two reports.

ThefirstisfromHarlequin Gamesabout the big wargaming convention
they attended in Hammersmith on April 21st:

Salute 2001

"The thing you need to know about the M4 from Cardiff to London is
that when you leave at 6am, you get the sunin your eyesall theway there,
and whenyoureturn at 8pm, you get thesuninyour eyesall theway home.
Bit of adesign flaw really: we'd like England moved to the West of Wales,
please.

SaluteisliketheFlagship PBM con, except basically alot bigger. There
are around 150 stalls, with a great number of miniature vendors and
demonstration wargames, plus re-enactment, |asertag, boardgames and a
single PBM stall - manned by Sam, Clint and Stuart of Harlequin Games.

In contrast to our attempts to dominate the PBM conventions with
outsized tents, we decided on just taking our banner, aselection of Middle
Earth stuff and 40-50 Flagships.

'Ah! Harlequin Miniatures. Can you tell me where my order of 3mm
Scottish Samurai has got to please?

'We don't sell miniatures. We're Harlequin Games.'

'Ah! Middle Earth Roleplaying. Can you sell me the Sam Gamgee
expansion pack please?

'‘We don't sell Roleplaying. We're PBM.!

'A game you play by post? What a good idea. Where can | buy the
miniatures?

'Sgh.'

Seriously, we had a dozen setups bought and a similar number of
enthusiasts who wanted to see the websitefirst, and we introduced alot of
people to Flagship. Many of the visitors to the stall had PBMed before,
remembered Flagship and were delighted to pick up anew copy.

WE'l probably go next year, as these folk need converting to PBM.
Thanksto all our players who came and bought us drinks.’

Madhouse mini-con

Wayne Morris of Titan PBM reports on the Madhouse mini-con, held
in Hemel Hempstead over April 7th-8th:

'Being anew GM it seemed agood ideato put myself around a bit, so
off | went to visit Madhouse at the Minicon they held.

For meitwasalong drive, and | will say the M25isn't much fun. Once
at thepub | found that the minicon wasbeing held in the rooms upstairs, so
after aquick coke (I wasdriving) off up | went. A number of peoplewere
talking away about the games they play and | must say | did feel abit out
of place to start with. Bit it wasn't long before somebody (Justin from
Madhouse) gave me some information about the mass game that will be
played over the weekend.

Thegamelooked likealarge scaletrading game, which could befunto
play. Each person had apart shareinanumber of itemsandafew goldtokens.
Theideawas to trade with the other people to get afull share of the items
or alarge amount of gold, which would then be given to youin the game of
DungeonWorld. | hadaoneshareintheHand of Glory, OntylesMagic Putty
and the Robe of Dusk and 50 gold coins. | did see many playerstaking part
intrading during the day and on thewholeit did look agood ideaand alot
of fun. Not playing DungeonWorld, | didn't take part but was asked my a
few peopleif | would like to trade or if | had such and such.

Not long after | got there the boardgames came out and | was asked to
takepartinagameof Settlerswhichcouldlast uptoabout half anhour. Never

playing before, | had to be given acrash lesson in the rules but soon had a
basi cideaof what wasgoing on. | had my eyeonagameof Risk next, which
wasonthenext tableandjudging by the peoplearoundthetablewasproving
ahit. A roleplaying game was under way in another room but I'm not sure
onthedetailsas| didn't take part. Anyway our quick game dragged on for
about two and a half-hours and was great fun, but fair play to the winner -
he had to work for it. Given that the gametook so long | was unableto play
any of theother gamesbut did haveagood chat withtheowner of Madhouse,
Steve, who seemsagreat guy. Being new to Play by Mail, | needall thehelp
| can get and Steve seemed only too happy to giveit all. After that chat I'm
sorry to say it was time for me to start the long drive back, but | did have
agood time whilethere.

The second day sounded as if it would be even better, as about four
computerswoul d beset up for peopleto play gamesonaswell. I'm not sure,
but they could well have been networked for even greater fun. Madhouse
hadtakenalot of timemakingtheday funfor all theplayerswho could make
itand | must say it wastimewell spent. | would maketimeto get to another
one and tell everybody to do the same, as they are well worth it.'

Forthcoming Attractions

MAY
Sarbreenar Lives: 26th-27th May in Hinckly, Leics. Thisis the first
2-day Sarbreenar event. Visit the Sarbreenar site for more info:
rpgauk.convsarbreenar

Conclave: 26th-27th May in Ireland.

JUNE
NSW Diplomacy Championships: 9-11 June 2001 at Sydney,
Australia. Contact Craig Sedgwick craigsed@ozemail.com.au

World Boardgaming Championships: 26 June - 1 July 2001 at Hunt
Valley Inn, Baltimore, MD USA. Over 100 tournamentsand about 1000
players.

Superbia: 30 June-1July 2001 at Balliol College, Oxford. A freeform
role-playing game for 36 players based on the Tudor Myth of History.

JULY

Central European Mind Sports Olympiad: 1-8 July 2001 in Prague.
Origins: 5-8 July 2001 at Columbus, OH, USA. With almost 10,000
attendees, thisisoneof thelargest game conventionsin North America.
It offersboard games, trading card games, rol e-playing games, historical
gamingandminiatures.

UK Games Fest 2001: Saturday, 7th July at the Sportcentre, Harlow,
Essex. Theorganisersreport that thisis'back bigger thanever withmore
role playing, more demo games, more CCG, more computer gamesand
moretraders. For further detail scontact: Jan Eldridgeon 01279435372
or uk_games.fest@virgin.net.

DrakCon: July 14th-15th in Aberdeen. Contact: Sandy Douglas
sdouglas@portlethen.aberdeenshire.sch.uk

M anor con: 20-23 July 2001 at Birmingham University. Board games
convention with strong links to the postal Diplomacy hobby.

World DipCon: 27-29 July 2001 at Paris, France. Contact
thibault.constans@vnumail.com
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Pop Tarts

Aiming for Fame
GINETTE BEAVIS has Deadly plans on the Top Twenty...

When will | be famous?

ThesceneisaTV studio. Thecamerapansaong aseriesof girlsand alone
youth. Asit closes on atight face shot of each, they announce their names.
I'mKira,'I'mKati€, 'Hi, I'mTim','Ruth’,"Jade,'Scarlet', 'Sky','Adell€'. The
camerapullsback out again and they all shout together 'And we'reDeadly'.
Massive applause and the crowd goeswild, cheering the most famous pop
group in the world - or &t least that's the ambition.

...and the crowd goes wild...

Pop Tartsisrun by Received Wisdom andis, asyou will have guessed
by now, agame all about the music industry. Y ou take your band - or solo
artist - and seewhat you canachievewithit. Fameor obscurity, Millionaire's
Row or theBudleigh Salterton Twilight Hotel for the Terminally Short
of Cash, it'sall down to you.

Therulebook isshort, runningtofiveand ahal f
sides of A4, but it doesthejobintelling you
how to set up your characters. You may
control anywhere from one to six group
members but can acquire many 'hangers on'.
Having startedwithsix girlsinDeadly, I'mnow
up to eight members plus three dancers and a
manager. The extra characters are totally under
the GM's control. Each character has four stats:
Charisma, Wit, Talent and Ego. Whilethefirst
three are fairly straightforward, the Ego
stat hasmebaffled. (I'm afraid sincel had
the girls my brain is weak and feeble -
excuses, excuses.) Whileitisexplainedin
never found| actually understoodit very clearly but, quite
frankly, it hasn't made any difference to how the game plays. After
setting up the band, working out what money and carsthey started out with
and buyingtheir equipment | never referredtotherul ebook againuntil writing
this review.

Inadditiontothefour stats, each character may haveaskill, for example
they may excel at singing or choreography, they may writemusic, lyricsor
play aninstrument. Thechoiceisuptoyou. Theband can beany type- pop,
dance, heavy metal - but thechoicewill affect your prospects. Popislikely
to be much more commercia than folk singing.

the rulebook, |

Pop Tarts at a glance

An email-only game about the music industry from Received Wisdom.
The charge of £9.99 for ayear's play covers participation in as many of
Received Wisdom's games as you wish, though GM Stewart Leary
reserves the right to limit the number of games available in order to
maintain their quality.

Ginette Beavisat a glance

A little about myself. I'm married with two young children, nearly thirty
and have been PBMing for about 10 years. (Oh my god, isit really that
long?) Most of my gamesarehorseracingor EnGarde!, but | amnot averse

to the occasional wargame.

Oneof thebest parts(and most difficult) iscomingupwith songs. While
the GM will accept just atitle, he prefers achorus or extract, and coming
up with original songsissurprisingly hard. | haveto admit that | ended up
using choruses from some of my old records. If you do try this, don't use
the Pet Shop Boys - the GM will recognise every one.

The turns are straightforward and extremely enjoyable. Each turnis
equivalent to onemonthin gametimeand you may attempt to do anything.

That'sright, anything. Thereareno order codes, noreal rules, basically
you see what's happened and send back your reply. The best part of the
gameisthat GM Stewart L eary (akaStu) allowsyouto go back over events
inthelast few monthsand expand on what happened. So if you get a
gig, forexample, which doesn't go very well, you could expand on
what waswrong, who dropped a clanger (or abad note), or
anything else you feel isworth expansion.
Asan example, my girls (sorry, Tim) got an
interview withalocal DJ. Itwasfairly sketchily
padded out but |eft | otsof opportunity to go back
and putinasmuchdetail asl wantedtonextturn.
Therearedwaysseveral leadstochase, including

red herrings, and the turns are quite regular,
generally returning about seven days after
being sent. One minor niggle is that Stu
doesn't acknowledgetheemail and so, being
the technophobe | am, | always spend the
week wondering if he got it.

The main drawback in the game is the

isolation. If youliketo diplome, thisgameisnot for you.
Thegameissingleplayer, well written and engrossing. | find myself
willing thegirlsto haveagood gig, impressthis person or manageto set up
ameetingwiththat one. Butif youwant to know what othersaredoing, then
findanother game. Itisal sooneof thosegameswhich, althoughyoucanbang
off aturnintenminutes, benefitsgreatly fromalittlecogitation. Havingsaid
that, because you can retrograde and add to the previousturn, if you want
tobang off aturnandimproveit later thisislessof aproblemif you'reshort
of time.

...coming up with original songsis
surprisingly hard...

Thisisagamewhereyou canfind earlier decisionscoming back tohaunt
you fairly quickly. | myself have had ameeting with aman who seemsto
befixating on Sky - he'stried to get at her at gigsand is starting to threaten
her. Next time sheisdefinitely demanding that bodyguard - very showbiz.
Also, | decided Scarlet would take an instant dislike to an NPC who, asit
turns out, has been instrumental in getting the band a one record contract.
She doesn't likethe NPC at all, but hasto work with her and it's not really
going well at the moment, but if she doesn't like it then out she goes!

The rules seem to be predisposed in favour of larger groups, simply
because each person brings more money and more carsto the band to start
with, and more money means more and better equipment. Or maybe I'm
simply greedy. Greedy it is.

If you'veever fancied yourself asthenew Elvisor Madonnathen|'d say
giveitashot. At£9.99ayear it'samazingly good valueand you never know,
maybeyou'll bethenext Hear'Say - or you may actually behalfway decent.
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Absolute Heroes

Run a Team of Superheroes (or villains)

Armed only with a well-thumbed copy of 'The Watchmen', Reviewer-Man JEREMY
WASDEN steps onto the crime-stained streets of Neon City

PBM GAMES with super heroes and villains have traditionally been few
and far between, so when Jade Enterprises, moderators of Absolute Power,
weighed in with avariant loosely based on the tried and tested 'Absol ute'
system, faster than you can say KAPOW | signed up for Absolute Heroes
(AH).

The Absolute system, developed by Silver Dreamer, broadly consists
of controlling up to eight characters, with an order each turn, five of which
aresimple'short orders' likebuild something or traininaskill, whilethethree
remaining ordersarefreeformwithlotsof flexibility. Positionsarebuilt up
both by developing characters and, in this game, their Super Base.

Each turn representsaweek for your young Super team. For you, aturn
consists of characters' results sheet, detailing just how successful those
carefully crafted orderswere, plus supporting printouts or spreadsheetsfor
thoseplaying electronically. Thenthereisthenewdl etter, Hero Watch (The
Journal of the Super Human). Theterm'newsl etter' isabit passive,implying
that you can ignore its contents. The game operates on a city level for the
most part, so what affects the city wholesale is likely to affect your team.
Depending onwhat your team'sorderswere, thereareaccompanying special
information sheetsor battlereportsto be had. Mind you, unexpected battle
reports tend to be bad news.

...The star of Absolute Heroes
is the city itsdlf...

Team creation
Teams start the game with four members: more can be recruited later.
Charactersaregeneratedindividual ly, by firstly choosing theclassof Super.

There arefour Classes:

Powered: Either Energy Users, like those who can wield fireballs, or with
'natural’ Powers like Spider-Man or Dare Devil.

Non-Powered: The detective type heroes, or those who wield a special
weapon, like Iron Man's suit of armour.

Psionics: Powers of the mind.

Magic: Themagiciansand witches. You'll likethisclass...

Initially therearerestrictionsonjust how powerful characterscanbeand
what abilities can betaken. So no powerful armoured suitsand, sorry Lois,
no Superman. Points are spent on different powers, available to that class
of character. For Fear, apowered, natural-powered Superhero and muscle
for team Justify, | picked the Growth ability, Claws and Natural Armour.

Aswell ashaving powersto think about, Supersarerated in attributes,
suchasFighting, Strength, Agility, Constitution, Intellect, Personality, PSI
and Magic. Points can be spent enhancing theseaswell. Fear picked up an
increasein effectivenessin Strengthand Constitution. Thiswould meanthe
characterisnaturally giftedinthesetwo areas, so Fear ismoreeffectivethan
another Super with the samerating as her in that skill and shewould train

Absolute Heroes at a glance

A super-hero game from Jade Enterprises. Charges are £15.00 to start
+ 2 turns; then 4.50 per turn, but more for battle reports. There's a
waiting list, but new players are being introduced regularly.

From 'A Visitors Guide to Neon City'

‘Welcometo" TheCity of Tomorrow", Neon City. Situated onthePacific
northwest cost of the United States of America, Neon City can befound
nestling between Seattle and Portland. Conceived asamodel city of the
future, construction on the planned city began in 1924; construction
which hasledto oneof themost famouscitiesintheUnited States. Neon
City isanexciting and vibrant place, famed for itsmuseums, night clubs
andrestaurants; but far morefor itsproliferation of Super Humans! Y es,
Neon City has for most of its history been home to the largest super
human population in the world. Many studies have been written by
eminent soci ol ogistsasto why so many super humansshould arise here
in Neon City, but agreement hasrarely been reached by these scholars.
All agree though that the presence of these super humans have hel ped
make Neon City the most exciting city in the world.'

faster.

The system needed acoupleof readsthrough but it wasflexibleenough
to create the types of character that | wanted. Not all character types are
possible at set-up; you can't start out with a cybernetically enhanced
character, for example, but the charactersare not static beings, acybernetic
character or other type of character could be created during the game.

Added extras

To help theteamsfind their feet, they start off with a choice of afew extra
goodies, likebeingfamousor infamous, ahidden base, secretidentification,
avehicletorunaroundin, abutler, asidekick, generally happy or especially
wesdlthy. Justify opted for a secret base, fame and wealth. The secret base
isamust for villains, but Justify wanted alittle protectionif they weregoing
to be one of the most famous teamsin Neon City. And the cash is always
good for arainy day.

Supers and their employees al have amoralerating: if that plummets
then expect staff turnover toincrease. Moral edeclinesif theteam get beaten
up or suffer setbacks, and asyou woul d expect riseswhen they party or win.
Justify'smoral e hasbeen pretty high (until now that is) theonly thingwhich
set morale back was some adverse weather earlier in theyear (caused by a
super villain's defective climate control suit).

...Mind you, unexpected battle reports
tend to be bad news...

For your Superheroes (and let's face it, no Flagship reader would play
avillain, would they?) to get more powerful, they need good facilities to
operatefrom. Aunty Perkins allotment shedjustwon't doinNeon City. The
team base consists of four floors of ten rooms. That's an awful lot of space
torattle around in, but floors soon fill up. The Supers each have aroom to
livein, and share ameeting areaand akitchen. So how would a Super team
turn a Jamie Oliver arrangement into a thriving high security, hi-tech
communications fort? Pop up to the lab...
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Feasibility studies
In the labs, characters' dreams are made Neon City reality. Supers, being
imaginative sorts, can think of new ideasto improve' the team. These are
of infinite variety and include training facilities, labs to further research
strange new powers, types of power for the base, vehicles, weapons
systems, new types of employees, special skills and tactics or new spells
for magicians and new headaches for psychics. The idea is written as a
Feasibility Study (FS) order and if accepted, resultsin a FS Sheet for that
idea. TheFSorderstendtofail if yougotoofar, too quickly: noanti-gravity
robots until you have developed robots and anti-gravity technology first.

Being just that imaginative sort, Justify have thought up theidea of a
WeightsRoom to train their muscles. The FS sheet for the humble Weights
Roomindicatesthat if theteam wantsto buildit, they will haveto carry out
labresearch. Theorder toimplement thisresearchwill cost 250'Skill' points
and 50 'Technical' points; thesearetypesof pointsgenerated by thedifferent
labs and the employees there. Points are generated in the labs each turn,
depending on how happy the researchers are and how good their facilities
are. Onceimplemented, theteam canthen build theWei ghtsRoom. Thisjust
costs cash and another order.

Inventions can be patented, which  makes the study public record,
butdoesbringinagoodstreamofincome. \, You aso haveto be first to
the patent office with the idea, though.

Sponsors
A wordfromours. Thisbaseandall theselabs
must cost afair packet. So where does all the
money comefrom?Y es, eventhegood
guys have sold out early. Teams are
sponsored by an organisation. These
organisations
arethe Super
teams first
introduction to
Neon City. They include
organisationssuch
asthecity'sPolice
Department,
FB(S)I, and companies
from power, media,
construction,
security, IT
sectorsand plenty

more. Theselinksaresecret at first:
after all, the teams are unproven
and who wantstheir company to 4
be linked with afailed bunch of
renegadesor worse? Sofar Justify, have
had no contact with their sponsors, but
let's just say they don't look forward
to having to turn down a costume

change to incorporate
advertisements for 'Wizzo
Washing Powder'.

Mega Bucks

Forget your pounds, dollars, euros etc, being Superheroes they think big:
they think Mega Bucks. The going rate for one of theseis $1000. Cashis
eaten away by wages, and implementing research, such as paying 10 MB
for aweightsroom (cheapratefor all Supers). For good guysit'sbrought back
inagain by goingtowork, either getting areward from aweal thy backer for
agood deed done or by simply patrolling areas of the city.

The more affluent an area, the more they reward teams for patrolling
there. Thegood guystend to patrol wealthy areasfrequently, concerned for
the freedom of the very rich to go unmolested. Villains cries of righteous
indignationfall on deaf ears.

Neon City

The star of Absolute Heroes is the city itself. Divided into one hundred
distinct wards, Neon City figureslargein the game. Characters can search
outanindividua ward, whichwill bringinaspecial sheet describingtheward
and its key buildings, inhabitants, features and rumours. These are agreat
way to plungeinto stories, crimesand investigations. Neon City isaliving
city, with more plot lines than a can of spaghetti.

Itisasyou are going about your Super lifethat you get the feel for the
city: it'sjust thereinthe background, like another character. It'stheway the
trees get knocked down in Caledonia Park North, the feeling of dark
depression that weighsdown on Trash Town Central, ameetingwith agirl
inateashopintheWarrensin ChinaTown. That'snot to say that Neon City
istheonly placefor heroesandvillains. Somearegettinginvol ved overseas,
there are also major new cities planned for the game.

What have Justify been up to?
Well, in the twenty weeks Justify have operated they have been tracking
down menacesto society and recruiting them! Wewill haveyou know that
theWalrusandtheEggManareactually fineupstandingindividual s, adanger
to criminals and donuts everywhere. Aswell asrecruitingandbuilding
upthebase, their skillsand 4 powers, the team have knocked out the evil
Lizard Man, sending him for treatment.
Atthemoment Justify aretryingtobefriend
amadman by finding his floppy hat, which he
lost when peoplewhocame from the sky
assaulted him. This very powerful
madman sentthosemembers
of Justify who were
looking for his hat into
this'sky' place. So half the
team are presently trying to
work out where the other
half of theteamis, who
are wondering where
they are themselves. It

the time.

TheEnd?

