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Report
from
the Bridge
... AND ONWARDS!
SOME OF YOU have already heard the sad news
that my husband Ken died at Christmas. If not,
you’ll understand why this issue has been
delayed. Ken was the inspiration and support
for my whole life and I miss him terribly. I do still
intend to continue editing Flagship, despite this
great loss. I know that the Flagship team can count
on your support.
Our major incentive is the liveliness of the
PBM hobby: its games, its moderators and - most
important, of course - its players.
You’ll be pleased to see what a wide range of
games we cover this issue. Among them is the
exciting new power- and adventure- game Aspects
of Might from Justin Parsler of Silver Dreamer:
hot stuff. If wargames are your thing, we’ve an
article on the well-regarded Napoleonic wargame
Austerlitz. If you love sports games, you’ll gladly
join with us to welcome our new Sports Editor
this issue, and be interested to read the description
by the designer of Neutral Zone of his work in
getting this up and running. A fantasy wargames
addict? Learn what it’s like to start Middle Earth
PBM as a newcomer, and about the varied
challenges offered by the splendidly-named
Eldritch, which has been running for several years
now without much coverage in our pages. Yes,
yes, there’s even more: Elvaria, Quest GME,
Chevia and the new safari game Great White
Hunter (it’s good-hearted, honest: no animals
really get injured).
John Harrington continues his series about
the amateur zines, with an article on Railway
Rivals. We welcome Paul Evans, who has agreed
to write about non-PBM games on a regular basis,
and starts this issue with an account of new games
seen at the huge German games fair, Spiel. Steve
Tierney’s frank, upbeat and eagerly awaited
Retroscope returns, while Bob McLain reveals
his true colours - which aren’t in pastel shades.
Thanks to all who’ve contributed to this issue
despite a difficult time here, and to Colin Forbes
and Tom Fyfe who’ve helped me to put it
together. We hope you’ll enjoy Flagship 95 as
readers, and will work together with us towards
issue 96 and then onwards - on towards Flagship
100, and beyond ...
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FANTASY WARGAMES

The
Spo
kesmen
Spokesmen
Speak
ROLEPLAYING GAMES
Justin Parsler of Silver Dreamer
writes about designing his
Aspects of Might in this issue,
but we’ve also learnt that a
second version of his celebrated
powergame Absolute Power has
just been launched as Absolute Power II: The
Regency. Play will be weekly, at £5 a turn, and
the scenario is set in the future of the old
Absolute Power universe. Good news, as there
was some uncertainty earlier about whether this
relaunch would happen. There won’t be a great
deal of space for new players, so if you’re
interested contact Silver Dreamer right away.
Adrian Bagley has decided to close his
Legend of the Stars, a roleplaying game set in
outer space. ‘The players all seemed to be
enjoying it,’ he reports, ‘but took longer and
longer to send in orders, until eventually the
game just stopped. The curse of the team game,
I suppose... People don’t mind sending in
computer-moderated letter and number codes
to a deadline, but they like to roleplay at their
own pace.’ The game ran for several years,
though, starting in 1998, so it’s not done too
badly.
Mike Absolom is currently running the
South area of Saturnalia for free but the game
is currently full. Following the birth of his first
child, Mike's time is somewhat limited, so a
waiting list is in operation. Prospective new
players should note that they may have a
lengthy wait before they can join the game. Note
that other areas of Saturnalia do have room for
new players, so it's worth asking around.
WORG are starting a new area of Saturnalia.
The Viridian Islands is a group game: overthe-table Saturnalia gaming sessions have been
around for years, but this is probably the first
postal group PBM in the Saturnalia world.
WORG are also working on two games (acquired
from Lombot), namely Throne and Battle
Dirge. The latter received a good review in
Flagship, so it's encouraging to see the game
may be continuing later this year.

Harlequin Games have been
having a hectic time with their
Middle Earth PBM. They ran
a Face to Face session in Cardiff
over Christmas, where players
turned up at the office to play through a game
of Middle Earth. They say that ‘everyone had
a great time, averaging three hours sleep a night’
and that ‘the atmosphere is awesome’.
Then, just a couple of weeks later, they
drove to Copenhagen and ran another game,
with the Scandinavian World Championship
team playing another team. ‘Once again,’ they
say, it was a ‘fantastic ambience, as players
hurriedly collate and attempt to write orders in
half an hour.’
Because these events have been so
successful, Harlequin are off to the USA in
June, and running another Face to Face in Cardiff
in July. Phew, sounds like hard work but great
fun, too.
Their auto-input system for Middle Earth
is now in play-test, and the Introductory game
is now in its final stages of playtest - you’re
welcome to join up. (Just when you thought
things were calming down, eh?) For those
interested in the film Fellowship of the Ring,
they decided not to go for a big push on this
but new players have joined up all the same.
Oh, and their website has had a major
overhauled: feedback, as always, is welcome
on this:www.middleearthgames.com