Absolute Heroes
hasan experienced GM, with
anexcellentimagination.
Thegameisbasedon
~ an established game
system set in well- planned, vibrant
city. It'stempting fate, but where can it fail?

If | had to categorise the game | think that | would
mumble, stutter and finally fluff the question. It seems
tohaveall theelementsof power game, butwithample
scope to roleplay your team and characters. but then

isn'tthat thehallmark of agood power game?Certainly individual characters
aregoingtobearound alot longer thanin other 'Absolute' games, wherefor
thecharactersaturnlengthisayear rather thanaweek, sothere'salot longer
to get attached to them.

What aretheweaknesses?Well, for anyonestartingthegametherewould
be some deficit to make up against those who have played from the start.
Butthen, inthisgamel havenot fought other players. That may changelater
on (especialy if thevillainsdon't stop moaning about whereHeroespatrol ).
If it is decided to open up afresh game area for new players, as has been
considered, lifewould be easier for them. But we are less than thirty turns
in; it'searly days. Theother good newsisthat you do not needto beacomic
book buff to play the game; in fact you don't even haveto go into acomic

book shop. Reason enough to play, in my book!
|.:I iL !i '-li ||:
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An Absolute Heroes Battle Report

Justify vsLizard Man

Seated atop a mansion opposite a back aley, the four members of
Justify sit, staking out the alleyway below. Vigilant israther pleased with
her timing; now that theblizzard hasended thereisachancethat their quarry
might decidetoventureforth. Thefour of them sit back on therooftop and
wait. Long hours pass and as evening falls, he Shrink nudges everybody
elseand pointsdown below. A secret door hasslid openinthewall of the
mansionand afigureheavily wrappedinathick coat and abaseball caphas
stepped out. Vigilant gestures to
everybody tolook lively and watch -
where thisfigure goes, Hewalks 7 w “""’:(
purposefully down the alley “
and hangsaleft, walking past -vv"’“lﬂ\
the side of the building atop [} AP
whichtheheroesperchtowards ~ g
the next street. Vigilant
whispers to her team to follow
her over the prow of the rooftop
and to hit this man as soon as he
steps out into the street. They don't
wanttoruntherisk of loosinghimand
if they hithard and fast they should be
ableto take him down and get out of
there before any help can arrive for
him.

Theteamlook downfrom
theroof astheman, assumedly
Lizard Man, stepsout into the
street below. There aren't that
many people about on this street and their
quarry stops beneath a street light directly below to
light acigarette. Vigilant givesthesignal for theteam
to move. Fear leaps off the building, dropping the
threestoriestothestreet below, growinginsizeasshe
goes. Thefigure below looks up in surprise as two
massive feet crash into him as Fear lands on him,
smashing himtothefloor and crackingthepavement.
Vigilant leaps off the roof, aiming for a convenient
flagpoleafloor below to swing off it toland smoothly
onthefloor. Fire Flash takesto the skieswith the
intention of using her flame powersfromtheair
whilst The Shrink remainson theroof wherehe
can use his metal powersin safety. Fear stands
therewith one massivefoot on the body of the manand
laughs, saying "That was too easy". Suddenly the man beneath his feet
beginsto grow! Fear goesflying sidewaysaswhereoncelaid their quarry
now standsafull sizeand highly irate TyrannosaurusRex! "Whoops' says
Fear asthe T-Rex lungesforward at her, snapping with it'smassivejaws.
Fear grabsthe beast, whichishalf again astall asher, and triesto grapple
with it.

They stumblebackwardsand Vigilant divesto oneside, break rolling
out of theway and coming up firingwith her Vigilant pistol, theexplosive
rounds bouncing off thethick hide of the T-Rex. Fire Flash fliesin close
and|etsripwith her most powerful flameblastintotheback of LizardMan,
causing himto howl with pain. Lizard Man smashes Fear back away from
him, causing her toland onacar and completely crushit, and turnsto snap
at Fire Flash who swoops up fast into the sky to avoid the crushing jaws
of the T-Rex. Meanwhile, up on the roof, The Shrink triesto administer
apsychic headacheto the beast but ishaving afew problems. He can tell
thatinthisform Lizard Man'sbrain seemsfar morereptileandaientohim

and The Shrink realisesthat it isgoing to takeamoment for him to adjust
to this reptile mindset enough for him to be able to do anything. He just
hopes that the rest of the team can last out long enough.

Down on the street Vigilant shouts out ordersto her two team mates.
Shecan seethe Shrink concentrating up above and hopesthat hecan come
up with the good soon otherwise they might belizard chow very quickly.
Vigilant jumps up onto the roof of the car and unloads another coupl e of
explosiveroundsintoLizard man'shide. Thisseemsonly tohavetheeffect
of making himvery angry and drawing hisattention, whichisrather what
shehoped for. The T-Rex snapsdown at Vigilant as she back flips off the
car and out of harm's way, though the car gets completely totalled. And
then Fire Flash does another quick fly by to flame blast Lizard Man and
fly out of range before he can eat her. The T-Rex bellowswith anger and
alittleconfusion, but theplanseemstohaveworked; Vigilantand FireFlash
have bought their heavy hitter apreciousmoment torecover herself. Fear
getsto her feet and, with immense effort, just about manages to pick up
that car she had wrecked when shefell into it and, with amighty heave,
shesmashesthecar into Lizard Man'sback, staggering the giant beast.
Shethendropsthesmashed vehicleandleapsontothelizard'sback,
raking at it with her giant claws, Lizard Man bellows with
agony and staggersbackwards, smashing Fear intoalamp
post, knocking thelamp post down and shrugging Fear
off hisback. Lizard Man turns quickly towards the
momentarily dazed Fear and opens his mighty
jawsto bite her head off...

"Got it!" Shouts The Shrink with
satisfaction. Hethinksthat heison Lizard
Man'swavelength now and reachesout
with his mind. He grabs the T-Rex's
mindinanironviceandfreezeshim
in place. The Shrink feels that he
will not be able to hold Lizard
Manfor long, but hebuystime

for Fear toroll out of theway
of those might jaws. The
Shrink then releases his

mind control of Lizard
Man, who snaps angrily
at empty air where Fear's
head was a moment ago,
and then The Shrink
unlimbershismental blast.
= Lizard Man staggers
backwardsandbellowsinintense
agony. The air around the villain shimmers and
suddenly Lizard Manturnsintoanormal managain, holdinghis
head in pain.  Obviously hecouldn't maintain hisT-Rex formunder
adirect mental assault. "Down boy" SaysFear assheadministersthecoup
de grace and pummels Lizard Man into the pavement and deep

UNCONSCi OUSNESS.

"Well, thatwasfun" SaysVigilant sarcastically asFireFlashhandcuffs
thevillain. The Shrink, down from the roof, keeps atight mental grip on
Lizard Manincaseheregai nsconsciousnessbut hecantell that thisvillain
hastaken apasting and will beout cold for quiteawell. Whichisprobably
just as well since the team's base doesn't have any facilities to hold a
prisoner. "Good work, team" SaysVigilant as Fear totesthe unconscious
Lizard Man over her giant shoulder "Another fine day at the office".

[J Jade Enterprises




SPOKESMEN SPEAK / NEWS FROM AMERICA

17

News from America

Pornography by Mail?

Bob McLain casts his eye over events in the US and Cyberspace ...

INn1981, Nicky Palmer (now knownasNick Palmer, andwho may eventually
shortenhisnametojustick) triedtopull afast oneonme. Nicky wasplanning
thereleaseof thefirstissueof Flagship; | wasplanningtherel easeof thefirst
issue of PBM Universal. We were titans.

I must have made Nicky nervous because Bob Cook of Adventuresby
Mail warned me that Nicky was asking many questions about PBM
Universal. Bob sent me copies of Nicky's correspondence. Not long
afterward, | received new correspondence, this time from Nicky himself,
offeringtohel pmegather information about European play-by-mail games,
and asking lots of questions about how | intended to run my magazine.

Nicky didn't mention Flagship. Hemust have hoped | would divulgeall

Kerry Harrison, who last year had announced his purchase of Paper
Mayhem, is still listed in the Internic database as the owner of
papermayhem.com, but the domain expired on March 13, 2001, and Kerry
has not paid to renew it. | haven't heard from Kerry in months, but when
| looked for him in the newsgroups, | found a couple of posts in
alt.support.depression.manic. I'm sure those were about a different Kerry
Harrison...

Thereal Kerry Harrison did post amessageto athread entitled'Morally
Ambiguous Works' on February 13.

Hey, bud. Want to havesomefun?Visit http://www.play-by-mail.com,
whereyou will havetheopportunity to 'seethetrue Hollywood whores' and

of my business pay amere$39.95for
secrets(worthabout| . _ P . penis enlargement
25 centsat thetime) . Jf’“‘" T e L ('no pumps or pills).
to a complete B ’ h This site used to
stranger. | had to promote the U.S.
admire him. And I version of
had to get even. DungeonWorld.

| wroteto Ni cky WhenKerry Harrison
and invited him to|.-- (him again!)

join my staff asthe
International Editor
at asalary of $2500
perissue. | told him
not to worry about
Flagship, if he had |
even heard of it, ¢
because | knew of
petition circulating
among the U.S.|
moderators  toj
boycott Flagship®
and discouragetheir customersfrom subscribing toit. | saidthat | owned a
casino in Atlantic City, that play-by-gaming was my only hobby, and that
| had a fortune to spend on PBM Universal.

Two days later, | wrote to Nicky again. In thisletter, | confided that |
had known about Nicky and his involvement with Flagship from the
beginning, and that everything in the original letter was ajoke.

Fortunately, Nicky got thejoke, admitted he had tried to hornswoggle
me, and suggested that weforma'PBM Partnership' between our magazines,
which we did. When Dave Webber heard about it, he started his own
magazine, Paper Mayhem, vowing to publish nothing but articles about
American games by American authors.

And now look at us. Dave Webber is dead, Nicky (Nick!) Palmer is
championing legislationin Parliament to outlaw fox hunts, and I'm theonly
person still writing about American play-by-mail. Who would you rather
be? (Whojust yelled Dave Webber?! ?)

Aslong aswe'reon thetopic of Paper Mayhem, let me put thefinal nail
initscoffin. | asked Elaine Webber, Dave'swidow, what she planned to do
with the magazine, and hereis her reply: "[U]nfortunately, it isfinished. |
havetried onceto keep it going and got burned and am very leery of doing
business with anyone else."

Paper Mayhemisnot finished oneBay, theauctionsite, wherel recently
won 40 issues (afull run from May 1986 through April 1991) for $14.50,
or about 36 cents per issue, less than the postage it originally cost to mail
them.

transferred the U.S.
rights to Rolling
Thunder, | guess he
forgot about the Web
site. If you want to
buy play-by-
mail.com, contact its
proud new owner at
prozz@onebox.com,
and proposition him.
Maybe helll throw in
a free penis

Hetried to pull a ©
fast oneon me...

enlargement.

Pornography in play-by-mail is nothing new. Midnight Gamesused to
distribute a card game of 'bad puns and naked buns' called NinaHartley's
Scandal. But success in the porn industry can at times be as slippery asa
tube of Ms Hartley's anal lube. On January 1, Midnight Games became'a
divisionof Ray Technologies, thenew owner of L egends, andthecard game
isno longer advertised on the site.

| regret toannouncetheforthcoming humiliation of Carol Mulholland
right herein the pages of her own magazine. Carol hasagreed to oppose me
inatwo-player gameof Godfather. M any of you may remember thepopul ar
YouRule! Diary that raninthesepagesseveral yearsago, andthat chronicled
my sweet victory over Nicky Palmer in atwo-player variant of that game.
Carol plansto run asimilar Diary about our game of Godfather. Ever the
diplomat, Nicky wrotemeto say that 'I'm sure Carol will knock the stuffing
out of you...". Sending awoman to do aman'sjob, areyou, Nicky? I'm sure
Carol can do no worse...

My birthday isin May. | can't help but realize that | have more past to
think about, and lessfuture. Onething | don't haveto think about issending
thank-you notes to al my friends in play-by-mail who sent me birthday
cards, becausel didn't get any. | did get afew couponsredeemablefor $39.95
at the play-by-mail.com Web site. Thanks!

Hey, wait aminute...

(c) Copyright 2001 Bob McLain
mclai n@voi cenet.com
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Heroes
of Olynthus

Roleplaying in the Ancient World

Thereare alimited number of placesnow
availablein thisstructured RPG. Game
mechanics are similar to the successful

Chevian Chronicles, though set against the
background world of the acclaimed
Cities of Olynthus.

Start-up is£10, which includes character
design, rules and the Secrets of Sumer
sourcebook. Subsequent turns are £3.00.
Chegues payable to Colin Forbes.

Timewyrm,

9 South View Terrace, Exeter, Devon, EX4 6JF
Tel: 01392 681086 EM:
heroes@timewyr m.fsnet.co.uk
www.ti mewyr m.fsnet.co.uk
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|EISURE GAME

91 Ballards Lane, Finchley, London, N3 1XY
Tel: 020-8346-2327 Fax: 020-8343-3888
E-Mail: shop@leisuregames.com

www.leisuregames.com

Open 6 days week: Mon - Fri 9.30 am to 6.00pm;

Sat 9.00am to 5.30pm

Close to Finchley Central Underground Station (Northern Line)
Mail Order a Speciality: Please send Stamped SAE for list (2
IRC's Overseas).

We are North London's "

most completely stocked
Specialist Games Shop Lo . o>

Full Ranges in stock include: Abacus, ADG, Agents of Gaming, Alderac, Alea,
Amigo, Avalanche, Avalon Hill, Atlas, AWE, Blatz, BTRC, Chameleon Ecclectic,
Chaosium, Chipco, Clash of Arms, Columbia, Critical Hit, Decision, Decipher,
Dream Pod 9, EG Spiele, Euro, FASA, Fiendish, Five Rings, Flying Buffalo,
Gibsons, Gold Seiber, GMT, GR/D, Hans Im Glick, Hasbro, Heartbreaker, Hogshead,
Holistic, ICE, Imperium, Kosmos, Mayfair, Milton Bradley, MMP Navwar, Newbury,
Palladium, Pinnacle, Precedence, Queen, Ravensburger, Rio Grande, FX Schmid,
Standard, Steve Jackson, R Talsorian, Tabletop, Tim Jim, TSR, Victory, Wasteland,
West End, White Wolf, Wizards of the Coast, World Wide Wargames, WRG, XTR,
and many, many more...

Plus: a large range of novels and just about every games related magazine you
can think of.

Why not join our FREE releases update e-mail list, and hear
about all the latest releases as they hit our shelves?

WWW. Leisuregames.com
Please Quote Ref: FLAGO1
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Three

Books

Behind the Throne,

Master and Commander, Northern Lights
CAROL MULHOLLAND gets behind the covers ...

| LOVE reading novels. | like a strong story-line that isn't predictable,
believablecharactersand dial oguethat soundslikereal speech. Asweall do,
right? Of course, not everything which | enjoy will appeal to you, but here
aresometitlesthat just mightinterestyou. Thefirst, atleast, hasaclear PBM
connection...
| ordered Martin Dougherty's Behind the Throne
because | knew Martin's name as a PBMer, and had
heard that he's also written RPG game supplements.
This is his first novel, though others have followed
since. Behind the Throneisset in animaginary world;
it isn't entirely a fantasy novel, however, because
there'snomagicor strangecreaturesinit. Theworldis
amedieval one, whereloyalty and personal honour are
thewatch-wordsbut casual brutality iscommonenough.
The main character is Duke Alvin Rial, decent and
brave, who has the misfortune to arouse his king's
jealousy by hisskill asamilitary leader and from having been the queen's
childhoodfriend. Thekingiswell-meaningbutindecisive, soeasily influenced.
Fosteringtroublebetween Riall and hiskingisthedeviousBaron Terrik, who
plansto seize both the crown and the queen when the time is ripe (cue for
avillainous cackle). The novel doesn't havealot of depth, but what it does
haveisafineset of descriptionsof combat, fromtheduel which getsthebook
off to an exciting start to Terrik's attempted coup at itsend, and with plenty
of battlesin between. It's not a blood-thirsty book, however: peaceis seen
asthedesirableconditionfor anation, andit'swhat all the charactersexcept
Terrik desire, even though the story hasto run its course before peace can
be achieved. Martin Dougherty coaches a university fencing team, and his
understanding of sword-fighting givesanimpressiveauthority tothecombat
hedescribes. Behindthe Thronedoesn't altogether fit my own taste, but may
well matchyours. And I'minterested in going onto seehow Martin handles
a Napoleonic background for hislater novels: | think I'll prefer afamiliar
historical setting.

Speaking of Napoleonicbackgrounds, | first cameacrossPatrick O'Brian's
naval serieswhen thiswas recommended by along-standing PBM friend
(thanks, Andrew). I'vejust finished thefinal one, but obviously it'sbest for
anew reader to start with thefirst, Master and Commander. Thisiswhere
the series' two main characters meet, in 1800, when Jack Aubrey iswaiting
in Minorcafor fresh orders from the Admiralty, and Stephen Maturinisa

Behind the Throne by Martin Dougherty, Highbridge Press, New
York ISBN 0-9678832-0-2 at £15.95 (you'll need to order this one. A
search of www.books.co.uk reveals the best buy to be from
WHSmith.co.uk at £17.10 inc.p&p.).

Master and Commander by Patrick O'Brian, published by Harper
Collins, ISBN 0-00-616626-1 at £7.99.

Norther n Lightsby Philip Pullman, published by ScholasticL tdat 5.99
ISBN 0-59066054-3 at £4.99. Thismay still be available on atwo-for-
£10 deal, whereyou can get the second in the series (The Subtle Knife)
aswell, or try the first of Pullman's Sally Lockhart thrillers, The Ruby
in the Smoke.

penniless doctor who's got himself stranded there. Their first encounter is
unfriendly, but Jack is given hislonged-for promotion and offers Stephen
the post of ship's surgeon. Much of the interest of the series lies in the
contrast between these two men, as they voyage together. But oops, |
mustn't risk sounding girlie by talking about the books' characters. There's
plenty of action, too. The description of naval battles in the whole series
seemsexcellent to me because| canfollow what'shappening - well, almost
- inall the dangerous complexity of naval warfarein the days of sail. Asa
picture of lifein the navy during the Napoleonic wars, the novelsall seem
well researched, withmuch of thedetail drawnfromdiariesand | ettersof that
period. And O'Brian is the only historical novelist | know who is able to
capture the authentic speech of a period. The stories don't just describe
warfare: there are voyages to distant lands, Stephen's interest in natural
history, his work as a spy and Jack's tendency to plunge into difficulties
whileat home. All thiswithasharp dash of humour, too. If youenjoy Master
and Commander, you'realucky reader, asyou have thewhole series ahead
of you.

But maybe this doesn't sound your sort of book? Here's something
different again, a fantasy recommendation. | know it's risky of me to
recommend abook which appearsintheOlder Children section of my local
bookshop, but | promise it's good adult reading too. Philip Pullman's
Northern Lights beginsin the Oxford of an alternative universe, wherethe
Churchholdssway, but where everyone (except for afew unfortunates) has
acompanion which islike adaemon or an external soul, and which settles
permanently into the form of an appropriate animal as people reach
adulthood. The main character, Lyra, isknown by the adults around her to
haveaspecial destiny ahead, but she'sonly achildwhenthestory startsand
she hasto discover thisdestiny for herself, painfully. No, honest, thisisn't
alittle-girl+cuddly-pet novel : thereareserioushorrorsaheadfor Lyra, which
includemurder, sacrifice, aruthlessfather and anappallingmother. Thestory
movesat arapid pace, and the background setting of alifewhich resembles
our own but which still differsgreatly fromitismuch more plausible than
most fantasy fare. Not all of thenovel'smysteriesaresolved at itsscary end.
Y es, thisis partly because there are two more books following on, but it's
a so because some of the questions Pullmanraisesdon't have easy answers.
I've enjoyed the second volume (though not quite as much asthefirst) and
will buy thethird to read as soon asit comesout in paperback, but basically
I'm happy to value Northern Lightsjust asitself. After all, mysteriesare at
their most enthralling while they're mysterious.

All thebooksare convincingintheir different ways. Behind the Throne
isstrong onthedetail sof combat without gloating over blood-shed; Master
and Commander combinesconvincing characterisationand historical detail;
Northern Lights has avivid fantasy background.

Of course, reading anovel istotaly different from playing agame, so
| won't try to argue that Behind the Throne seems closest to an empire-
buildingwargame, or that theO'Brian seriesislikeacontinuingrangeof finite
wargames, or that Northern Lights resembl es an RPG where abackground
plotisunfolding and playersneedtointerveneinthis. Thetwo mediumsare
very different. | just hope you'll enjoy your reading.

[1f you'd like to contribute a non-PBM review for this series - about
books, boardgames, computer games, films, whatever - do get in touch!]
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EXPLORER'S FINDINGS - STARFLEET WARLORD

StarFleet Warlord

The Death of a Warlord

PAUL WEST leads his PSlI Corporation onwards, upwards, and...

THE YEAR was Y175. | had just been awarded Sector #29 in the D11
quadrant of the Greater Magellanic Cloud. Thereweremany cel ebrationsat
our Home Office as the PSI Corporation began its quest to achieve
domination of this quadrant. It was a goa shared by at least thirty other
Corporations, so our work was definitely cut out for us.

Our first year was hectic. We built four Branch Offices (Warp Gates)
and purchased several small shipsfor early explorationand scouting efforts.
Thesewereprovided fromold stockpilesof shipsfromthe Galactic Powers,
and included a Federation Express, Orion Free Traitor, Federation Police
Cutter, Hydran Scout and several others. Though these ancient vesselsare
of little use in today's galaxy, they were quite helpful to our young
Corporation, and we're sure the Powers were happy to be rid of them.

... Our first year was hectic ...

Inour initia buys, we used up al our wealth except for 99 economic
points(EPs), but knew wewould receiveour firstincome checksbeforewe
would need more ships. The Council aso kindly provided us with a base
stationonour new Home Office, whichtook careof scanning our initial sector
for us. As we mapped out the location of key sites, we aso found that a
foreign entity was roaming our sector. Considering the known distance to
other Corporations, we assumed this would be a space monster.
TheGalactic Council warned usthat therewoul d beno prospecting allowed
intheD11 quadrant, but that each site produced doubl etheexpectedincome.
Thisforcedustoadjust someof ourinitial strategies, andwedecidedtofocus
on scanning adjacent sectors as quickly as possible. With that in mind, we
would outfit our ships and send them to our sector and start accumulating
sitesthat would add to our income. Wewere young, dumb and full of gum,
and we were looking forward to our foray into the great unknown.

As we prepared, we sent messages to our neighbors with offers to
negotiate bordersand treaties. We hoped that wewoul d get responses soon,
as we have learned that early communication has been helpful in other
Quadrants. To further aid these efforts, we subscribed to therel atively new
Galactic Bulletin magazine, and found out that this Quadrant was already
gearing up for atremendouswar: two Corporations (Confederate Navy and
Vengeance Inc) held a grudge against each other and were going to use
Quadrant D11 to resolve their differences. Everyone was warned that we
could be engulfed in this conflict, and that sideswere being chosen early.

Among my staff | employed several officerswho had worked previously
onsuccessful paramilitary contractswith ConfederateNavy. Our relationship
with this Corporation was therefore excellent, while we knew little of
Vengeancel ncorporated. ConfederateNavy isal sogenerally recognized as
the most successful Corporation in the Greater Magellanic Cloud, owning
at least five Quadrantsthat we know of . Our path seemed clear, but for now
we kept our options open.

Year 176 - Diplomatic ventures and a helpful alien

SarFleet Warlord at a glance

A science fiction wargame from Pagoda Games. Startup is £5, with
further turns at £3 each.

Wehadagoodyear. Wecapturedtwositesearly on, twomoreseveral months
later, and afifthevenaswewereclosing our fiscal books. Nextyear'sincome
statement put us well in the black.

Indiplomaticcircles, wewerewarnedthat theV engeancelnc Corporation
wasadjacent tousandthat they considered PSI anenemy, sowecoul d expect
conflictalmostimmediately. Armedwiththisinformation, wedecidedtolist
our primary ship raceswith the Galactic Council asLDR, Orionand Lyran,
which would give us the ability to produce ships optimized for offense
(Crion) or defense (Lyran/LDR) as needed. We then changed our combat
training tactic for all shipsin our Corporation to Overrun for offense and
defense. Thiswould allow usto make the best use of thegating phasersand
ESGs that would be aboard most of our ships.

At the start of the year we had only our leftover funds from theinitia
outlay and what the Home Office produced, so we didn't have alot of EPs
to spend. Weused thispaltry sumto acquirefour small Orion ships. Orions
canalter their option mountsto variousconfigurations, whichwould permit
us to use them for scouts early on and then switch to a combat-oriented
mission later.

During the middle of the year, a strange alien approached our Home
Officeand offered to refit all of our shipsfor extraspeed. Thiswould cost
15% of each ship'svaluein EPs, which doesn't sound like much, but wasa
significant expenseat thisstage. After much debating, weagreedtothisdeal .
The extra speed for our ships and warp gates would be well worth it later
on. We only wished hewould stick around permanently, but he advised us
hewould only beavailablethisyear, after which hewould moveonto other
customers.

We also accessed the Galactic Council and found out that Warp Gates
werethemost purchased ship- 30inall! That meant WG pricesinthefuture
would be insane. We'd probably be stuck with only the four we had at
present, which would have to be enough.

...It was an Energy Monster!..

Our Corporation received amessagefromtheBGWG Corpin sector 09
(wewerein 29, so they were two sectorsto our west) that they would like
to talk alliance! Things were starting at a good pace. We also received a
messagefrom Confederate Navy stating that V engeancewastwo sectorsto
our east (sector 49) and that he considered our sector asabattleground. We
resolved to learn the truth of this before throwing our weight behind either
of the two warring Corps.

Wedidn't havetowaitlong. Almost aswedisconnected thevidcomwith
CN, wereceivedacall fromthesupremecommander of Vengeancel ncstating
Confederate Navy was in charge of not one but three corporations!
V engeanceal sowarned usthat Confederate Navy isnot abovebackstabbing
theiralies. Frankly, thisworriedus. Itisgeneral ly not good businesspractice
to begin the negotiations by venting against someone else. VVengeance Inc
seemed like abad risk.

After some debate, we decided Confederate Navy would be the better
choiceasanally. Weresponded inwriting to thiseffect, and explained that
PSI will not turn their back on their alies. Confederate Navy was a strong
Corporation who had always helped out PSI in other interests. We aso
statedinthe Galactic Bulletin that PSI wasnot accepting any moreinquiries
regarding turning on Confederate Navy.

Later we found out that our statement made us alot of enemies.
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Year 177 - A space monster and a danger ous neighbour

Thanks to our alien benefactor, we had our whole fleet refitted for extra
speed, so we were hoping that this year we would take some new sites.
Because of thisexpense, wecould only purchasetwo small civilianvessels,
but the greater speed was sure to pay dividends later.

During our movementsearly intheyear, wetried to takeanew site, but
the alien entity in our sector was there. It was an Energy Monster! Our
combat computers accessed the database on such creatures and learned its
strength was far more than our two ships (the Federation Police Cutter and
acouple of small freighters) could handle. Our captains wisely decided to
retreat.

IntheGalacticBulletin, weweretoldthat Vengeancelncand Magellanic
Research (whowastwo sectorsto our south) wereinleaguetogether. While
this was cause for concern, we were aso told that Planet Catchers (two
sectorsnorth of us) wasnofriend of Vengeance. Based onthisinformation,
our Strategic Command decided that it would be best to fortify to the south
(to block Magellanic Research advances) and attack sector 39, which was
between Vengeance Inc and ourselves. We would then carry the fight to
Vengeance.

Upon further digging through Council records, we found out that
Vengeancehad conquered at | east four Quadrantsinthepast and wasagresatly
feared Warlord. We knew that our chances for survival were not on the
positive side. On top of that there was rumblings in the Cloud that
Confederate Navy was going to give up the two extra sectors they were
managingandthat other Warlordsweregoingtoreplacethem. Wehad mixed
feelingsatfirst. ConfederateNavy hadtold usthat V engeancewashistotake
out, but if hissector changed owners, wewould beleft on our owntodefend
our borders. Y et the thought of testing our mettle against aproven Warlord
likeVengeancemadeusall very excited.

Year 178 - Some advances
We started the year by upgrading our base station to a battle station and

assigningal egendary Scienceofficer tothesite. Thiswouldearnusour first
special scanning order, which we could use for any of a number of
information-gathering purposes.

Still lacking our sector bonus thanks to the Energy Monster, we were
low on cash and bought only three ships. These were more Orions, which
we preferred at this early stage for their mission variety. Our scouts made
sector scansof sector 19 and sector 39, expanding our potential territory by
300%. Weweresuccessful incapturingthreemoresites, but theoverzeal ous
captain of our Light Raider decided to attack the Energy Monster that was
terrorizing our sector. Though things looked good early in the battle, the
monster provedtootoughfor hisship'ssmall hull, whichwasdestroyedwith
nosurvivors. Ontop of that, our base scannersbrokedown early intheyear,
so we had to do without tactical scans while waiting for spare parts.

Itwasavery quiet year on thediplomatic front. Reportswere being put
inthat Confederate Navy had indeed dropped thetwo extrasectorsand that
Vengeance was aching to pick afight. Again, subspace messages camein
asking usto turn on Confederate Navy and get him out of the Quadrant. Our
response was our most serious: We will not turn on our allies, and do not
contact us about this any more!

We considered that maybe we should alter our tactics after the great
Warlord hero, Braineater, and goinall directions. But thiswasvoted down,
as Vengeance would need our full concentration if we were to stand any
chance of surviving in this quadrant.

Thewar of wordsheated up between V engeanceand ConfederateNavy
and sideswerebeing drawn. Thisquadrant waslikebeinginaMobwar - to
survive you had to join one side or the other. Confederate Navy contacted
me stating that my sector would be caught in the middle of the battle. All
of Confederate Navy'salliesand friends started to speak up for him, which
made us satisfied with our decision. However, thewar of words continued
anditwasstartingto get very nasty. We continued monitoring themessages
and hoping that we could see signs of either side backing down. But it just

got worse... FLAGE L

WAR of the DARK GOD
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SPOKESMEN SPEAK - SPORTS NEWS

Sports News

CHRIS DICKSON takes his regular look at sports PBM ...

THE DICKSON family recently enjoyed a glorious day at the port of
Whitby: not a cloud in the sky, a gentle breeze and pleasantly warm
temperature. We concluded that that was thisyear's spring and soit'stime
for yet another damp, overcast English summer. Talking of damp, overcast
summers, | haven't looked at theworld of PBM cricket gamesfor acouple
of years, so here's around-up of the state of the art.

Many of the most prominent sports games in the country come from
thepartnership of Danny McConnell'sAb I nitio Gamesand Peter Cal craft's
Software Simulations; Run Chase, Software Simulations' one-day cricket
game, carrieson strongly withadozen gamescurrently in progress. Y ou act
ascoach of asquad of 24 playersand pick afirst eleven eachweek, aiming
to select a style of play which uses your
players strengths and takes advantage of
your opponents’ weaknesses.

Y oua sohavethedecisionastowhether
your playersshouldbat inanaggressiveor
defensive fashion; aggressive play
generatesrunsmorequickly but, asever,
increasestherisk of your playersbeing
given out. The standing orders you
supply will be interpreted over by
over inorder to work out how your
team should play. Y ou may want
tochangeyour batting or bowling
line-upif thesituationrequiresit.

The squad management
aspect of the game is detailed as
wadll; thereareanumber of different
sourcesfromwhich you canlook
for fresh talent, or you can coach
your squad so that their abilities
improve, but you need to balance
players spirallingwagedemands
withyour tight budget. At theend
of the season, younger players
who have shown good form may
realise more of their potential,
whereas older players may wane
inthetwilight of their careers.

Thegame'sstructurehasthree
divisionseach of six teams; you play each teamin your division homeand
away for aten-game season before promotion or relegation. Asabonus, the
computer selects eleven of the players in your squad who haven't been
selectedfor thefirst eleven matchtoplay inasecond eleven match eachweek
aswell.

Alternatively, if you've always criticised the England selectors for
pickingapoor side, aninternational format gameexistswhereyou pick from
thecricketing wealth of anentirecountry inglobal competition; thereareno
transfersbetween teams (peopledon't often changenationality overnight!),
nor arethere second eleven matches.

Turnsarescheduled for alternateweeks. Turnfeesarethree pounds, but
al0%discountisofferedif youbuy ablock of ten, or a20% discount if you
buy ablock of twenty. Playersfrom outsidethe UK are madewel come, but
specia arrangementsfor sending andreceivingordersraisethecosts. Y ou'll
find GM Software Simulations detailsin Galactic View.

Unfortunately, it seemsthat their 'fantasy cricket' game, Cricket Stats,
isnolonger available- ashame, asthismeanstheonly fantasy cricket games
left are the newspaper ones.

Run Chaseonly simul atesoneof thetwomajor formsof cricket, theone-
day, limited-oversgame. Thenext cricket game, Ultimate Test, restrictsitsel f
to the other version, the traditional five-day, four-inning international test
match.

Mark L abbett gave acomprehensive review of the gamein issue 88 of
Flagship, so | will summarise. Y ou act as manager and coach in aone-man
game, guiding an England team of your choice against arival Test match
country such as New Zealand or the West Indies. The game is played in
chunksof betweentenandthirty overs; your ordersarecompl etely freeform
andtypically seeyou  describinghow youwant your bowlersor batsmen
to behave in the short-term future.

Mark'sconclusionswerethat thegamewas
intricately detailed, extremely well thought out
andimmaculately GM'd by Simon Williams, but
that thelack of interaction between you and any
other player (for each player takes part in their
own little game universe) meant that this had
limited appeal, being primarily restricted to deep
thinkerswhowantto pittheir witsinconsiderable
depth against acricket enthusiast GM. That isn't
abadthing, of course- if youfitthebill, you'll be
on your way to GV aready.

Spellbinder announced The Willow Game
aroundayear andahalf ago, whichsmulates
the English inter-county competitions,
bothinone-day limited-over matchesand
thelonger county championshipgames.
Paul Appleby gavefavourabl efeedback
inRumoursfromtheFrontinissue8s,
praisingthegamefor thecommitment
and effort shown by the GM and
enjoying the atmosphere built up
by playerswho care about building
upaleagueof entertainingly themed
teams.
The rules stretch to just five and a half
pages, but the turn fee is relatively low for a
professionally run game at under £2 a turn. Paul
didn'tfind that being new to sportsgameshindered his
enjoyment, so thismight be anideal relatively-small
gametoplay. Asever, Galactic View will tell you costsand contact details.
[We'verecently heard from Paul that it'sawhilesincehe'shad aturnin The
Willow Game, so check thegameisstill running beforetryingtojoinit - CJ

There are also anumber of amateur postal cricket gamesrun as 'zines,
or sometimesasgameswithin'zines. | don't meantodismissthemfor | have
enjoyed many 'zinesover theyearsandfind that agood 'zineeditor can make
eventhesimplest gamealot of funto play, but barring further information,
I canonly giveyouanumber of namechecksanddirect youto GalacticView.
I haven't heard anythingto suggest that any of GeorgeFoot'sLongLeg, Mike
Benyon'sOver theBoundary or theDaveCarter'suntitled cricket gamearen't
all still running.

However, probably bigger thanall of theseput together isUItraCricket,
which can strictly only be played by e-mail; you can get all thedetailsfrom
the http://www.ultra-sports.com/Cricket web site. Currently the game
universe consists of five parallel conferences, each containing eighteen
divisionsof twelveteams; moderator Tim Astley estimatesthat only around
200 of those 1080 teams are free for takeover, the othersall being taken up
by loyal players.
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The game is based around players e-mailing programmed ordersin a
complicated quasi-English format. Orders include team selection, the
circumstances in which the selected line-up will be re-ordered, batting
tactics, declaration circumstances, fiel ding tacticsand bowling tactics. Each
week, your side typicaly takes part in one test match and two one-day
international matches; you also have the opportunity to train players and
draft three newcomers at the end of each season.

Players are rated for batting skill, batting aggression, bowling skill,
bowling economy, fielding skill, ability to bowl! each of the
three fundamental types of delivery (fast, swing and seam), particular
batting ability when facing each of thosethreetypesof delivery, age, health
and form. On top of those, it's possible for players to have specia
characteristics such as captaincy, wicket-keeping and | eft-
handedness.

Thearray of competitionsinwhich you participateisasbewildering as
thedetail inwhich playersaredescribed; each conferencehasasuper league,
four parallel sets of four-division leagues and a league dedicated to new
players. Y our season consists of eleven matches, one against the other five
teams in your division, plus a five-match promotion and relegation mini-
season which determines whether you are promoted or relegated, possibly
by two divisions. The way this is calculated looks both impressive and
fearsome.

On top of that, there is a 'knockabout' cup run by the 'Swiss system
tournament' principlesmost commonly seenin chesstournaments; think of
it asaknockout cup where, if you lose, you aren't eliminated, but you carry
on in the competition, disqualified from the overall championship but
continuing to face opposition with similar success records to yourself in
order to find out in which position you finish.

A truly impressive play-by-e-mail game, similar in complexity to the
Electronic Football L eague EFL gamesthat arementioned herefromtimeto

time. | recogni sesomeof thenameswho play asexperienced PBM old hands,
whichgivesagoodimpression; however, | alsorecognisethemascomputer
programmers, which is probably an accurate assessment of the mentality
requiredinorder tobefully abletocopewiththeartificial natureof theorder
input system.

Play isfree, but you canjoin entirely optional clubs about the game at
areal-world cost - these clubs permit you to run more than oneteamin the
game, toreceivedi scountson accompanying softwarepackages, toparticipate
inadditional dedicatedinter-conferencecompetitionsandtoreceivecertain
statistical information through your e-mail rather than having to look it up
on the web site. The costs involved here are modest, in the low tens of
Australian dollars per year. | get the impression that most of the payment
ismadeto thank Tim for devel oping such anintricate piece of softwareand
keeping the game running. High praiseindeed!

So those are the options available in the cricket world at the moment.
We also have some postal football game news: Pete Burrows reports that
histwo United-based games, Top of theL eagueand Puma, arestill goingvery
strong, beginning their fifteenth and fourteenth seasons respectively. Few
gameswill be older than that.

One of them may be Soccer Star, whose history can be traced back as
far as1986 - aproud boast indeed. Jonathan Housden adverti sesthisspecial
offer: startupand twoturnsinthepopular postal football management game
arefree; a so, Flagshi preadersmentioning thiscolumnwill haveany money
they send infor game credit doubled. This offer islimited to adoubling of
£2.501t0 £5, sufficient to pay for an entire season at once, and | imaginethat
Jonathan wouldn't be too impressed if you try to take advantage of it after
theend of summer. Thanks, Jonathan - soundslike an offer worth trying to
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FLAGSHIP AT PLAY - THE DISPLACEMENT ENGINE

The Displacement Engine

A trial game ...

WE'RE STARTING The Displacement Engine as an experiment.
Occasionally, readerssuggest that weshould rungamesinFlagship, but with
such ahuge range of gamesit's hard to decide what would be best for this
purpose. What we'rel ooking for aregamesthat anyonecanjoininatany time,
and which will be interesting to read about each turn even for people who
aren't playing. Not so easy, en?

The Displacement Engine is a narrative game of time-travel, and the
cunning planistorunit asatria for 3-5issues. It'll take up around apage

eachtime. Youcanall takepartinit, orwell discontinueitif youdisike [——

TR

it. /
The GM's decisions will be based on the majority of your //*

choices, reserving the right to nip and tuck as appropriate. Other [_L‘ ‘%

moderatorsareinvited to have ago at running agame of their
own design when The Displacement
Enginehasfinished.

The Background ¢

Theyear is1850. Ontheedge of "
Hampstead Heath, behind a high stone
wall, the stout yellow bricks of alarge
new housegleamfitfully intheLondon
fog.

Inside, asmall group of peoplehas
gathered. Althoughthey don'tall know
eachother, all areconcerned aboutthe
owner of the house, Sir Rawley
Withycombe. Some have been
summoned by brief letters
fromWithycombehimsalf,
some have arrived on
officid business,someare
present on flimsy excuses out of plain curiosity.

Yesterday, 24th March, Sir Rawley should have delivered a paper
entitled 'A Significant Advance in the Practicalities of the Withycombe
Displacement Theory' tothe Royal Theoretical Society. Thiswasexpected
to be controversial, since few of the Society's members have accepted the
Withycombe Displacement Theory itself.

But henever appeared at themeeting. | ndeed, he seemsto havevanished
altogether.

Followingatrail of scuff-marksand sawdust, thegroupwandersthrough
thepaper-strewnlibrary andthen out againintowhat inany other largehouse
would be a yard with the carriage block and stables. Here, however, the
stables have padlocked doors with grills, through which can be glimpsed
sealed casks, coal, sheets of glass, sacks and piping.