Harlequin’s most recent game of Legends,
NIC26, has nearly reached the full 100 players,
so they will soon be closing it down to new
setups. Until then, any new players will be
given some help in catching up: they’ll be getting
accelerated setups and will be allowed to do the
first month only adventures on their first turn.
Harlequin used a new technique to balance
the game start, with a web-based sign up scheme
that let all the players see which races and
factions were popular. They’ve found that this
has led to the best game start since they’ve run
Legends, and they’ve resolved to use the same
method in all their future games.
Harlequin’s Serim Ral 52 comes out in the
next two weeks. They apologise to those who
have had a wait for this game, but think the wait
will be worth it though. This is your last chance
to get in at the game start!
Steve White reports that his relaunch of Kings
of Steel is now making steady progress. It’s a
hand-moderated game, so quite hard work, but
Steve has been developing spread-sheets to
reduce the record keeping and is working on an
improved appearance for the turnsheets.
The next KoS game is filling rapidly. There
may be some places still vacant in it, but you’ll
need to be prompt if you wish to apply.

NON-FANTASY WARGAMES
Time Patterns’ Crisis! has
been suspended following
Ken Mulholland’s death,
but it will resume after a
pause. The existing games
will definitely run to their conclusion, and Time
Patterns are hoping to start new games of this
old favourite. Apologies to any applicants who
haven’t been acknowledged yet: cheques won’t
be cashed until the next game is ready to start.
Richard Miles has asked us to pass on an
apology to all players of his Squad Leader,
who haven’t received turns since late summer
because he broke two fingers and stretched some
tendons (during a kick-boxing lesson, no less!).
This left him unable to write, and only able to
type with discomfort. He also thanks his
players for voting for Squad Leader in our ratings
poll. Turns in the game have probably resumed
by now.
KJC are offering free startups in their next game
of Warlord for anyone who hasn’t tried the
game before and who lives in Britain or Europe.
There’s no obligation to continue playing if you
don’t like the look of the game, but note that
the number of places available will only be

enough to fill the game, and allocated on a first
come first served basis.
Warlord is set in a post-nuclear world, where
you seek to become the dominant world power.
Starting off with basic forces and technology,
you’ll obtain more information and power as
your empire increases:
http://www.kjcgames.com/warlordf.htm
A waiting list is now open for the next game of
Prometheus, an empire-building wargame from
Hunky Monkey. Start-up is £10, though note
that Flagship readers can claim a free turn using
the discount coupon enclosed with this issue.
Stand-by positions are also available in existing
games, this being a good way to learn the ropes.
Stand by positions are £5 plus two free turns existing players who have the rules can get a
standby position for free including a free turn!
All turns are £2.50. Play is available via post,
PDF email or full colour HTML email.

Subscribe to Flagship online
(all major credit and debit cards)

www.pbmgames.com/flagship
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CONVENTIONS

What is Play By Mail?
THE PROCESS is simple. Players send their
orders for each turn in the game to a central
moderator (or GM), who works out the results
and sends them back. This simple process
allows hundreds of players to enter game worlds
of great depth, to contact each other between
turns for discussion and negotiation and to play
at a time that suits them.
In most games everybody’s orders are
processed together for each turn,
simultaneously, but the results that are sent
back are the individual ones for your own

position. The other players won’t know what
you’re planning unless you choose to tell them,
which offers many possibilities for joint and
covert action. There are all sorts of games, with
all sorts of settings: roleplaying, wargaming,
adventuring, empire-building, sports games and
plenty more! Some are simple, some are complex,
but they will all take skill and planning to play
them well.
If you’ve never tried Play By Mail, give it
a go. It will be unlike any other kind of gaming
that you’ve played.