On, tothecarriageblock. Theservant, Tennant, confirmsthat thisisSir
Rawley's private laboratory. Opening the door easily, they call out and
glance anxiously around inside for Withycombe himself, perhapsfallento
thefloor or collapsedinacorner. No, no sign of him behind thelong central
table, or near the stove, or besidethe packing cases heaped at one end of the
room, or among various bundlesclustered at the other. Then ahush fallsas
they take in their surroundings.

Thelarge stone-flagged room seemsto haveabusy, independent life of
itsown. It contains arrays of glass vials, banks of charts and complicated
but mysterious machinery with brass dials and levers mounted on
interconnected metal pipes. Some parts steam, bubble and hum. A faintly
acidicsmell lingersintheair. Nearby, there'saring-shaped metal grooveset
intothefloor. Closetothis, there'sastrange metal carriagewith many small
wheels, standinginasimilar groove. Thecarriageisstrongly constructed, out

of grey steel, andinsideit brassdials, leversandalargeclock facearemounted

on interconnected metal pipes. They press forward, wondering what this

carriageisfor, except for Joseph Rouncewell and Silas Trimmer, who cry
out, 'That's it! That's the Displacement Engine! Made of brass and steel
layered together, gentlemen - a revolutionary process of untold benefit!

Withycombe calls it electro-plating..." 'Yes, that's it! The wondrous

Displacement Engine! Rouncewel | and Trimmer scrambleeagerly intothe

carriage, with the others.

Alas, whether by accident or design, someone asks, 'What's this?
and pulls atempting lever.
The carriage spins and judders. A

#\ flickeringgrey misttakesitsplace. The

[¥-l_ carriagehasvanished.

I ...The air buzzes and hums in the
suddenly empty room... Shadows
form... Becomestrangely human... A
sharp, twangingvoiceringsout, 'Grit!
We mussed 'um - let's sort
backfurther...' ... and the Shadows

fade.. ... Andisthat Something Else
taking shape? Glittering eyes, sharp
white teeth... No, surely, it was just
atrick of thelight... Anyway, if it was
really here, it'sgone now...

The Characters

Sir Rawley'snephew andheir,
==, Adolphus Withycombe,
s aged 22.
‘ Sir Rawley'snieceand Adolphus'scousin,

Patience Withycombe, aged 19.

Thelocal vicar, the Reverend Horatio Percy, aged 41.
Joseph Rouncewell, afellow-scientist and admirer of Sir Rawley, aged 50.
Silas Trimmer, astudent of mathematics, aged 23.
Charles Tennant, Sir Rawley's man-servant, aged 29.
Benjamin Garland, apolice constable, aged 37.

What todo...

Choose one of these characters (or more, if you wish), and:

1 Provide brief details of hisor her appearance,

2 His/her explanation for being at Withycombe Villa,

3 Any hidden agendathe character may have (optional),

4 Onetalent and one disadvantage the character may have (optional).

Now, let's get the story moving:

5 Specify one useful or mysterious item to be carried by one character
(keep this appropriate for the period).

6 Which of these charactersis most likely to lead the others?

7 Who ismost likely to perish, and why?

8 Towhich of the following time periods should the Engine head?
(1) 50BC, (ii) 150AD, (iii) 1450, (iv) 1650, (v)1750, (vi) 1950, (vii) 2050

9 Referringtotheillustration, one character may suggest how to usethe
control panel: theGM will takeany plausablesuggestion onboard - feel
freel

10 Would you prefer thistrial game to end next issue?
(i) Yes, (ii) No.

Replies to Flagship, by June 15th please!

[This game is very loosely adapted from one previously run by Time Patterns.]
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Assyrian Protest
Sleeping wolves should be left asleep. But | have been woken up by the
Assyrids End scribe in issue 90. Assyria's End encouraged players to be
brutal viathe Ferocity/Reputation list. Y ou were encouraged to read about
the Assyrians. This| did, and chose to follow the God of Destruction and
Death (no shock toanyonewhoknowsmel!). If | caught thesavage, bragging
natureof the Assyrians, thenl ampleased. AsRab Shage, theleading general
rather than theking and princes, | had to maintain my reputation. So when
acity defied me it was shown the darker, bloody side of my character.

The account was written up in the newsletter. Thiswas taken directly
from my turns. | did not ask for it to be published and | did not object to it
being published. Thefirst| knew of any 'distaste/disquiet' fromother players
waswhenl readitinlater newd etters. The GM/Editor takesfull responsibility
for the newsletter content. | for onedid not need an audience aswas hinted.
In fact, because | roleplay my characters, | told the GM at my startup that
if he thought | wastoo violent | would tone it down. No such request was
ever made.

| am sorry | cannot be a fluffy white bunny. This was because the
Assyrians were wolves amongst the sheep. Do | ook over my shoulder in
future games? When | slaughter cattle for supplies, should | ask the GM if
there are any vegans playing who might find that distressing?

Roleplaying real people of different races and religions allows you
greater insightsinto present day problems. For example, somemight object
tomy playing aslaver becauseslavery waswrong- 'was, it till existstoday
in countries around the globe.

I havenever apol ogised for my charactersin-gameactions, and never will.
My advice for the easily upset is to avoid games that might offend your
delicatenatures.

Name Supplied to Editor

[I've decided not to publish the writer's name, because of the restrictions
within the game, but he's a respected PBMer. The question of in-game
behaviour isaninterestingtopicfor PBM playingeneral,andwe'll wel come
further comments on this- C]

Better betting?
I'm still abit worried about the cash prizes offered by Reality Racing. The
paragraphs quoted by Chris Dickson contain no referenceto cash prizes: is
everything above board?

A Bold

Leavingafirm, part 3
I had my falling-out with Spellbinder along time ago.

| wasplayingintheir first gameof Spiral Arm, and wassomeway inthe
lead. That meant | had alonger printout than anyoneel se, and thiswascausing
two problems - the turn weighed more than the limit for abasic stamp, and
theenvel opesthey wereusingwereburstingintransit. | wasgettingmy turns
late and with requests for postage due, and | could never
be sure whether enclosed diplos were getting lost.

Despite repeated requests Spellbinder refused to acknowledge either

problem. Seems to me that posting the turns to you properly is a fairly
fundamental requirement for aPBM firm ...

Andrew Barton
[ Yes, thoughifthishappenedalongtimeago, it may havegot sortedsince...]

| am writing to further add to the Spellbinder Debate that is raging at the
moment.

Whilst | agreewithalot of what issaid | have some problemswith some
of thewritersfromlastissue, particularly Mr Hann. Heaccuses Spellbinder
of being petul ant and childish and then proceedsto display exactly thesame
attitude towards them. Boycotting a company or trying to organize one
would not only be petulant, it would be potentialy legally dangerous for
Flagship, and could split what is already a small hobby down the middle.

I am well aware of the problems with Spellbinder, having in the past
played two of their games. They arenot mediocreat all, and areinfact some
of thebest gamesyouwill findintheir respectiveareas. Credit where credit
is due surely Mr Hann?

However the problem at Spellbinder is GM Chris Dempsey's attitude,
whichisgeneraly oneof 'The customer isalwayswrong'. Quitesimply he
istooirritableto beinacustomer servicelike PBM. That said, heisn't abad
blokeat all. He'samusing and does have an excellent sense of humour. But
dealingswith the public isnot astrong point. Theissue of return of money
isobviously onewhichdeservessomelegal challenge, soweknow wherewe
all stand. After al, inaflimsy hobby like PBM, how often haveweall been
ingamesthat have disappeared or gradually goneunder. Moreto the point,
most of the PBM companiesregularly break thelaw by providing addresses
of playersto other players, and even sales companies! Let him without sin
cast the first stone, as they say.

So to sum up, let'stakethingsalittle calmer here. Y esthere areissues
raised of importancehere, but don't | et thiscloud other things. A good PBM
gameisagood PBM game. Y ou just haveto decide what you are prepared
to put up with and how much money you will pay in advance to play it.

Stephen Taylor

I'vedoneabrief check ontheinternet to seeif the'norefunds policy islegal,
asl'mnolawyer. | haven't been abletofind anything definite, astherearen't
many things that you pay for before you receive the goods. Mail order is
probably closest, but you only send money to cover the cost of the goods,
and there's guaranteesfor quality etc, so you can return faulty productsfor
arefund. | don't think game turns could be declared faulty though, as the
player has input too, and mistakes can arise from orders written badly,
although some games can identify a 'bad' order at input, which can be
corrected either by player or GM before results are printed.

In this case, | think Spellbinder are going to cause problems for
themselvesin that players who decide to stay with the company are going
to be unlikely to send in large sums of money in case they can't reclaimit,
which surely will lead to more admin. work at the expense of time spent
inputting and running games. | don't think thistaleisgoing to have ahappy
ending, somehow.

Asan additional point, we have all heard of the mail order companies
who try to get you signed up by sending stuff and you've got to send it back
if youdon'twantit. Well, | waswondering if aplayer isin creditisthe GM
justifiedin continuing to send turnsout until creditisused up?1 know some
GMsallow playerstogointonegativecredit occasionally too, onthegrounds
that acheque'sontheway later, but if agameisinteractive (theplayer sends
orders) then surely whentheplayer stopsplaying, credit should berefunded
or the outstanding deficit settled? | think the problem legally, isthat there
isno contract signed by GM and player at gamestart, so GMsoccasionally
fold, and playersfrequently dropgamesdepending on personal circumstances.
Besides, you couldn't expect aplayer to agreeto play an open-ended game
forever,(DungeonWorld or Monster Island are examples) but those games
aredesignedfor playerstocomeand goasthey wish. | still can't seeany easy
answer, especialy for Jim, unless someone in the UK could take up the
matter on his behalf.

Of course, this could cost morethan the claim isworth, soit's down to
amatter of ethics, right?

BruceEdwards
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Inissue 90's Mighty Pen you asked if refusal to refund credit was legal. |
checkedwithalawyer friend and her answer was: It depends. If itwasclearly
spelledoutintheinitial termsand conditionswhentheplayer signedup, then
althoughit might bereprehensible, it would belegal, but not good business.
If, however, there was no such provision then the funds are considered a
payment on account for future servicesto berendered. In that case, failure
torestituteall the unused fundsupon failureto provide satisfactory service
wouldbeactionable. (Whendonefor sufficiently largesums, the Fraud Squad
becomes involved. | suspect that doesn't apply to PBM...) Again, if there
is no clause up front the company cannot deduct anything for 'expenses
when making arefund.

Sometimes PBM companiesforget that they are subject to thelaw just
like any other company: they assume that just because this is a hobby,
they're allowed to change or ignoretherules.

They're not.

Gavin Wynford-Jones

Silent GMs
[ Patrick Gleeson'sletter last issuereported that two of the GMshehad asked
for information about their games hadn't replied to him.]

When GM sattack mewiththeir famoussilence, or continuously broken
promises(‘you'll hear very soon..."), | mail themtwonormal letters. If there's
still noreaction, then | changeto registered | etters: politerequestsfor info,
with copiesof thepreviousletters, includingan SAE and an optiona priority
sticker. Most GMs do react promptly after the first registered |etter, with
theusual 'your first | etter went missinginthemail, blah, blah, blah.". But the
more aggressive ones do carry on with their silence.

Registered |etters are more expensive, but it seemsthat there'sa pot of
gold at the other end of the rainbow, too. Mailing aregistered letter herein
Belgium costs me about £3 or £4 in stamps. When aGM plays dead, | ask
the post office to track my missing letter(s) down. Every timethe UK side
doesn't react to my enquiries, forwarded to their mail service, | receive a
standard compensation of about 1000 Bel gianfrancs(£14) for eachmissing
onefrom the Belgian Mail.

Andthe pot of goldisnot theonly thing - it hasalovely glow, too. | see
thismethod as a sort of healthy self-defence: no feelings of powerlessness
against that aggressi ve sabotage of my hobby life, or themisdirection of my
spare time and money.

It'staken meavery longtimebefore| had the courageto defend myself
against aggressiveGMss, but now | won't allow suchintrusionstotakeplace.
| throw them out through my door ‘with soft soap on their bellies' (so much
thefaster and somuchthefurther they slide). | don't needthat rubbishinside
my private lifel

Willy Deconinck

How to improve Flagship
I know Flagshiprevolvesaround PBM, whichisgreat, but why notintroduce
afew regular features to catch your readers other interests?

Other magazines put a lot of effort into covering fashion, cookery,
gardening and royalty.

How's about an article, for instance, on which T-shirtsare most likely
to pull the birds? And has the anorak been ousted by the kagoul ? We need
to know!

Or a consumer test to find a Flagship-recommended frozen pizza?

Or apushto market something morefantasy-oriented for gardenersthan
the standard gnome? (The window-box brigade shouldn't beignored.)

No problem, surely, reroyal news: there'splenty of kingsand emperors
in PBM.

I'msureyou'll find that these suggestions of minestrikean enthusiastic
chord with Flagship readers!

M J Sharp
[ Gosh, thanks, it takesa geniusto spot theobvious! We'll certainly consider
your suggestions, but meanwhile can helpfully reply: black; only in the
summer; avoidall frozen pizzas, though switchingto saladsisabit extreme.
| rather fancy arecumbent marbleorcfor themiddleof thelawn, myself, as
aclassyway toreducetheamount of mowing, whilewindow-box gardeners

who specialisein ornamental toadstoolswill impressall; plasticisfineas
longasthey'rewel I-secured. Our reviewscanbeguaranteedtoincludenews
of royalty, wherever possible...]

PBM Porridge

I'm playing in agame at present where a stand-by position has been taken
up by someoneresiding at Her Majesty's Pleasure. This doesn't bother me
intheleast, but | know of one player whoisseriously considering dropping
because he doesn't like the idea of his name and address being availableto
someonewhoisin prison for an unspecified crime. "What if | annoy himin
game?"' is apparently the worry.

Personally | think thisattitudeisapalling, but do GM sactually haveany
responsibilitiesinasituation likethis?1'd beinterestedin hearingiif anyone
hashad similar experiences.

Name Supplied to Editor

Credit Refunds

Advice for Moderators and Players

We've received thisfroma Legal Advisor on Credit Refunds...

"Thereisnosimplesolutiontotheproblem of creditsand credit refunds.
If you are already playing a game, it may be an ideafor you to check the
literature you received before you paid for your start-up; amoderator may
well be acting unlawfully if they provide the details of their refund policy
after theinitial payment has been paid. This could be seen to be altering a
contract after thetermshavebeen agreed. Theargument being that onceyou
have paid for the start-up, you have entered into a contract with the
moderator for them to provide you with your turns, at the agreed amount
stipulated in their literature or their adverts.

If there is no mention of a refund policy at al, then there is a good
argument for afull refund to be provided to the player and that the demand
for afull refund can beenforced by anaction, most likely inthesmall claims
court.

On the other hand, the moderator will argue that the contract between
player and moderator was that the turns will be provided until the end of
thegame, or if itisan open ended game, ad infinitum! Thereforetheplayer,
if hewishestoterminatetheagreement, hastogivereasonablenctice. Exactly
what would be regarded as 'reasonable' is amatter for the courts, or again
should be stipulated by the moderator in his literature.

To make matters more complicated, if amoderator givesfull detail s of
their refunds policy in hisliterature, if that initself isunreasonable, it may
well fall foul of thelaw governing unfair contract terms. Again, thiswould
have to be decided by a court on the merits of an individual case.

Asyou cansee, thereisnodefinitiveanswer, aseach casewill beviewed
onitsownmerits, and eachmoderator will havedifferent literatureand each
player will act differently. Bear in mind...

*  Players should ensure that they are aware of the refund policy before
they start to play the game.

*  [fyouarethinkingof droppingout, let themoderator know this; not only
will youbegivingthem reasonablenotice, moderatorswoul d morethan
likely want to know why you are dropping out.

*  Be sensible, only have huge amounts of credit if you have either no
intention of dropping out, or if the payment is part an offer or deal.

*  Moderators should makeit clear what the policy is; the best placeto do
that would be on theinitial start-up sheets, web page or similar.

*  |f amoderator charged asmall feefor refunding credit, itisunlikely that
it would be viewed as being unreasonabl e.

If you have aproblem with either amoderator or aplayer (just ask how
many moderators have playersin minus credit!) thelegal optionisaways
there, the problem being, most people would hate to have to resort to that
inwhat is, essentially, an amiable pastime.”
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Feedback on issue #90

LAST ISSUE wasrated at 8.2, with no really low votes. 'Much better than
lastissue!’ thinksWayne Yeadon. Severa of you praised there-arrangement
of thenews columns, and Larry Deyell'sicons. 'Sports games should perhaps
have their own column. Chris Dickson writes well, and could surely fill a
page or so every issue? suggests Patrick Gleeson, and Duncan Chisholm
wonderswhether 'the new icons used in Spokesmen Speak... could be used
throughout the magazine to indicate the genre of articles, reviews etc?
We'veimplemented one suggestion, and will bear the other in mind.

Your votes spread out fairly evenly among the articles and features,
which is always a good sign. We welcome your comments, favourable or
unfavourable. It was Bob McLain's column that topped thelist of favourites
at 48.8% ('like him or loathe him, he's always a good read - Patrick
Gleeson). Spokesmen Speak and Rumours followed; then the Lizards!
review; then the Wrestling articleand Assyria's End; then Intriguein Sumer
tying with Legends; then the Diplomacy article, with severa of you asking
for more amateur coverage and to have Diplomacy included in Galactic
View. Votes camein for the boardgame review and Mighty Pen, too ('l do
enjoy it when Flagship gets controversial' - Paul Appleby).

65% found nothing boring. There was an anti-sports vote against the
Wrestling article, a couple of protests against a fluffy Tailpiece (‘Surely
you can fill the mag with something better than that? - Wayne Yeadon)
and single objectionsto the History of PBM, Intriguein Summer (‘hard to
read' - Colin Danks) and Takamo.

Question 4 asked whether we should we boycott PBM firms for
misbehaviour. 8.5% voted for (a), Yes; 91.5% for (b) No. No-one thought
option (c), that a players association is needed to handle these matters, is
practicable. There was a lot of interesting discussion, mainly about how
hard thiswould be to implement asageneral policy. ChrisMorris points
out that future complainers may be ‘asmall group who have captured your
ear'; Bruce Edwar dsthat 'afirm must havetheright to reply to complaints
made’; 'By all means tell us when a GM has misbehaved, but still keep
telling us about their games. The decision isthen up to playersrather than
any Flagship editorial policy,' argues Duncan Chisholm. 'l would prefer
to know about dodgy firms rather than not have them mentioned at al,'
says Wayne Yeadon. "You should report the good and bad,' thinks Colin
Danks. And Paul Appleby doesn't think he was badly treated, 'l won't
jointhe feeding frenzy.'

Question 5 asked what el se you would you like to seein Flagship, and
the general answer seemsto be: more of everything! Comparative articles
(a) were marginally the favourite at 27.3%; 'l like to know about games
before | try them. PBM companies don't have a large profit margin and |
don't likejoining gameswhen they have to send out large amounts of info,
just to see me quit after aturn or so,' says Colin Danks. 'l do quite like
these,' adds Bruce Edwar ds, 'but often find I'd really liketo play... the best
points of both... combined!" Option (b), more on the less well-known
games, followed at 26.5%, though with warningslike E Arnold'sthat 'it's
no good pushing games that don't actually want players.' Option (c), more
two-viewpoint articles, got 23.2%, and (d), more on email games, was
reasonably high at 22.9%. 'Normally 1'd rule out the email games, but I'm
serioudly considering going on-linethisyear, finaly. | actually am asad git
in an anorak, so | might as well enjoy the lifestyle to the full,' says Paul
Appleby. Several of you advised polling readers before running too many
PBeM articles.

Finally, Question 6 asked about your other leisure activities. No-one's
much interested in live roleplaying, but a couple of you asked whether |
meant face-to-face roleplaying: oops, blush, maybel did. All of you enjoy
reading, with 28% putting this as your main leisure activity. Almost al of
you play computer games, with 56% putting this as your main activity.
Two thirds of you play board-games, with 16% saying it's your main
activity. Half of you play wargames, a quarter play card-games and an
eighth of you play in quizzes. Busy, busy, busy.

Many thanks to all who wrote in!

Feedback questions for #91

[ Choose more than one answer if you wish, and feel free to comment.]
1 Pleaseratethisissuefrom 1 (odious) to 10 (on the ball).
2 Which articles/sections did you most enjoy, and why?
3 Which bored you, and why?
4 So, whoisonemail now?
(3 I've no intention of playing gamesin thisway,
(b) I'mthinking of getting email, one day,
(c) I send in orders by email, but prefer to receive turns by post,
(d) PBeM isthe future, and I'm becoming an adept.
5 How enthusiastically should we play blood-thirsty characters?
(a) | tend to avoid games with blood-thirsty rolesin them,
(b) I'll play them, but as agood character,
(c) | tend to choose evil roles because they're fun to play,
(d) Games should allow you to roleplay in character,
(e) GMs should censor extreme messages,
(f) Players should be allowed to say what they likeif it'sin character.
6 I've noticed that players seem to divide into two groups: those who
liketo amass|otsof detail and those who prefer abroad overall picture:
(3 Yes, | love games which provide stacks of information - maps,
stats, info blurbs - the more the merrier,
(b) 1 like accurate but limited information, that | can exchange with
fellow players,
(c) I likegameswherethere'slotsto be discovered, but | havetofind it
out gradually,
(d) Atmosphere rather than facts for me, every time.
7 Heré'sanidea, that'sintended asaserviceto GMs (not for publication!)
Please rate the ads in this issue on a scale of 1-10. Bear in mind
effectiveness, information and how attractive the ad is (or isnt).

[Replies welcomed by surface mail to the UK office, or by email to
Flagship@flagship-uk.demon.co.uk. By June 25th, please]

PRIMV S INTER-PARES

The Play-By-Mail game of Power Politics set in the world of Ancient Rome

Will you strive for the greater gl

barbarian hordes, run circus races and gladiatorial games (with the odd bet),
deliver moving speeches, prosecute wrong-doers and defend the innocent in

the courts, climb the political ladder from the Tribunate to the noble Consulship,
propose wise laws and guide your family as an example to others to uphold

the ideals of the great Republic?

Or will you just stab your opponents
in the back like everyone else...

£10 rules, start-up and one month’s credit
£5.00 (or £4.50) per month
£1 for a postal return

INTERESTING TINMES:

160 Beaumont Rd, Bournville, Birmingham. B30 INY
Email: startup@interesting-times.com.

www.interesting-times.com.
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TEST FLIGHT - INTRIGUE IN SUMER

Intrigue In Sumer

More Deaths and a Vision
JASON BROWN escapes being poisoned, but has the danger passed?...

Asthepl ot thickensin Sumer, werejointhenoblelL ord Sankuru of N'Gali
who isjust waking from hisrest. (Passagesin italics are quotations from
theexcellentlywrittenturns).

THE SHADOWS are lengthening in the corridors of the Royal Palace in
Sumer, for even though the palelight of dawniseven now filtering through
thewindows, thereisadarknesshanging over all the gathered ambassadors
and members of the Sumerian Court. Today is the day sacred to Marduk,
most noble of the Sumerian pantheon, _ _

yet what of the murdersthat have been ?i

taking place?What of theobscurewords A e
of prophecy spoken at the banquet last T,
night? =

the banquet last night. The Ancestors &
preserveme-asimilar tray wasdelivered
to my own quarters last night, though
fortunately none have sampled its
delights. Someone is using poison, |,
someone who wantsto kill as many of
the assembled guests as they can.

Meanwhilethereisabustlein the Palace, for tomorrow isthelast day
beforethe Coronation - assuming theRoyal Regaliaarefoundintime. | rise
and read through anumber of paperswhichmy scribe, Juandi, hasprepared,
updating me on various matters requiring my attention. Just then Juandi
entersin astate of somedistress. It seems he bringsword of another death,
thistimeasuicide. An Anuban scribewithwhom | talked only last night has
beenfoundhanging by hisbeltinhisquarters. A partially smashed clay tablet
found nearby held detail sof mythsrelatingtothe Eyeof Ad, adevicewhich
| am convinced holds some meaning to the events of the past few days.

A littlewhilelater aservant summonsmetotheGateof All Lands, where
there is something of acommotion.

" A party of somefifty strangesl ant-eyed black-haired menhavearrived,
their skins bronze-coloured, not entirely unlike the barbarous Rimush in
appearance save that they are obviously highly civilised. A venerable man
with along black moustache dressed in fabul ous patterned silks of purple
and yellow and wearing jewelry of jade is apparently Duke P'ing, an
ambassador fromthenear mythical realmofthe Chin. Hisbeltisheavywith
jewelled ornaments; the interpreter and servants wear similar but less
ornamented belts, suggesting that these might indicate the status of the
wearer."

Accompanyingthisoutlandish crowdareseveral dozen sol diers, whose
presence causes something of astir. Naturally the Grand Vizier is soon on
the scene, exuding hisusual unflappability, and he makes apositively oily
speech of wel come. From hismorethanusually flowery speechandfawning
nature, it's pretty plain that he has no ideawhat Duke Ping is doing here,
nor indeed how hegot here. Duke Ping meanwhileislookinginscrutable, as
if al the wealth and power of the Empire on display is beneath his notice.

The commotion dies down as the new delegation are shown to hastily
prepared quartersand | makeamental noteto sendamessageal ongenquiring
astothepossihility of trade or other potentially beneficial contactswiththe
Chin. A ruler of men must always be thinking of such things! A whilelater
(after news of yet another murder by poison, this time one of Queen
Nabazia'sfavouriteeunuchs) | embark onagrandtour of thePal aceprecinct,
led by the chamberlain Arad Ninlil.

From the wall, the view is
astounding. Off to the east lies the
Tigranesriver, and beyonditssilvery
extent themassof the Great Gardens,
the two tiers still partially hidden by
morning mists Shamash the sun has
yet to dispel. Walking along past the
river wall, thewallsborder thecity of
Sumer, permitting the viewer to gaze
acrossthegreat city towardsthebulk
of the twin ziggurats of Marduk and
Nebo at the very centre of the city.
: i Spirals of smoke rise from cooking
fires from the flat roofs of tens of
thousandsof houses, giving anideaof
thepopulationandwealthof Sumer. In
the distance the broad processional
waysthat dividethecityintoquarters
t canjust bemadeout. Atthenext wall,

~ theviewisoutacrosstheflatirrigated
plains, farmafter farm dwindling into the distance, with the line of aroad
flyingasstraight asaspear acrosstheland. Beyondtheirrigatedland ahaze
liesover the grass covered plainsstill called the Edin by the Sumerians. At
thistimeof year thegrassisyellow, and ahaze of dust liesover theland. Off
to the south summer lightning lances down from dark clouds near the
horizon. Thelightning dancesacrossthegrassiand but isso distant that the
accompanying thunder cannot be heard.

But timeis passing swiftly, and | have much to do before the morrow.
Weshall al beformally presenting giftsto Prince Cambyses, and | want to
check on my rather large gift to ensureit has not been damaged. Returning
to the palace, | am greeted with the news that thelord of Ur Sefid is dead,
found amidst the bodies of hisfallen soldiers. The fate of thelord of Resh
is less clear, as his body has not yet been identified. The Mardinite
commander hasreported that thetrail |eads southwards. Thisnewsissome
daysold, for eventhe Royal Postriderstake several daysto relay messages
riding the long roads of the Empire.

Word swiftly passes through the palace that a special meeting of the
Council of Regents has been called by Prince Cambyses in the Surinam.
Guardsstand at thedoorsand permit no othersentry. Eventually theRegents
emerge, grim-faced, and offer no news as to what was discussed.

"Shortly after dawn the next morning, thereis the sound of marching
feetinthecorridor outsideand apounding onthedoorsof aguest apartment
several doorsaway fromyour own. When M'Takkulooksoutsidehereturns
to report that a large number of the Royal Guard are massed outside the
apartmentsof theking of Jazira. Thereisthesound of splintering wood and
then the harsh ringing of sword against sword. Someone is screaming;
others are shouting. Then everything goes quiet for atime.
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"Looking out again M'Takku witnesses almost the entire Jaziran
delegation being mar ched past, their hands bound behind their backs. The
lady Charisglaresabout, declaring that everyonewill suffer for her being
mishandled like this. She has a nasty bruise on one side of her face that
detracts from her famed beauty. One of the soldiers, who bears the marks
of her nailsonhisfacecuffsher intosilence. Another soldier, hisexpression
contorted with pain, presses hishand to a dagger woundin hisside, snarls
at her, "Quiet Jaziran bitch." Several of the Jaziran guards bear wounds;
oneisbeing carried along asa dead weight by two of the Royal Guard, his
clothing soaked with blood."

...A partially smashed clay tablet
found nearby...

| am beginning to have seriousdoubts about staying for the coronation,
the Palaceisbeginning to stink of blood, and we're no closer to finding out
whoisbehindit al. Perhapsthisiswhat happenswhen so many politicians
areforcedtoliveincloseproximity. | sendamessenger off totheGrand Vizier
todemand anexplanation, aswell asrequestingthat extraguardsbeassigned
totheambassadorial quarters. Needlesstosay | intendtaking great careover
what | eat from now on.

"Towardsnoonword circul atesthroughout thepal aceof extraor dinary
eventsintheharemearlier thismorning. A contingent of guards, ledby Tahu
Ishtar, went within and ordered all doorsto therest of the palace secured.
They then apprehended the chamberlain Dai aukka who has authority over
theharem. Accountsthen become confused, for it seemsthat asthesoldiers
seizedtheeunuch heattemptedtoescape, causingtwo mentoburstintoflames
by somear canemeansandwasonly prevented fromunl eashing moredeath
by the presence of one of the Chal deans. The unconscious eunuch wasthen
carriedawayinchains. Alittlelater itissaidtheroyal regaliawererecovered
from a secret passage opening off from one of the corridorsin the harem.
Several bodieswerecarried away totheHouse of War, tobegivenafuneral
intheevening. Prince Cambyseshasordered pyresof themost costlytimbers
tobebuiltin honour of thebrave menwho havedied thisdayin hisservice."

Now that is good news! with the recovery of the Royal Regalia, the
Coronation can go ahead as planned, albeit without quiteasmany guestsas
had originally intended to attend. Many of the priestsseemrelieved andare
puttingit about that thisaugurswell for thecomingreign of King Cambyses.
His destiny, they say, must be very strong if the gods have intervened to
foil theplotsof hisenemy. | may bewhat they call abarbarian around here,
but | know propagandawhen | hear it. Those priests no more read such a
thingin theliver of an ox than | did: | wonder how much the Grand Vizier
bribed them to spread that story?

...a special meeting of the Council of
Regents has been called...

The next few hours are tedious beyond belief. The various gifts of the
Satraps, lords of the Empire and foreign dignitaries have been arrayed for
viewinginthegresat feast hall, or elseinthe Royal Zooin the case of beasts
wild or tame, or the stablesfor horses, or the barracks courtyard for slaves,
according to the nature of the gift. This seems an excellent opportunity to
look over thegathered treasures, both to ascertain therel ative generosity of
my own gift, and that of others. | feel | have nothing to be ashamed of! One
of themost val uablegifts, although also oneof thesmallest,isfromtheLord
of Ahkron. Hispeople, theK hor, areahighly advancedcivilisationwholive
on an island way out into the Encircling Ocean, far beyond the Clashing
Rocks. They givethe Great King asinglering, but what agift, foritismade
of Triton, apreciousmetal saidtobesacredtothe Godsthemsel ves! Though
small, that single ring must outweigh the treasure rooms of half the rulers
gathered here. Severd lordslook decidedly disgruntled, and arenot reassured
by my own gift of asolidivory throne. Itisobviousthat many areimpressed
by this display of wealth, and as well they might!

DukeP'ing, whosearrival created suchadisturbanceyesterday, presents
amassivejadedragon, longer thanamanistall, set upon alacquered stand.
The stone seems to me to be of excellent quality, beautifully fashioned by
amaster craftsman, amost glistening with an inner life and soapy to the
touch, the mark of the most expensive of jade. The presentation continues
for hour after hour, and it is no surprise that upon reaching my quartersin
theearly hoursof dusk, | fall fast asleep and do not wake until the morning.

"That night you have a strange dream: A God bids you rise from your
bed andwalk through a pearly mist of dimfigures. Hesetsyou upontheback
of agiant golden eagle. It soars high in the upper air, flying in acrossthe
Known World fromthe furthest west asthe sun sinksin fire beyond the arc
of Ocean. Behind you, you seetheglitter of perhapssevendistantislandsin
the Outer Ocean and beyond themthe haze of other lands or the edge of the
world. Tothenorthyou spytherugged outlinesof theland of theHyperboreans;
to the south the great island of the Khor. The Clashing Rocks are covered
ina cloud of mist and spray and you hear the dull booming of the tortured
seas. To the north pass the peninsulas of the Truscans and beyond the
mountainsthedar k greenforestsof theKeltas. Thedistant howling of wolves
comestoyour ears. Tothesouth liesthe smoking isleof the Cyclopsand the
coast dotted with the western cities of the Tyrians, and then the plainsand
junglesof theTheoplands. Adark shadow spreadsacr ossthemost southerly
lands.

...I may be what they call a barbarian
around here, but I know propaganda
when | hear it...

Acrosstheimpossibly bluewatersof thelnner Seayoufly, acrossthelean
fingers of the lands of the Achaeans and over the isle of the Taureans.
Southwardsthegreat river of Anubia shimmersinthemoonlight asit flows
throughthedesert onitslongjourneytothesea. Pyramidslostinthefastness
of the desert cast long shadows. Swiftly you cross the coastal lands of the
TyriansandtheValley of theDead, whichiscoveredbyadarkrestlesscloud,
rent by lightning. Northwardsrangesof mountainsframetheplainsand yet
further north a ribbon of sea and the faint outline of the Centaur coast and
the steppes of the Rimush. Something snakelike sparkleswithabluelightin
thefurthest northeast thoughyou cannot seeit clearly. Awayintheeast there
seemto be other lands about the curve of the world.

Now you seethelands of the Empire spread bel ow you likethe board of
agreat game, with piecesof ivory, lead, iron, copper, bronze, silver, gold,
triton, jadeand bonescatter ed acrossthem. Somearearmies, otherssmaller
figures: kings, lords, priestsand Magi. You seethegreat cities, impossibly
small yet exactin adetail you forget on awakening. Theeagledipsitswings
anddescendstowar dsthecity yourecogniseasSumer, theziggurats, thetiers
oftheGreat Gardens, thepalaceand other buildingsseeminglytheminiatures
madeby ajeweller of unparalleled skill besidethesilver streamoftheriver.

About theboard you per ceivethe shadowy figuresof thegods of Media:
regal Mardukin hisrobesof kingship, beautiful Ishtar in her revealing red
gown, bright Shamash clothed in light, pale Sin with his horned crown,
Nergal in hiswar armour, proud laughing Ninurta, youthful Nebo with his
scribal penand all the others. They seemnot to noticeyou and areintent on
thegame. Dicearerolled and pieces are moved. In the shadows wait three
shadowyindistinctfigures: agreatlionwithagoldenmane; agiganticcoiling
serpent with scaleslike jewels; a burning bird of fire.

And then you awaken, unsure as to whether this was a true vision or
merely a dream. In the distance you hear the trumpets and drums: the
ceremonies for the coronation are commencing. You must summon your
servants and prepare for thislast day of intrigue in Sumer.”

[Thediary concludes next issue. Although the excellent Intriguein Sumer has ended, the author
is enjoying the follow-up game, Heroes of Olynthus. Thisis also set in the Sumerian Empire,
though on a smaller scale and with players controlling a single rather plebian character. Note
that the moderator quoted here, Martin Helsdon, isn't running Heroes of Olynthus; this is
GMed by Timewyrm's Colin Forbes.]
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A PIECE OF THE ACTION - TRIBE NET

Tribe Net

Playing the Conqueror
JOE McCARTHY continues the advice for beginners that he started last issue...

YOUR TRIBE is now safely established on a conifer hill with a coal
deposit, and it ismining coa and refining iron with as much efficiency as
you can manage. Your garrison or sub-tribe sitsin its own palisade and
mines your iron, sending elephant caravans constantly to your main tribe.
Your herds are growing and your hunting returns are allowing you to
concentrate solely on production for the entire winter. You have won the
struggleto makeyour tribe viable and growing: your tribeisrunning likea
well-oiled machine. The next question is 'Now what? The question rises
unbidden in your head "What would Ghengis Khan do?

Military might

You must have a number of things to make an army in TribeNet. A small
amount of iron weaponry camewith your tribe when it was brand new, and
with your herds you have been able to make leather armor as a stopgap
until you can get something better, but more needsto be made. Skill points
had to be mastered to make your palisade (Engineering), to mine your ore
(Mining), and to build your refineries (Engineering again), and to refine
your ore (Refining). And you've already seen how skill level numbers not
only affect the amount of people you can place on ajob, but the level of
competency you have to perform ajob as well. Warfare is no different; it
just requires awhole slew of new skills.

..it just requires a whole slew of
new skills...

Inorder to excel at hunting, certain weapon skillswere already required
to make bows and spears, slings and traps. The bows and spears require
basic weapons skills. The higher the skill level, the more advanced the
weapon you can make. And the near target to shoot for is the ultimate
Melee weapon, the sword. Now we'll have to throw some numbers out
here. To make spears you needed only Weapons L evel 2. Easy and quick to
get, and thislet you make bows aswell. But to make swords, and that all-
important cavalry weapon the horse-bow, you need Level6. If you can
reach that then you'll be OK for awhile. Swords require enormous amounts
of iron and coal so your miners are talking Union and your refineries are
making your village smell like Gary Indiana. But that isof littleimportance.
You're going to conquer the world, right? And did Ghengis Khan ever
complain that hisvillage stank?

Bows and horsebows are powerful weapons, but they need something
to make them even more powerful, the Iron Tipped Arrow. This requires
anew Skill, Fletching. And one bow can usefive arrowsin asingle battle.
So when you look at the 1,000 bows you have made, you see that 5,000
arrowswill last you for one battle. Fletching skill limits how many people
you can put on atask, so you need to work that one round the clock. And
you are seeing the next element in building an army: logistics. You must
preparewell in advance. Swords and arrows cover the basic material needs
of offense. But keep in mind that there are degrees to everything. The
saying 'Every Dog HasHisDay' applieswell to TribeNet. Eveninweapons.

Tribe Net at a glance

A tribal PBeM from Peter Rzechorzek. Startup and 4 turns free, with
further turnsaround £1.60 - an approximate price asthe chargesarein
AS$. Contact tribenet@netspace.net.au

The lowly ding outperforms bows in the rain or during winter snows.
Cavalry equipped with spearswill do more damage charging into an enemy
than cavalry equipped with swords.

Next you need the basic material of defense: armor. There are many
levels of armor in TribeNet. The head can be covered by aHood (leather),
Haub (Bronze), or Helm(lron). The body can be covered by a Jerkin
(leather), Scalemail (Bronze scale on ajerkin), Ringmail (Ironringson a
jerkin) and Chainmail (Iron again). The Chainmail can be further covered
by a Breastplate (Iron) or a Cuirass (Bronze Breastplate). You need a
shield. Thereisthe (Leather) Heater, the (Bronze) Scutum, and the (Iron)
Shield. And, of course, Trews (Leather) for the legs.

Ideally thewarrior should haveaHelm, Chainmail, Breastplate, Shield,
Sword, and Trews. Add abow for missiletroops and you can lighten up on
the melee back-up weapon, but have to drop the shield. An archer without
aMeleeweaponisaNervousNelliein any combat. Not good. Nobody can
sleep in your village for the sound of hammers on anvils. Your villagers
now vacation in Gary Indiana. But your army is growing.

Advancing! But where?

Now it's time to use your armored warriors. But wait! What skills are
needed to operate an army? The basic skills are Combat, Archery,
Horsemanship, Tactics, and Leadership. The higher the better. And of
these Leadership has the most effect because it modifies all the others
across the board. Your cavalry use horsemanship and archery together for
their horsebows, operating on the lowest of the two, so archery and
horsemanship should awaysbethe samelevel. Horse Archery isapowerful
weapon. And as arule of thumb, you should never go into battle if these
skills are less than 5.

And thereisalso thetactical problems of finding an enemy, fixing an
enemy and, if heisbehind fortified walls, defeating an enemy. Open field
battles depend upon Combat, Archery, Horsemanship, Tactics and
Leadership. And these battles can be very bloody. But the finest army in
theworld can come upon asmall, wooden palisade and be unableto takeit
even if it sweepsthe enemy off thewallsin an archery duel. It needs Siege
Equipment. Thesearesmall portablethingslike Laddersand Assault Bridges
(to get over Moats), Siege Towersto get men over intact walls, and Pavises
to protect your archers surrounding the fort. And for those who prefer
something to knock down awall there are Catapults. And Heavy Weapons
skill is needed to operate catapults. So to be able to deal with awalled
village you need Siege Equipment and Heavy Weapons skills.

...Be careful when designing your own
religion...