SCIENCE FICTION GAMES
Harlequin
Games
report that a new Star
Quest module is under
way, set in a galaxy
‘devastated by previous
wars where the very stars
themselves were among the
victims, leaving the remaining clans struggling
for space and survival amongst the debris of a
dying galaxy.’
The programmer has just finished a new
version of the front-end software. This allows
players to receive turns, write orders and collate
information. Together with the mapping
programme and plans for future updates, this is
breathing new life into a classic game.
Various factions in KJC’s Beyond the Stellar
Empire are seeking new recruits. These include
the Imperial Services, the Confederate Naval
Forces, the Hive, the Brotherhood and the
Imperial Stellar Patrol; each of these offers its
own take on life in BSE and a range of benefits
to prospective allies.
Dominic Miller of Rebus Games, who’s just
started moderating Galaxy, has decided to run
his first game as a free play-test because he’s
made quite a few changes to the game.
Galaxy is an sf wargame. You play the leader
of a race of people living in a galaxy populated
by other, hostile races. So your challenge is to
conquer new worlds, defend your own planets,
build up a strong economic base, and then, of
course, to dominate the whole galaxy ...
dominic@rebusgames.com
Starweb is one of the earliest but best-ever
PBM games for those of you who enjoy
interacting with your fellow players. You choose
one of six different ways to win the game - as a
Pirate, a Berserker, an Empire-Builder, a
Merchant, an Artefact Collector or an Apostle
- each with a different path to victory. The
winning number of victory points is chosen by
averaging out all the players’ votes, so quite
when to make your decisive moves is something
that you have to judge for yourself.

Starweb isn’t available in Europe now, but
its US designer, Rick Loomis of Flying Buffalo
Inc, is offering free sample games for novices,
to be played by email. Each ‘trial game’ has
only six players (one of each character type)
and fewer worlds, and lasts exactly 12 turns.
One of the six players is an experienced player
who will take the peaceful role of Merchant or
Artefact-Collector, and who will try to help
you out as a mentor. At the end of the 12 turns,
the player with the highest score wins a coupon
covering the $5 setup fee for a regular game.
If you want to try this, send Flying Buffalo
your name, email address, postal mailing address
and your preference in character type and code
name (up to 9 letters). You may not get the
character type you prefer, of course, as there is
only one of each per game.
This won’t give you the whole experience
of playing Starweb, but you’ll learn a lot about
the game, and have the benefit of a mentor, and
it’s all for free.
Incidentally, if you prefer to play a paying
game from Flying Buffalo, they can accept
payment via PAYPAL, or Visa, Mastercard,
Discover, American Express, Diners Club, the
JCB card or a postal money order made out in
dollars.
www.flyingbuffalo.com
Steve Arnott reports that the waiting list for
the next game of Galactic Invasion III is now
filling up. This sf wargame is based on the same
system as Battle of the Planets, run
successfully in the past by Harlequin but now
discontinued. The game is free and runs to two
week deadlines by email only, from:
gi3@notreally.co.uk

POLITICAL GAMES
A new American political game, E Pluribus
Unum - Inside the US Government, should
be approaching its launch around now. More
information is obtainable from its GM, Bryan
Tribble, at:
http://epu.omega-games.net

OXCON
2002:
February 15th-17th
at Keble College,
Oxford. There’s a
Laser Quest on the Friday evening, which must
be booked in advance. Tournaments for
Diplomacy, Settlers of Catan and Lost Cities,
with plenty of other games available over the
weekend. Details from:
http://come.to/oxcon
MASTERCON: 22nd to 24th February 2002,
in The Hind Hotel, Wellingborough, Northants.
Tournaments in Diplomacy, 18XX and Settlers,
along with plenty of other games. Details from
David Norman:
david@ellought.demon.co.uk
MADHOUSE MINI CON
Mini Convention / Pubmeet on the 23rd and 24th
of February, at The Bell Public House, Hemel
Hempstead. Madhouse have pulled out all the
stops this year to bring you another 2-day minicon.
Arrive at midday, grab a drink or two and get in
the mood, then at 1PM sharp events will begin.
A full Madhouse team will be on hand to make
sure there's always plenty to do, and that's
without the obligatory scheming, planning and
diabolical diplomacy!
TOWERCON
22 - 24 March 2002, Claremont Hotel,
Blackpool, Lancashire. TowerCon is an
independent games convention held in
Blackpool which is now in its 5th year. The
event is held at the Claremont Hotel who
provide most of the residential accommodation.
TowerCon aims to provide a gaming
environment that is relaxed and friendly and
caters to a variety of gaming types. Board
Games, Freeform, RPG’s and war gaming are
all supported (CCG’s are currently not
supported due to space constraints).
There are also a few “unique” items - Glynn
Mossop’s Gunfight which is a great ice breaker
at the convention, and the giant Settlers of Catan
board on which their final of the Settlers
competition is played. (Rumours of a Craggy
Island variant remain unsubstantiated).
www.towercon.co.uk
DICECON: A boardgames convention, to be
held on 25th August 2002 in the Central Hotel,
Glasgow. Tournaments with prizes for Settlers
and Ivanhoe, plus lots of games that you can
play and leave as you wish, including United,
Grand Slam and Grand National. There’s plenty
of free space for boardgaming at the venue. The
organisers emphasise that they’re going to make
sure that ‘novices (including family groups) get
a gentle introduction and have something to do
rather than wander round looking at lots of other
people enjoying themselves.’
www.dicecon.com
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FIRMS
Andy
and
Cara
Simmonds of Mindless
Games have sent us the
good news of the birth
of Robert Alexander
Simmonds (Robbie) on Sat 29th
December, a brother for their daughter Caitlin.
Very best wishes from the Flagship office for
this new arrival.
Play By Electron Games are offering trial
games of Eldritch and Iron Kings for new
players, which allow you to try either game for
10 turns at no charge.
http://www.pbegames.com
Ian Brumby of Fenris Games has suspended
his roleplaying games at present, following a
change of house which has involved him in a lot
of rebuilding. The bathroom and the kitchen had
to take precedence over converting the loft into
an office, which seems pretty reasonable. Ian is
planning to get back to his PBM games in time,
but since he can’t realistically take on any new
players for a while we’ll remove him from
Galactic View until we hear of his return. It’s