Finding an enemy is an even greater problem. You can find an enemy
either by ending up in the same hex asheis (easy to do with aknown fort),
or by using your scoutsto find him and leading your army from adistance
over to where heis. Finding an enemy like that is called Locating, and it
callsfor acombination of Scouting Skill and Spying Skill. Preventing that
being done to you is called Suppression and requires a combination of
Scouting Skill and Security skill. And if you're going to stay around that
village for any length of time you need Sanitation skills. An army once
besieged another and lacked all sanitation skills. The resulting epidemic
killed more people than the siege battles. You'll also need Healing skillsto
return wounded warriors to usefulness.
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Step by step...

Being a conquering hero requires a great deal of preparation and is not a
simple task. But the more you do it the better you get. When you fight,
your tribe devel ops Terrain Proficiencies. Thisisaccompanied by amorale
bonus (if you win). It is obvious that this cannot be done al at once, and
you cannot realistically go from step to step to step. You must begin
building your army from the very start by bumping up the skillsasyou get
opportunity to, not as you need them. You are guaranteed to need them.
Often you will be bumping up skills on the way to the enemy. But it takes
agreat deal of planning, and the planning isvery long term. Once you can
feed your people you must prepare to fight.

...did Ghengis Khan ever complain that
his village stank?

And the planning doesn't stop there. You still want to conquer the
world? Even GhengisKhan had to createacoalition to get the Mongol
Hordes started. And you must create that coalition by careful
diplomacy. You must establish a relationship with
your neighbors, finding out who is gregarious
and who is not, and through them establish a
network of friends among the other tribes.
TribeNet isthe ultimatelimited intelligence
game, and you will know little unlessyou
begin talking to players. You will find
many players willing to talk to you too
because they suffer from the samelack of
solid intelligenceinformation that you do.
This single act is the most important
and largest step
taken on the road
of success in
TribeNet. Thus
you can find out
who can be your
friends and who
are likely to be
your enemies.

Your first goal
is to establish a
solid  working
relationshipwith at
least one other
tribe. For both
offenseand defense
tribes do better
with company. This
can mean pulling up
stakes and moving to another location to bewith asecond tribe, or inviting
another tribe to move over to where you are. The more the merrier.

Thething that will solidify acollection of tribeslikeno other isreligion.
Nothing can overstate the importance of religion in TribeNet. Although
game rules don't impel atribe toward areligion, the advantages of tribes
operating with areligion are strong and obvious enough to be powerfully
persuasive. As in ancient times, a tribe's affiliation is more intertwined
withther religion than any nationalist feelings. Thisistruly apre-nationalist
environment.

If you arefighting in conjunction with an aliance, either co-religionists
or like-minded tribes, then your success on the battlefield can lead to bigger
and better things. But if you are al by yourself then your success on the
battlefield can ultimately lead to a large coalition against you. This very
thing happened to a tribe called the Sharas, who grew very powerful and
fearless in their power. However, when they tried to exact tribute from a
pair of weaker tribes in their territory they soon found themselves beset

by both those tribes and athird. In avery short time they were running for
their very lives and had to settle their remnants far away from the original
land they claimed. They survived, but were cruelly crippled.

The Gods of War
Religionin TribeNet isvery powerful. Religion effects are determined by
the degree of hardship imposed by thereligion, the number of other tribes
in the religion, and the level of Religion skill possessed by the player in
question. Religion skill isafactor in battle, and can effect every facet of life
within thetribe. Itisamajor contributor to morale aswell. An example of
religionisthe Ushko religion on Mangalia. It isthelargest religion on the
continent with 17 tribes, and can place some very stringent demands upon
atribe. All religionsmust set aside oneturn ayear for religious observance
(celebration). Ushko sets aside two, so production can only be donefor 10
of the 12 months during the year. The cel ebrations can be very demanding
in themselves. And tribes in Ushko cannot own, use, or even tolerate
slaves. Thus they are limited in using only their free population for all
tasks. But if you are an Ushko tribe you get points every year to boost up
your skills, and an Ushko tribe can achieve advancement in skill levelsat a
speed other tribes can only dream about.
Becareful when designing your ownreligion. If you arethe only member,
or have only one other, you will get pathetically
small benefits despite the hardship. And the
gamemaster will allow you to design your
religion very badly too. Heismainly interested
inwhether it bresksgamerules. If it screwsyou
up oneside and down the other? Well, that is not
hisprimary concern. Itisbest tofind agood religion
andjoinit. Thefit may not be perfect, but therewards
will befar greater both in the short term and inthelong
term.

Stay awake!
TribeNet isnot for the casual
gamer or the gamer who
wants to be spoon
fed. TribeNet does
not run itself. If
you won't
color in your
tribe then it
will remaina
black-and-
white
outline and
nothing
more. If
you do not
plan then
youwill find yourself left
in the dust, growing weaker and more isolated until some stronger group
eats you up and takes your goods. If you go it alone then your planning
must be immaculate and your position on the continent one where you
need not fear surprises or visitors until you are ready to receive them. If
you are part of agroup then you must make sure you are in agood group.

...you will know little unless you begin
talking to players...

Whichever road you take you must operate with the same constant
alertness you must exercise when you drive. The world in TribeNet can
rise up and bite you on the nose, as can any of the 40 sometribes out there.
But in TribeNet you have the opportunity of actually making asilk purse
out of sowsear, and if your planit right you can make several. TribeNet is
not the dream of tacticians; it is the dream of grand strategists and
logisticians. And agreater challengeyou areunlikely to find.
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WPBM: An Overview

GREG A LAMB describes the contenders ...

AS PROMISED last issue, here is the second part of my overview of the
world of play-by-mail wrestling. Thistime, I'll belooking in detail at the
variousWPBM gamescurrently activeintheUK. Notethatinthe'vital stats
sections all numbers, whether involving turnaround, turn length or player
base, are approximate. Theworld of hand-moderated PBM isnot aprecise
one.

British Wrestling Association (BWA)

Where better to start than with the venerable BWA? By the time you read
this, thegamewill have celebrated itstenth anniversary. Other games have
risen, fallen, merged, split, and changed their names, their attitudesand their
GMs, but the BWA thunders on implacably. Possibly the most respected
gamerunning, successintheBWA buysyou braggingrightsthroughout the
WPBM world.

Thebig drawback of thegameistheturnaround, whichisslow even by
WPBM standards. GM Dan countersthisby rel easing newsl etters, rankings,
interviews and updates in between major events. These bonusreleasesare
produced at no chargeand areentertainingtoread evenif your wrestlerisn't
involved. The game boasts a solid tag team division and a host of belts,
includingthenew Y oung Gunz Titlefor thel ower rankedwrestlers. Thegame
isasolid and dependable performer - it'sbeen around along timeandit will
stay around for alot longer.

Federation X

If theBWA isthegrizzled veteran of the WPBM circuit, Fed X isthebrash
newcomer with youth and flair on its side. That isn't to imply a lack of
experience on the part of GM ChrisBury, as Fed X issimply the latest of
along lineage of popular WPBM games from this prodigiouswriter, from
the BWA-contemporary FWA to the FWF to the WWA to the WFW and
thentoits present form. Existing exclusively in thefast-paced world of the
Internet, thegame'smain selling point isitsincredibleturnaround, whichis
uniqueamong current gamesin being measuredintermsof week rather than
months.

It should benoted that despitethemedium, thisisagenuineWPBM game
rather than one of the countless interchangeable E-feds that populate the
Web. Theplayer base, whilesmall, includesthecream of theWPBM world,
including the GMs of WOW, JWA and ABPW.

Note that its rapid turnaround allows feuds and angles (plotlines) to
evolve and devel op more easily than in other games, and the existence of a
dedicated message board encourages extensive roleplaying as characters
interact viainterviewsand promos. Challenges, threats, boastsand betrayals
areall part of everyday lifein Fed X - just asthey arein 'rea’ professional
wrestling.

Vital Statistics

British Wrestling Association - BWA
GM: Dan Turner
Address: 8 Lonsdale Terrace, Millom, Cumbria LA18 4AT
E-mail: Jdodgers@aol.com
Price: £10 per wrestler for a six-match contract.
Turnaround: To quote Dan, 'when it's don€e'. As an example, my first wrestler
has been in the BWA for a little over two years, and is currently awaiting his
third match. The BWA has actually produced nearly a dozen cards (turns) of
various kinds over this period.
Match length: Two A4 pages.
Turn length: Five A4 pages. All matches except your own are summarised.
Player base: Twenty-five players controlling some eighty wrestlers.

Federation X -Fed X
GM: Chris Bury
E-mail: chris_bury@hotmail.com
Price: Free.
Turnaround: Two to three weeks.
Match length: Varies widely, averaging around two pages.
Turn length: Around twenty pages. All matches are shown in full.
Player base: Ten playerswith twenty wrestlers. Chrisiscurrently recruiting new
players on a limited basis - in order to keep the turnaround up only about half
a dozen new players can be accepted. You must have email and Web access
in order to join in the game.

All Britain Postal Wrestling- ABPW
GM: Alex Boothroyd
Address: 30 Sawyer Drive, Biddulph, Staffordshire ST8 6SU
E-mail: ABPW@wrestlingmail.co.uk
Price: £1 per wrestler per match. Second and subsequent wrestlers in tag
matches are charged at half the standard rate, so playing a team of three
wrestlers in a tag match would cost only £2.

Turnaround: Bimonthly.

Match length: Three or four pages, longer for larger or more important
matches. One main event reached twelve pages.

Turn length: Easily sixty pages. All matches are shown in their entirety. Player
base: Ten players with twenty wrestlers.

Special rules: All main events and title matches are won on best two out of
three falls. All tag matches are fought under elimination rules. All six-man
or bigger tag matches are conducted under Captains' Falls rules.

World Organisation of Wrestling- WOW
GM: Russell Smith
Address: Middleton Cottage, 7 Fennels Road, High Wycombe, Bucks HP11
1sL
E-mail: rawhotline@hotmail.com
Price: £3.50 per turn for one wrestler. Prices lower greatly for players running
multiple characters - £5 for two to five wrestlers, £8 for five to eight wrestlers,
£10 for nine or more wrestlers. Free by email.
Turnaround: Bimonthly.
Match length: Two to three pages.
Turn length: Twenty pages. Your own matches and main events are written
in full, all others are summarised. PPVs (special events) show all matches.
Player base: Twelve players with forty wrestlers.

Juniorweight Wrestling Association - JWA
GM: Richard Fryer
Address: 6 Flamingo Close, Woosehill, Wokingham, Berks RG41 3SJ
E-mail: jwahotline@hotmail.com
Price: £1.50 per turn per wrestler. Free by email.
Turnaround: Six weeks.
Match length: Averages five pages.
Turn length: Thirty pages, recently whittled down from twice that size. All
matches are shown.
Player base:Ten players with thirty wrestlers.
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All Britain Postal Wrestling (ABPW)

| must admit, | don't play in the ABPW personally. However, | have seen
aturn sample and spoken to both the GM and several players, and afew
things areindisputabl e about the game. First, GM Alex Boothroydisquite
possibly the greatest authority on wrestling in the PBM world. While the
ABPW isarelatively young promotion, Alex isalifelong fan of wrestling,
with knowledge drawn not only from the big name federationsbut also the
independent circuits, the Japanese leagues and the Mexican art of Lucha
Libre.

Second, Alex haslittle sympathy for the current trend towards 'sports
entertainment'in professional wrestling. The ABPW isabout wrestling, not
angles. Sport above spectacle. That's not to say there aren't afew off-the-
wall characters in the game - Wayne Y eadon is one of ABPW's biggest
supporters- butif youdon't know and enjoy wrestling asalegitimateathl etic
contest thismay not bethegamefor you. Alex hasauniqueset of rulesunder
whichthe ABPW operates- most notably, awrestler inthe ABPW may not
be contracted to any other federation. Other rules, which will mean littleto
those not aready familiar with wrestling, are noted bel ow.

World Organisation of Wrestling (WOW)

The opposite number to the ABPW, WOW isthe consummate entertainer.
Plots and feuds dominate WOW, to the extent that the actual wrestling is
secondary. Not that wrestling knowledge and tactics are unimportant in
WOW, but personalitiesand storylinesare brought totheforein true sports
entertainment style. WOW hasbeen runninginvariousformsfor over eight
years, originally asan amateur affair and then opening to the public around
fiveyearsago. Sincethen it has become apopular game and astaple of the
WPBM world. Recently it survived a short-lived merger with a rival
federation. Hasahuge array of titlesto aim for, and the biggest characters
areamix of styles, fromanglemachinestolegitimatewrestlers. Something
for everyone, then.

Juniorweight Wrestling Association (JWA)

Anotherrelatively new game, started several yearsago asacollaboration but
now run solo. The IWA'sdefining featureisitsweight limit - all wrestlers
signed to the federation must weigh less than 250 pounds. While this is
distinctly chunky on a normal scale, in wrestling terms these are the
lightweights- the high-flyers, thestreetfightersand themartial artists. This
means JWA matches have astyle of their own, with the writing fast-paced
and informal. The focus of the WA is balanced between the sports and
entertainment aspects of wrestling, leaning a little towards the former.
Healthy hardcore and tag divisions add variety.

Planetary Wrestling Syndicate (PWS)

Thisgamedeservesamention hereasanother veteran of thehobby, although
asl've had no personal experience of thegamel'll keepit necessarily brief.
GM Tom Lancaster isawell-known figure on the WPBM circuit, and has
adevoted group of playerswho'vestuck with him despiterecent turnaround
problems. Asaresult of dwindling sparetime, Tom isno longer accepting
new playersinto the game.

Which way will he go?

So, towhichgamewould| directanew player?Well, for starters, if you have
Net access and can keep up the pace | heartily recommend you try Fed X.
Not only is Chris noticeably newbie-friendly, the swift turnaround makes
itanideal gameinwhichtoquickly learnthebasicsof WPBM. Outsidethis,
WOW and JWA are good placesto learn thetrade, catering to avariety of
stylesof play. BWA isan excellent game best suited to those with patience
or busy schedules. ABPW is something of an expert's game, although
wrestling fanatics may find it more to their taste than its less serious
competitors. To all those interested in WPBM in general, | won't hesitate
to point you again to http://cgi.stuward.force9.co.uk/cgi-bin/ubb/Ultimate.cgi
where the lively Internet discussion boards for these games are located,
allowing theWeb-oriented accessto most of themajor playersintheWPBM

community.
|.:I .!i '-li ||:

Pay £9.99

Play 1 year.
Simple

fairplay@receivedwisdom.org
www.receivedwisdom.org

Be top dog in a
complex fantasy world

rather more

Tricky

engaging@receivedwisdom.org
www.receivedwisdom.org
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PERSONAL COMMENT - RETROSCOPE

Retroscope

STEVE TIERNEY looks back at The Great Mail Rampage ...

| want to tell you a scary story. It's a story based on a bunch of stuff that
really did happen. Some of you were there, so you know. If you weren't,
thenyou'll beamazed. Because my story #might# just be about the greatest
scamever pulledinPBM. Or maybeit'sjust aboutlife. It all dependsonyour
point of view. | can't say for sureeither way, sol'mgoingto present thefacts
andlet you decide. Thebackground of thisstory istaken from Flagship. The
truth will, perhaps, never be known. The chief players havelong since left
the hobby. But if thiswereahorror movie... you'd haveto wonder... would
they ever be back?

Something Wicked This Way Comes

In summer 1986, with little fanfare or spectacle, issue 11 of Flagship was
graced with asingle half-page ad. It was typed, as most ads were in those
days. Its sole artwork was a badly-drawn dragon in the top right corner. It
didlittleto call attentiontoitself. It'ssafeto say that thereadersof Flagship
back then in the dawn of time had no ideawhat lurked beneath that bland
fagade. They had no inkling of the beast that stirred beneath that placid
surface.

Thethree gameswhich were presented were Fr om the M outh of Hell,
Beyond The Horizon and St Valentine's Day Massacre. The games
offered must havebeeninterestingfor theplayersof theday. Afterall, itwas
abig thing back then when anew PBM game arrived, so for one company
to appear on the scenewith three new gameswas quiteastounding. Wewiill
probably never know how many people, if any, signed up from that initial
advert, but thefollowingissueit did not reappear and all wasquiet oncemore.

The Darkness Arrives

I ssue 14 of Flagshi pfeatured another half-pagead. Thesamenew company,
but this time their ad design was rather more striking. Rampage! it
proclaimed. It trumpeted aproud fanfarefor St Valentine' sDay M assacr e
without mentioning the other two games. It's easy to forget that each issue
represents three months of real time, so by the time Flagship 15 arrived it
had been afull year since Rampage'sfirst appearance. Already, Beyond the
Horizon seemed to havea most disappeared, whileFrom TheM outh Of Hell
wasplagued by rumoursof 'slow turnaround' and 'poor service'. Thiswasn't
uncommon in those days of a plethora of hand-moderation and swelling
player numbers, but it was the start of a pattern which would become
horribly familiar to players for over a decade of PBM history.

By Flagship 16, Rampagehad becomeawel I-known nameinthehobby.
Their pressrel easestalked of 'trained GMs' |eaving under the'pressures’ of
running From the Mouth of Hell, whilethey explained that because of the
work thevanishing GM hadleftthemtheir St ValentinesDay M assacregame
(hereafter called simply St Vals) was aso suffering. Notice the way the
releasesareworded?Y ouamost feel sorry for them, don'tyou? Thevictims
of unreliable staff and heavy workloads. Hang on, though... weren't people
paying for this service? And shouldn't they have planned their releasesin
such away that it was possible to run them reliably? Never mind... surely
they learnt from all this and avoided these mistakes in the future, right?

Every Cloud Has A Silver Lining
Thereally difficult thing to fully grasp if you weren't actually there, isthat
the Rampage games were good. In fact, they were more than good. They
kicked butt. It'strueto say that like Marmite, you either loved them or you
hated them. The thing is, so many people loved them. They knew how to
tantalise with a setting, how to bait atrap with exciting promises, primeit
with eye-catching advertising and spring it with original ideas. These guys
weretalented. Which iswhat makesit all such ashame.

StVa sranintodeeper and deeper trouble. Then, inissue20it relaunched
withanincreased amount of computer moderation, and ahigher-cost mixed

moderation. Onceagain, theprai sewasloud whilethegrumblerswereforced
toeat their wordsandbidetheir time. It'sBack And I t'sBetter Than Ever!
Rampage proclaimed. In those days, PBMers were given to mercy and
forgave Rampage their previoussins. The general opinionwas, 'great, this
cool gameisgoingtorunperfectly now!' Hardly anybody really noticed that
thiswastheonly gameRampagewerestill running. Didn't they start out with
three? Just alearning curve, it seemed. Surely that'sal it was.

St Vals became St Vals 1. Having found the game they could sell,
Rampage pushed out another version with expanded rules and setting. Hot
ontheheelscameSt Valsl 11 ' TheOmerta'. Half pageadsbecamefull page
ads, thenafull pageback-cover ad. Rampagecertainly seemedtobegrowing
fast, and astheir player base grew... so did their ambitions. By issue 25 of
Flagshiptherumoursabout Rampagewereglowing, their fanswerenumerous
and their critics could do nothing but sit, brood... and wait. Thiswas their
timein the sun.

The Shadow Falls

Lots of companies were learning about promotion in the first decade of
commercial PBM. Standard Games, KJC, Rhann, Ark Royal, al were
producing exciting adverts full of dashing prose, stirring adjectives and
wonderful art. While Rampage hadn't got the design element downin quite
thesameway astheir rivals, they had mastered afar moresubtleadvertising
art. Psychology. Special offers, intuitivewording, re-rel eases, capitalisingon
certain points, using colour to its best potential, these were all secrets that
Rampage had di scovered gave them an advantage.

St Vals| disappeared, St Vaslll didn't show up after all, so St Valsli
was Rampage's only game. However, Rampage had surely been regarding
their rivalswithenviouseyes. Everywhereyoulooked, computer-moderated
games had begun to dominate. While St Vals was supposedly computer
moderated with mixed-mod options, it was clear that a degree of full-
automation was what they yearned for. It seemed everybody was making
the big bucks and they wanted a piece of the pie. Fair play, perhaps? They
had earnedit. St Vaswasstill regarded asthebest PBM Crime Game. They
had been taking the back page of Flagship, plus other magazines (thiswas
inthe dayswhen there were other magazines!) for many issues. They were
ready to bring out the big guns. In Flagship 29, Christmas of 1990, four and
ahalf yearsafter their arrival, they did just that! TheK eysOf M edokh was
about to turn the world of PBM on its ear. In more ways than one.

The Behemoth Has Arrived
A preview of Keys Of M edokh inissue 29 wasfollowed by an eight page
pull-out advertinissue31. 'ImagineaWorld of EpicProportions...' it began,
and continuedtolay out afascinating and exciting backgroundto amassive
fantasy gameof enormousproportions. Herewasaworld of scope! A game
of the sort we had waited for for so long. And it came with some amazing
promises! Incelebration of thelaunch Rampageweregivingaway 2,500 Fr ee
Startups! (Yes, you heard me, 2,500! Psychology at work.) Y ou would
receiveall sortsof goodiesuponsigning up! Y ouwouldbeplacedinagame
fast! Y ouwould be given abunch of freeturn credit! And if your turnwas
not processed within 24 hoursit would be entirely free of charge!

Thiswasjust too good to betrue! The playerssaw, read and signed up.
InDroves! Thetroublewas, it really wastoo good to betrue. But it wasway
too early to see what was coming. Perhaps some old-timers suspected.
Certainly they would haveyoubelievethey did. But for now, Rampagewere
kings. Keys Of Medokh wasthe emperor. Flagship loved them. The public
loved them. Everybody loved them. Thetroublewith beingupintheclouds
isthat it'salong, long way to fall.

More next time...

FLAGELM-
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Greg Lindahl

FLAGSHIPinterviewsGREGLINDAHL,whomaintainstheinternet list of PBM/PBeM games...

1 - No harmin starting off with the obvious questions: how and when did
you get into PBM?

It'sbeenlong enoughagothatit'shardtoremember ... let'ssee, | think | was
16anditwas1981, andthegamewasFlying Buffal o'sNuclear Destruction.
| played onegame, and thenwrotea multi-player versionfor the Apple] [+,
whichFlying Buffaloand AvalonHill declinedtopublishendingmyearly shot
at alucrative career as a software author.

2 - What is PBM's appeal for you?

Inhighschool | usedto play face-to-facegameswithlotsof players: fantasy
and Napol eonic miniatures, and gameslike Cosmic Encounters, Junta, and
role-playing games like GURPSand Twilight 2000. | like gameswith lots
of players. Bythetimel wenttocollege, itwasimpossibletofind peoplel could
meet with on aregular basis. PBM filled that gap, and | could play games
with many more playersthan before. Since high school, | think I've played
agrandtotal of oneface-to-facegame(agrand campaignof Empiresin Arms,
a7-player Napol eonic gamethat took us 18 monthsof playing tofinish), and
azllion play-by-mail and play-by-email games.

3 - What made you decide to compile the pbm_list?

IntheGood Old Daysof thelnter net, | otsof newsgroupshad volunteer swho
maintained lists of information and answersto frequently asked questions
(FAQs). The newsgroup rec.games.pbmhad a list of games compiled by a
gamer named Bryan McDonald. When he stopped being interested, | took
it over. | don't remember how long ago, perhaps 1990. Thelist started as
abigfilelistingall thegames. Astimepassed, it grewawebinterface, which
allowspeopleto zeroinonthetypesof gamesthey'reinterestedin, and now
it sports formsto submit new games, and has some web stuff that helps me
quickly approve new games.

4 - Have you encountered any problemsin doing this?

SncethePBM Listisn'tanadvertising-supported magazne, somecommercial
moderators are a bit confused by it: I'm a lot more interested in serving
playersthan balancing that with getting enough advertising revenue.

5 - Is there much maintenance involved, or does pbm_list run itself
automatically now?

Over timel'veautomated things, but | dohaveabit of amaintenanceproblem
in that game moder ators, even commercial ones, are unlikely to remember
tolet meknowwhenthey movetheir webpagesor changetheir other details.
And | can't just del ete any game whose webpage disappears; it's probably
moved, and the game isn't dead.

6 - How should newcomers use pbm_list to find a good game?

Thelist isorganized by different types of games, so it hel psif you have an
idea of what kindsof gamesyoulike. For example, if youlikefantasy games,
and you think youwant acommercial game, clicking onthosetwo keywords

Greg Lindahl at a glance

GregLindahl isa36-year old supercomputer designer whotheoretical ly
livesin Charlottesville, Virginia, USA, although he spends most of his
time traveling for business. He is currently the founder and Chief
Technol ogy Officer of Conservative Computer, Inc. Hishobbiesrange
from Renai ssance-eramusic and dancetowhitewater kayaking. Hislist
of PBM/PBeM gamesis at: www.pbm.com/~lindahl/pbm_list/

getsthelistnarrowedto 70games. That'sstill alot of games, soyoucanclick
onmorekeywordstofurther narrowthelist, or look over all 70 games. Snce
different peoplehavevery differentideasabout what'sa'good' game, itisn't
an easy process.

7 - What type of game do you enjoy playing? Any favourites?

| would love to find a computer-moderated, thousand-player space opera
gamethat actuallyworkedwell. Until that day, I'll haveto surviveby playing
Olympia, which is a large computer-moder ated fantasy game.

8 - What's your best PBM moment? What's your worst?

| wasreallyembarrassedinBeyondthe Stellar Empire, quiteafewyearsago,
when some piratestricked meinto letting them capture a ship of mine. My
best moment was when my allies and | defeated the Lords of the Crown
invasion of my hometerritoryin Game2 of Olympia; they marched uptomy
main castle, and thenwerewiped out by myfor ces, becausel wasabletobuild
new troops much faster than they could.

9 - What's your real-world job?

My day job is building supercomputers. My biggest customer so far isa
facility that devel opsweather codes, including the code used to predict the
weather for USaviation. One neat thing about PBM isthat you meet people
fromall walks of life. One of my big game enemies used to work for a US
gover nment classified agency. Now heworksfor a'dot com' company, and
his ex-employer bought a large machine from my business. We still trade
supercomputing tips.

10 - Wow, will weather-forecasting ever achieve 100% success? And will
we ever be able to control our weather, please?

Ha! No, weather forecasting is doomed to always be inaccurate, although
it has gotten a lot better in recent years. It's also a field in which Europe
currentlyleadstheUS-it'safriendlyrace, but hopefullywe'll catchyousoon.
Theworldloseshillionsof dollarsa year - and thousands of lives - because
of bad weather that isn't successfully predicted.

11 - Do you have any PBM plans of your own for the future? How do you
see the hobby developing?

Actually, | currently run onerather simple free game, named Food Chain,
which was developed by Seve Andrewartha and Martin Gregory. I've had
dreams for a long time of developing a many-player space-opera game,
which| havedubbed GLUG - GregLindahl'sUItimate Game. Unfortunately
it'snever gottentothe stagethat it'splayable, and | don't see PBM being a
very profitableenterprise. Asfor theoverall hobby, | seeit growinginsome
non-traditional directions. VGA Planetsisa PC programwith a play-by-
email mode that was very popular, and websites are offering turn-based
fantasy sportsgamesthat | consider to beplay-by-mail games. Thesegames
aremuch bigger than the entire traditional hobby combined.

12 - Do you think commercial PBM/PBeM games will survive?
I'msurethere'samarket, but it may not look much liketoday's market. The
boardgame and collectible card game mar kets have changed dramatically
inthelast 20 years, and PBM is under a lot of the same influences.

13- You'vegot areputation for sharp answerson therec.gamesdiscussion
forum - is this deserved or are you really a pussy-cat at heart?
My co-workers say that talking to me at work is like 'drinking from a

firehose'. I'd hate to be thought of as a pussy-cat!
gt
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[This column attempts to simulate a crowded bar full of PBMers swapping
experiences. It contains readers uncensored comments, with no attempt to
maintain fairness and balance; editing is only done for grammar, clarity,
brevity and (occasionally) libel avoidance! In general, it's unwise to put too
much weight on a single report, whether rave or curse. Readers are asked only
to comment on games of which they have recent personal experience and to
mention specifically if they are only giving a first impression. Unattributed
comments, usually in [], are by the editor.]

Commentsreceived from March 10th

Paul Appleby, Duncan Chisholm, Colin Danks, Antony Dunks, Belinda
Dunks, Bruce Edwards, Stuart Filmer, Colin Forbes, Tom Fyfe, Patrick
Gleeson, Joe McCarthy, Roland McGinty, Carol Mulholland, Paul K
Paton, Stuart Rose, Denise Sweeny, Den Tempesta, Gavin Wynford
Jones, Wayne Y eadon

[Deadline for next issue: July 1st]

GAMES FEATURED THIS
British WrestlingAssociation BWA

Wayne Y eadon - 'A follow-up to comments | made last issue. The event
| spoke of has had to be postponed due to the Foot and Mouth crisis.
Hopefully it canberearrangedfor later intheyear. Wemay evenget aturn
in between all thiswaiting!"

ISSUE

Einstein'sL ot

Carol Mulholland - 'l had thought things were moving rather slowly for
my character, until the last turn arrived. She'd been brought to a ruined
chapel by asaturninelecturer, wherethepoint of interest wasarather scary
paintingup ontheceiling: sol'd half-expected that something nasty would
appear from the shadowsto gobble her up. | had her mention casually that
her friends know where sheis, and then take amuch closer ook around.
Now, this turn, there's a mysterious hidden inscription to ponder and
(hooray!) she gets safely away for atrip to aweekend cottage. What the
painting means, or the inscription, needs further thought. But my advice
for players is: find a logical reason to look a little further into what's
apparently infront of you. Oh, and be sure to keep mentioning your circle
of friends.

ChrisMorrissturnsarevery well written and I'mimpressed to seethat
henever seemsfazed by my character'srather obsessional knowledge. |'ve
madeher astudent, so should mentionthat her experiencesdiffer convincingly
from those described in thisissue's review.'

TribeNet
Joe M cCarthy - 'The Western lands are quiet again. The Bushido tribes
have not pressed their Southward movement and based on scattered
reports may even have reversed their courseto move up North to help the
Staffords. They arealongwaysaway, withamountai nrangebetweenthem
and the Staffords lands.

The Ushko Tribes of Itama pounced upon the Sasakawa, but the
Sasakawa scattered before their armies, leaving scorched Earth in their
wake.

The Tribes of Itama then turned away from the empty lands and
resumed their trek, only be shadowed by alarge mounted force from the
Staffords. The Staffords|ost asteady stream of scoutsto thescreenaround
the moving tribes.

A unit of the powerful and warlike' Y ongoe Gittersfell to tribesmen of
alittle known and primitive racein the hilly lands below Brittany. It was
arich unit with elephants, warriors, slaves, and goods. Rumors were that
the slaves were freed and some joined the mysterious tribe, but the truth
of that is not known.

Tribe Phoenix won the Mangalian Triball eliminations at Smurfdale
after ahardfight and near | ossto the powerful Lemmingteam. Itisrumored
that the mighty Clan Savo will join in the next tournament.

The Longships of Clan Savo ply the Eastern Seawith impunity now,
and no ships have shown up to contest their mastery of it. It is rumored
that certainlongshipscarry acatapult that lobsGreek Fireat their enemies,
but there is to date no surviving witness.'

ROLEPLAYING GAMES

TheChevian Chronicles

Colin Forbes- 'Thingsareback up and running again now, and what agood
turnitwas! Poor Pryderi (and | mean poor in every sense of theword) has
been abandoned by hiserstwhiletravelling companions. Anyway, Pryderi
and friends fought some Dwarven undead in an abandoned Goblin mine,
and | ost one of the party to anasty fall down abottomlessshaft. Truethere
isatreasure chest, but it's locked and the only member of the party with
the skill to open it safely isimitating strawberry jam some few hundred
feet below.’

Sarah Callaghan - 'Well, Chevia's back up and running again, after abit
of aprotracted break. Good thing too, asthe situation's getting dire. What
withgoblin attacks, citiesbeing burnedtotheground and thosenasty flying
heads, how's a poor adventurer supposed to get any adventuring done?

Dragonhelm

Paul Appleby - 'Dragonhelmisproceeding slowly - thanksto me, not the
GM, who is very keen. Asintimated in the review, things happen quite
slowly within the game anyway and I've spent about areal month in the
same pub, or rather my character has, the big lump. Probably about three
hours in the game! Chiefly putting up with local xenophobia - Bledal is
probably not thebiggest barrel of laughsinthemultiverse(wonder if being
runfromUlster hasaneffect?), asyouget thedistinctfeelingthat Bad Times
Are Just Around The Corner (copyright Noel Coward). That's not a
complaint. I'menjoyingthedoom-laden atmosphere. Possibly my character
isn't! | devised him asbeing pretty thick, hoping it would simplify things,
but even now there'salot for him to figure out - everyone's got an angle,
it seems, except himself, who's desperately trying to stay naive and
optimistic. Imagine someone a bit like Obelix the Gaul (only more
phlegmatic) trying to survive in the world of Raymond Chandler...'

Saturnalia

Stuart Rose - 'Serpent Isles: Ashley continues with a good style of
writingandinterestingturns. |, inassociationwith another player, havejust
survived our first hostile encounter with goblins; only three, but amajor
achievement for Arcus and Amber as neither was intended for combat.'
[Note that Exile, below, can be classed asaversion of Saturnalia...]

Exile

Stuart Rose - ' Just started with new referee Marcus Taylor: first turn
contains plenty of atmosphere and looks promising.'

Belinda Dunks - 'This game is living up to initial expectations and
anticipation remains high. The turn charges are alittle on the steep side,
but still worth it given their quality.'
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Unexplained

Antony Dunks - '‘Game 29: Having come to Unexplained only recently,
| haveonly beeninvolvedfor thepast year and | regret now not joining back
at thestart. Though Graham (my character) hasonly known histravelling
companions for eight days or so, he is going to have a very hard time
forgetting them, while there are some he wishes he could have gotten to
know better. Theturnshavebeen extremely interesting, humorousat times,
especialy as Francis (the GM) went along with some of the more
outlandish schemes put about by the group - often at the expense of other
members of the group. All around big Hurrah! yet tinged with sadness as
itis al over. Finaly, would Judith get in touch, Graham would like to
exchange Christmas cards, but does not have your address.'

HISTORICAL ROLEPLAYING

Heroesof Olynthus

Patrick Gleeson - 'At first glance - thisis only the second proper turnin
thegame- Heroesisaremarkably simplegametoplay, yetit seemstohave
amazing depth. Essentially aroleplaying game set in afantasy version of
ancient Babylonia, each turnissplit up into five weekly actions - similar
toagameof En Garde! in many respects. I'm playing an Achaean (Greek)
philosopher of sorts, who has come to the city of Sumer to study at the
famous Collegeof Chaldeans. Troubleis, theillustrious Chal deans (some
or all of whom wield powerful magics) don't seem too keen on me getting
alook at their library. Still, there'stime for that asthere's just so much to
dointhegame!

Each turn consists of awell-presented cover sheet with atmospheric
artwork, a page describing your character's actions during the last month
and a page listing your character stats, equipment and GM notes. In
addition you get apage detailing thecity or townyou arein (not surewhat
happens when you're off in the wilderness) and a two or three page
newsletter full of rumour, gossip and even afew hard factsabout thegame
worldingeneral. Thefriendly GM, Colin Forbesof Timewyrm, writeswell
and hasalwaysresponded to all my orders- animportant matter with free-
formorders!. Althoughthereareonly limited placesavailableinthegame
atthemoment, I'd heartily recommendit to anyonewhowantsaroleplaying
game that doesn't demand advanced writing skills simply to play!'
Roland McGinty - 'Great game. Colin is doing a good job, given his
condition. Turns comprise a side of A4 written specifically for your
character. A sheet of stats, anewsletter (three sidesthisturn!), the player
list,andif youareinacity youget acity sheet. Oh, and theobligatory order
sheet. The atmosphere in the writing is fantastic, | don't know where he
getshisinspirationsfrom, but wherever itiscan | havesome? I'veleft the
main city of Sumer now and am heading south into an area of the Empire
that has recently been invaded. I'm hoping to find out more information
about the strange invaders, and you never know, it might be useful to sell
that information on to the highest bidder.'

ADVENTURE GAMES

Dungeonworld

Stuart Rose - 'My main adventuring position is trotting along happily,
with me helping to form anew guild, (not yet official, though) and one of
my characters getting a position on its council; other charactersare on a
mission with about 20 otherswhich isvery hush, hush, so no moreto say.

My monster position is coming along nicely and shows promise
provided | can avoid argumentswith other monstersand thegoody, goody
adventurers don't find the entrance to our dungeon too soon.

The estate positions are different and whilst not offering as much
instant action as an adventurer position seem to be less samey every turn
than trader positions.

A notefor any peoplewith email: it'sworth joining the dungeonworld
estate mailing list just for the opportunity of seeing people worry about
rabbits, rabbit hutches and goats.'

Monster | sland

Bruce Edwards - 'The trouble with e-mail is that you go looking for
discussion groups about the game, and suddenly find yourself onthe US
Island, playing by e-mail! I've adopted two monsters, been part of the
formation of anew group, and built a Temple already! The other players
arefairly chatty, and |'ve evenlearned athing or two myself. | believethe
UK gameisup to date on developments, so if you want to know (almost)
anything about M| then look up the Fire Rider web site -

http://home.nycap.rr.com/nyoumans/

Alsol'mstill running two of my monstersonthe UK Island, but things
arerather quiet asthe player-run newsletter, Message In A Bottle, seems
to have disappeared due to alack of an editor.'

Quest GME (GamesMaster Edition)

WayneY eadon - 'Players have been causing problemsfor themselves by
not reading the new rulebook properly! Bat must be getting alittle fed up
of thisnow, but heis quite forgiving re our mistakes. The special actions
have caused the most problems | think, mainly from players asking to do
thingsthat are beyond their current rank or status. It isstill early daysfor
this new version of Quest and players will eventually get the hang of it.

Most alliances that have got going in the game, have had their first
quests and some have even completed them, gaining themselves a cash
reward and status for the alliance.

The history to each of the new games, contains plot outlines that will
becomeimportant asthegameevolves. Linksbetween citieshave already
becomeevident, especially wherethisaffectstherel ationship betweentwo
alliances. Inturn, theactionsof someallianceshave caused problemswith
players and alliances being banned from certain cities. If you areallied
to one such alliance, you also become affected by the ban. If you have an
alliance that hates another alliance and their base cities are actually on
good terms with each other, then thisis bad news for the alliances
concerned!

There is a great deal of information to be aware of now, that was
previously overlooked. If you do not pay careful attention to what you
arebeingtold from certain sources, you will make mistakesor missout on
things that may become important later on.

Players still need timeto adjust to this new way of playing and when
they do, it should beamuch better gamefor all concerned. Here'sto ahappy
future in Quest.'

FANTASY WARGAMES

Hand of theDemon

BruceEdwar ds- 'Thegameisslowly workingtowardsafinish, and L ager
Troopers still lead. He's obviously decided to try for a solo win, but the
rest of usareharrying himand preventing himfromgettingthefinal decisive
score. | feel we are only delaying the inevitable, but you've got to keep
trying, haven't you?

Stuart Filmer -'Game10: DraumsRevenge: Now onturn 3 of thisspecial
editionof HOTD. Thepremiseof thenew gameisthat Draumwasdefeated,
and, likeabiggirl'sblouse, ranaway. AsDemonsaren't too fond of defeat,
Draum has recruited anew army. He learned from past mistakes, and his
new recruits arejust that little bit harder. Not only that, thelittle blighter
hastakennearly all themagical centres. Sogenerally, heisonetough cookie
to crack.

Probably dueto earthquakes, theL and of Angmerehaschanged, togive
thisagameadifferent feel, and also some of theraceshave changed. Orcs
and Hobbits went off to search for happy times, to be replaced by Trolls
and Demon Magel ords- presumably abreak-away sect, likethe SDP. The
ally order hasalso been modified. Inthenormal HOTD, you can ally with
any race. Now each race can only ally with their own kind, and one other
designated race. So searching out one of your alliesisamust.

Thefirst coupleof turnshaven't been too exciting, just building up the
home city, capturing some local settlements etc.. On Turn 3, I'm just
meeting all my neighbours, and as| cannot ally with them, thefun may be
just around the corner.’
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Kingsof Karadon

Duncan Chisholm - 'Plaudits to Hunky Monkey and GM Tom Fyfe for
gettingthegamesrunning again, despitehisnew job. Asl understandit the
existing four games will continue to run to monthly deadlines, with new
gamesstartingasold onescometo anend. A monthly turnaround may seem
slow to some, but veteran Karadon playerswill appreciate that the game
can takealot of time, what with hectic diplomacy and the vast number of
ordersitispossible(though not necessary) towrite. Bothgamesl'minhave
places available, so grab one now beforethey all go! | promise you won't
regret it.

Gamel- TheGreat Winter: Thisisthelongest-running Karadon game, and
isoneof the two open-ended games. Unlike the closed-ended versions of
thegame, thisscenariofeaturesafree-form Special Actioneachturn, which
adds enormously to the depth and flexibility of the game. Recent events
haveseen thecontinuing advanceof theGreat Winter, religiousturmoil with
the dissolution and then reformation of one of the major Conclaves, the
assassination of the Queen of Miradon (the most powerful NPC state) and
now an outbreak of civil war amongst the Centaurs and a Jihad being
declared by the Orcs of Ugbat! | count myself lucky that my own nation
isbased around aseriesof island chainssomedistancefromthemainaction.
That said, please don't think | feel safe or am complaining of being bored!
Ohno, | wouldn'tdaregivethe GM thatimpression-it might givehimideas!
Game 2 - The Return of the Ancients: With the slow-down in turnaround,
| havebitten thebullet and joined game 2, another open-ended game. This
one has atotally different scenario from game 1, being more religiously
orientated and based around the release and return of evil gods known as
the Ancients. |'ve picked up a veritable power-house of anation, though
alastherealm of Reichmar seemsto havefalleninto some disrepair since
the height of its power under my predecessor. Whilst the GM takes an
activerolein making surethat non-player nationsare more or less active,
rather than passive punch-bags, | think Reichmar has been deliberately
reducedin power through strategicneglect. Still, it givesmeachallengeand
meansthe gameisn't unbalanced - good GMing!"

Patrick Gleeson - "Turnaround is still slow, owing to the GM acquiring
areal-worldjob. That said playersarebeing kept fully informed, and there
isno diminution in game quality. In fact, if anything Game 1" The Great
Winter" isgetting better! Thisisprobably asaresult of theGM feelingless
pressure to get the games out to the previous two day turnaround. The
questsarelonger, and therearesomevery interesting thingsgoingoninmy
nation, which I'm sure have the foul hand of the GM behind them. More
and more I'm coming to think of Karadon as an open-ended game, and
suspect that | wouldn't really enjoy oneof the closed ended games, it would
seem so artificial! Apart from anything else, | rely on the Special Action
you get each turn in the open-ended gamesto keep my nation from falling
off therails. Thereisso much that can be done, the prospect of just having
the basic order codes doesn't bear thinking about any more.'

L egends

Stuart Rose- 'NIC Champions game: Thisgameisabout to start with all
factions pre-determined and led by experienced players who have one
multiplegame. Two of thefactionsareled by Brits, but just to beawkward
| have joined afaction led a scandinavian, this should be areally

fast paced game.

NIC 24: Already Sam from Harlequin has declared that trolls and
several other races have reached the limit set in module, and even the
maratasens have been declared full eventhough thereisnolimit setinthe
module. Looks interesting and should be starting soon.’

MiddleEarth PBM

Colin Danks- 'Finally joined Middle Earth; seemsthe playersareavery
organized bunch. Not too sure how long | am going to last as the Dark
playerssoundvery experienceandwearenot! Someof therulesdon't seem
true to life (it seems easy to destroy a very large army just by killing a
general).'

Colin For bes- "'The World Champi onship game (59) iscontinuing apace,
with both sides having thingsto be pleased about. But never fear, we shall
win the game and square the series against the Americans! Meanwhile
Harlequin's serviceis continuing to get better, proving that impossibility
isno bar to these guys. Work on the "front" account sheet is under way,
which will make keeping track of your gamesand account alot easier for
everyone.

Tom Fyfe-'Well, theworld championshipgameisgoing quitewell. It looks
like we may be giving the Americans a proper run for their money, as
opposed to the pathetic fight we put up last time! The game's going well,
even though the teamwork at times seems alittle patchy; I'm just aguilty
as any other, though. But the gameis enjoyable and I'm looking forward
to guaranteeing that the Y anks get adamn good kicking!'

Realmsof Israa

Colin Forbes- "Turnaround continuestoimproveand several playerswho
have been thinking about dropping now seemto have changed their minds
- and agood thing too!"

War of theDark God

Colin Danks- 'Game 2 hasjust started. Now that | know the rules better
I should make |ess mistakes! Can't get over how good the maps are every
turn. You cantell that GM Wayneisvery keeninthisgame, hesetsup all
the players on agroup site making correspondence easy (plusheadds his
own comment now and again).'

NON-FANTASY WARGAMES

Company Commander
Den Tempesta - 'A deep and involving modern wargame, that requires
some thought and planning, but isvery rewarding. Y ou need to work out
your supply, so that the men have arms, fuel etc. Thelorries have aload
limit, so you need to have enough of them. A special action each turn adds
alot to the game, too. From the UN offering aid to help your industry, to
discovering an abandoned fire-base containing useful munitions.

No problemswith Jason's GMing. All questions answered, turns sent
back regularly.’

Crigs!

ColinForbes-'Just started upinagame, and I'menjoyingit thusfar. Seems
abitlikeaglorifiedversion of Diplomacy with nuclear missiles-and | mean
that as acompliment! Therulesare easy to grasp for anew player, and if
indoubt the GM isfriendly. Player interaction hasso far been high, which
inagamelikethisiscritical. Looking forward to future turns.'

LTWars

Bruce Edwards- ' For those of you who still remember the article afew
issues ago, you may be interested to know that I'm still holding the lead
with 14 turns left to play. I've got afew tips and tricks up my sleeve yet,
and| may divulgetheselater on- if thegameisstill being mentionedinthese
august pages.

I'd spill now, but I don't want to give anything away until the gameis
settled, just in case someone gets any ideas.

WWIV

Colin Danks - 'Just put my name down for another WWIV game. Keith
has so many different versions that it has kept meinterested inthisgame.
Just about finished a blitz game and am trying to see how many capitals
| can take on the last turn.

WWIV isagreat gameto beplaying. PagodaGamesareawayshel pful
and reply quickly to any questions | may have. | don't think thisgameis
expensive, my superpower turns are less than five pounds and you get a
wealth of information.'
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SPORTS GAMES

Raceplan
Den Tempesta - 'Advanced: I've been playing Raceplan for about six
monthsnow, and recommend it to anyoneinterestedinmotor-racing. Well-
presented, easy to get into, but deep and involving enough to make you
spend some time thinking about it. All options are covered, from brakes
and tyres to aerodynamics, that you can improve. You tell your driver
exactly how to race, so if your driver crashes or winsit's down to you.
No problems with Danny's GMing either, the game's returned with
first post the day after the deadline.’

ToughattheTop

Stuart Filmer -'Still going from strengthto strength. Bookings& injuries
arenow inplace, andthegameisall the better for it. The designer hasnow
committed to the game full-time, so the updates to the game should now
besignificantly quicker. The"Fantasy" gameiscurrently the hardest and
thebest, dueto animpressiveamount of managersintheleague. GBM are
still providing an excellent service.'

CRIME GAMES
Godfather

Gavin Wynford Jones - 'I'm now in my second game of Godfather. My
first gameresultedinanignominiousend at thehandsof asniper for failing
to pay off the Bosses at Murder Inc. | signed up for my current game
immediately. It's been along time since any game has produced the high
level of anticipation that Godfather invokes: two weeks between turns
seems avery long time indeed!

Thegameitself hassomevery nicetoucheswhichaddtotheatmosphere.
For example, in my first game| forgot to give anewly hired enforcer the
required car. In most games, that would have simply resulted in hisorders
failing for that turn. Not in Godfather. The turn report included the
comment, "Smiley, grumbling about hispoor treatment, takesthe keys of
asedan and collectsit from the gang stores.” Loveit!

GM Keith runs the game very well, with turn reports coming out on
time like clockwork. He's answered all my questions quickly and even
updated some of the racket sheets to make them clearer as aresult of my
questions! How's that for service and commitment!

I'm looking forward to the Five Families variant and a one week

turnround game (if | can persuade himto run one).'
Carol Mulholland - 'Eek, I'vejust let Bob McLain talk me into playing
thehead-to-head variant with him- andfor publication, whimper, whimper.
Asthey say, it seemed agood idea at the time, but my morale hasn't been
boosted by seeing"fromanoriginal draft by JohnMerrells& BobMcLain"
on the title page of the rulebook. Ooh, scary..."

NEW GAMES

Blood and Water

Patrick Gleeson - 'lI've only just signed up for this medieval simulation,
and haveto say I'm extremely impressed! Set in amythical world known
as Mhurvana, Blood and Water is afifteen to twenty player game based
upon a quasi-feudal system. There's a strong emphasis on dynastic
scheming, and an excellent circular called the Courtly Gossip whichisa
focusfor public-knowledgeeventsaswell asstorieswritten by theplayers.
Worth checkingto seeif thereareany placesgoingintheonegamerunning.
I would be surprised if any more started up any time soon, as Blood and
Water isfree!

It's not listed in Flagship, so here are the contact details:

http: //mwww.egroups.co.uk/group/knightchampions

email: m.l.collins@ntlworld.com

King'sPirate

Denise Sweeny - 'King's Pirateisan excellent game. Already I've had the
opportunity to purchase plantations and atavern, seduce Naval officers,
assassinatethe Governor'sNaval Aide, and pressgang thelocal drunksto
alifelessordinary. Evenduring theslow bitswhen Governorsaren't being
kidnapped or colonies burnt to the ground, the player interaction is
awesome, trade is easy and there's always something interesting on the
email group. Bon chance.'

FIRMS

Dracs Games

Paul K Paton - "'Thanksto you | joined Dracs Games. | can honestly say
that Derek is the best GM I've come across.’

Harlequin Games

Colin Forbes- 'A shining example of what aPBM company ought to be.
What | particularly like about Harlequin is they listen - you really feel
they're there for you and taking an active part in continuing game
development - even wherethey don't own the programming rights. And of
course they continue to promote PBM, taking a stand at the recent Salute
wargames convention. Not only did they promote their own games, but
asodistributed fliersand sampl e copiesof Flagship. Not something you'd
catch some other big companies doing!'

[Please get contributions for Rumours, issue #91
to the Flagship office by July 1st]

FLAGELM-

Subscription rates:
Location

I'd like to subscribeto FLAGSHIPfor 4 6 12

Name
Address (please print and include post code)

Subscribe to FLAGSHIP!

Send this form to Flagship, 14 The Hollows, Exmouth, Devon EX8 1QT UK.
Please enclose payment in UK funds, Cheques should be made out to FLAGSHIP.

(circle one) issues, starting with the latest available/issue No ...... | understand that if | am dissatisfied,
| can cancel at one month’s notice and my subscription will be refunded, minus the cost of copies aready sent (at the one-issue rate).




Based on the
Star Fleet
Battles range
of games,
this is the only
official play
by mail game
set in the
Star Fleet
Universe.

(
\

World War IV

“This is your chance to try Global

Thermonuclear War”

The best play by mail wargame just got
better. Dozens of new units have been
added offering a whole new challenge
| for beginners and regular players alike.
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ALATMAZE

This highly detailed and
in-depth Tantasy
wargame ofiers you the
chance to enter the world
of Alamaze, where 15
unique Kingdoms battle
for control.

As King you will order

trol of towns and cities
through diplomacy,
sieges. or simple brute
force!l

Dozens of orders are
available each turn, with
hundreds of spells at
your disposal.

| leled gaming experience, with remarkable depth yet
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Avuenfurer |
One of the greatest fantasy wargames has found a @
new home. Adventurer Kings offers an unparal- §

is easy to play. Exciting game reports and
a colour map updated each turn ensures you are |
finish. Simply the best. |
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THE TIME IS THE ROARING 20°Ss.
THE PLACE 1S CHICAGO.
AND THE GAME, IS

GODFATHER

Step back in time to an era where gangsters
ran free, alcohol was illegal and gunfire could
be heard on the streets every night.

Take on the role of Al Capone, George
“Bugs” Moran, Charles “Lucky” Luciano or
one of the many other real-life mobsters and

try to become Capo of Chicago, the
Boss of all Bosses.

Set up casinos and brothels, loansharking
and protection rackets. Hire hoods and
bribe the police. Buy the deadliest
weapons, invest in legitimate businesses to
avoid the IRS, but most of all, kill your
rivals before they kill you. Rising from the
ashes of St Vals 2, and featuring a
completely new combat system,
Godfather is back, and it's bigger
and better than ever!
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Pagoeda Games
PO BOX 5155 Tamworth Staffordshire B77 4QQ

Email: mail@pagoda-games.demon.co.uk
Web: www.pagoda-games.demon.co.uk

The set-up fee for each game
i just £10, which includes the

rulebook and a number of turns.
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TAILPIECE - PERSONAL COMMENT

GMs Playing In Games

The case for and against
PATRICK GLEESON on the NPC's he's encountered ...

Inwritingthisarticle, | innoway intend toimply that any GMsareanything
but objectiveasmoderators. What would say though, isthat whenever aGM
playsin one of their company's games, that GM isinevitably going to take
some risk, however dlight, that some player may sometime, somehow,
perceive the GM's position as being compromised.

Do the moderators play for free? If not, are they not simply paying
themselvesin aroundabout way, which in principleisthe same as playing
for free? Thisrai sesthesameproblemfaced by any player whofor whatever
reason is not paying for agame. Surely there must be timeswhen aplayer
who is not concerned about the financial implications, might engage in
outrageous or risky strategies, knowing that if their nation suffers disaster
they can simply start another game at no cost to themselves?

Let'sassume, for the sake of argument, that moderators, aslicensees, have
accesstothesoftware, evenif thelicensing
agreement prohibitsmaking changesinthe

a playtest game amongst themselves, not for competition, but to try out
different thingsfor the purposeof gaining experiencewithvarioussituations
whichmay occurinthegame. Asanalternative, amoderator might"look over
theshoulder" of one or more players, following closely the progress of one
or more position without actually participating in the game or the players
evenbeingawarethat their gamewasbeing"watched". Inthat case, however,
it would haveto be conceded that the moderator would inal likelihood not
beawareof all theprivateinter-player communicationsthat regularly occur.

Having said al that, thereisacaseto be madefor allowing GMsto play in
their own games, under certain circumstances. Theimportant thingisto be
open about everything. Under no circumstances should aGM ever play in
agamewithoutinformingtheplayersfirst. | would suggest that somegames
be open for moderators to play in, and some closed, and that when GMs
announce that they are accepting setupsfor anew game, they should state
whether or not that game is open to
moderators. Anyone who playsin agame

program code. Will thefact that they know
secretsof thesoftwareinfluencetheir play?
Evenif they professthat the answer to the
previous question is no, is it not possible
they may subconsciously take advantage
of software secrets not known to the
customer players, without their evenbeing
aware of it? Where the moderator is the
actual programmer or game designer, the
problem becomes even worse. It's almost
inevitablethat they will haveknowledgeof
things which might not be immediately
apparent to another player.

In principle this situation is no different
than oneinwhichagovernment employee
isforbidden to own stock in acorporation
over whichhehassomeregulatory role, or
ajudge being expected to recuse himself
fromany caseinwhichhecouldbeperceived

open to moderators then accepts that
situation up front, instead of finding out
after x turns, that one of the opponents
happens to be a moderator.

Having spoken ith various GM's | would
agreethat playinginagameissubstantially
different to running asimulation. Running
asimulationwill only teachthe GM how to
run simulations well. Actualy playing a
game gives a GM hands-on expoerience,
teachingthe GM how thegameworksfrom
a player perspective, what thoughts go
through players minds when something
occurs, random elements and their impact,
thelist is endless. This enables the GM to
have amuch better grasp of agame, which
inturnhelpsouttheplayers. Whenaproblem
comes up the GM is then able to draw on
their experience to decide what the

as having some persona interest. In the
case of the vast mgjority of PBM games,
the monetary implications are very small, but nevertheless the principle
remainsthe same. The highest ethical standard isto avoid any possibility
of aperceived conflict of interest.

GMs are bound to maintain a strictly neutrality and avoid any shadow of
favoritism. Asaplayer oneisfreeto act as one pleases. However, if one
isalsoaGM, aproblemarisesbecauseother playersmay not beable, or may
not wish to, keep your two roles completely separate. Thisisaclassic case
of perceived conflict of interest. Any other position that aGM-run position
attacks, hasaplayer behindit. That player may feel that he hasbeen picked
on by anemployee of the company, and therefore could conceivably decide
to take his business el sewhere because of this, so the mere fact of the GM
playing could have a negative impact on the company'sincome.

The most common, and indeed persuasive argument, used by moderators
who play intheir own games, isthat they need to engagein play to become
better moderators. Isthistrue?Itissurely possiblefor theemployeestorun

appropriate action to take may be.

The only way to totally avoid perceptions of conflict of interest isto not
play in gamesinwhich you act asaGM, even if you keep totally hands of f
theparticular gameinwhichyouwould beplaying, becauseyou havetoavoid
not only real conflict of interest but perceived conflict of interest..

FLAGELM-



CRISIS!

CRISIS! The Game of Global Conquest

Diplomacy is at its lowest ebb for years. Trade has all but ceased and politicians are at their wits ends. Power-mad
Generals have taken control of the major States and things are looking grim. The massed machines of war line
every street, troops bristle with the latest death dealing weapons, and the Madmen are planning their strategies.
The stage is set for the greatest upheaval mankind has ever witnessed.

You have been placed in charge of your Country’s future. You have the power to carve out a new empire for your
homeland, your warheads have been primed, your troops and battle craft are at the ready. Your decisions will be
vital to your own survival!

As supreme Commander you have the Authority to create powerful new Troop and Paratroop divisions to attack
and conquer your enemies. They come equipped with all the latest laser-guided ultra lethal weapons your money
can buy, are trained to win at any cost.

Your silos are crammed with the latest Nuclear missiles, capable of devastating vast areas of enemy territory.
destroying their industries and mutilating their populations. There is no escaping the radiation!

Counter espionage, Military satellites, Terrorists and the mighty Supergun also feature in this wargame of epic
proportions!

CRISIS! is easy to play, boasts a simple order system and loads of action from the very start. Diplomacy is highly
recommended. The game is one when a single player conquers all or an alliance of 3 players sees off all the opposi-
tion. Fortnightly deadlines £2.20 per turn (inc SAE for UK). Startup and rulebook Free!

TimePatterns PBM Games
Freepost EX1049 Exmouth Devon EX8 2YZ.
Phone/Fax 01395 286632
E-Mail Crisis@TimePatternsPBM.demon.co.uk

New Website! fly.to/timepatterns



WW1 tactical battle game. Rules £5, turns £3.
First World War wargame (head-to-head): Artillery is king in these set-piece
battles covering all armies of the entire Great War!

AGEMA PUBLICATIONS

WW1 BATTLES

WW2 battles game. Rules £5, turns £3
Head-to-head wargames set in the eastern front of World War Two (fate war), with the German
Wehrmacht trying to hold back the Soviet steam roller.

PARFERGRUPPE

Tactical Battles game. Rules £6, turns £3
Head-to-head games (and a campaign version) of Napoleonic Warfare. Easy to play with you the
player choosing your ideal turnaround (1,2,3 or 4 weekly). Armies are chosen from extensive lists
in the rules to a points value, and on completing your first game you are entered onto a league
table.

NAPOLEONIC
BATTLES 11

18th Century High Politics & Warfare rules £5. Turns £5
One of the best games on the market, LGDR has it all - warfare, intense diplomacy, spying, eco-
nomics, the lot! Everyone should try this at least once in a lifetime!l!! Players join games with no
waiting lists (the games evolve like real history, they don't stop! You set your own objectives and
play for as long as you like)

LA GLOIRE
DU ROIL V

An Ancient wargames campaign (rules £5, turns £5) What will happen when the Assyrian Empire

collapses under invasion, will the new order of things be? This game gives you the chance to de-

cide the fate of a real time of epic history! Lead the Cimmeranian cavalry hosts over the steppe,

or the Libyans or Kushites into Egypt; command a band of Greek mercenaries or a pirate fleet to
make your name. As Sheikh take the Sons of the Desert on raids!

ASSYRIA'S END

Victorian Imperialist adventures in the far east! Rules £5, turns £5
Our latest game, giving an in-depth game with a wonderful atmosphere and inhabited by the likes
of Flashman, Fu-Manchu and Lord Emsworth! This is pseudo-history at its best, involving Chinese
Triads, Wako Pirates, Europeans on the Big Adventure, cricket and tea. lolly good fun.

GUNBOAT
DIPLOMACY

Gunboat Diplomacy Special Offer

go.to/agema

Special offer - join now and get £1 off the Gunboat Diplomacy rules!

Rules (£4 post free) (offer ends when next issue of Flagship comes out)

We also sell CD-ROM’s!

P I N I IR N R R R i A R R i

AGEMA PUBLICATIONS

NG3 2BA

Please make cheques and postal orders out to

Agema, 3 Worksop Road, Sneinton, Nottingham,