ZINES
We’ve heard from
Shaun Walker that the
zine Infinite Threads is
about to become a purely
web-based venture. The
GMs who co-operate in its production will be
continuing with their games, but now all results
will be displayed on the Infinite Threads website:
www.infinite-threads.co.uk
This will require more work on Shaun’s part as
the webmaster, but he says that he’s willing to
take this on, and is looking forward to improving
your gaming environment and experience. He
plans to improve the look and functionality of
the website, with ‘a discussion board, better
graphics, more user-friendly navigation etc’.
Shaun also wants to increase the number of
games offered, and is currently on the lookout
for GMs (and players alike) for any new games
which come along. He’d welcome suggestions
for any games which you’d like included,
whether as a GM or player. Any games which
seem likely to have a reasonable following for
repeated games will be considered, and even
those which can gather enough players for a
one-off.
Interestingly, Shaun is considering starting
a number of role-playing games: there aren’t
many RPG games in zines. Apart from this,
there are plans for a few Diplomacy games, both
standard and variants, and games of Stars! and
Galaxy if there is sufficient interest. There are
various games which are already running, of
course: check out the web-site for more on these.

still possible to write to him to reserve a place
for the restart, and Ian also says that he’ll refund
credit to anyone who isn’t prepared to wait.
Good luck with the refurbishment, Ian!
KJC Games have announced an increase in their
charges for all their games, but only by 10p or
so per turn. Not bad: especially since it’s their
first price rise across the board since 1996!
They can accept payments in euros from
all European players outside the UK: check
their Overseas Information Sheet on the website:
http://www.kjcgames.com/osinfof.htm
Jeremy Wasden of Fuel PBM is prepared to
extend his special offer of a complete game of
Continental Rails or Heavens Above for only
£35.00, for another issue. Both are well-tried
games, so this is a good saving.
The US GM for Adventures By Mail, Keith R
LeBlanc, asks us to remind readers that ABM
runs email games of Monster Island, Quest II,
It’s A Crime! and Smuggler’s Run. US readers
may be interested in noting that ABM also runs
a mail only version of Isle Of Crowns.

PLAYTESTS
Ready for playtest is Blood Royal from James
Doyle, which he describes as a game of ‘dynastic
inheritance, diplomatic intrigue and medieval
warfare’. For more information, email him at:
james.doyle@virgin.net
Kevin Johns is looking for 16 playtesters to
help with the beta test of his new football game,
Soccer Sensation. He’ll be running this by
post, so is asking for £5 to cover the cost of
postage: this will bring you a 15-game season.
If you’re interested in helping, contact Kevin
at: 12 Tregullan, Illogan, Redruth, Cornwall
TR16 4DG.

STOP PRESS
TBA Games (Austerlitz & Championship
League) are now Supersonic Games. More news
next issue!
Madhouse are looking for lots and lots of
playtesters for a fast, silly web-based game.
Check out: www.madcentral.com/hauntedmanor.
Its completely free, very simple, it runs daily, it'll
take you just a few minutes each day to write
some orders. All players are welcome, the more
the merrier. It's completely automatic, and runs
in your webbrowser and by automatically sending
you a short email of turn results each day.
Madhouse say they need LOADS of people to
sign up for it, to make the first game busy and fun.
But please only sign up if you are actually going
to bother to play. No timewasters required.

Most of these games are available for UK
players from KJC Games, but it’s worth noting
the ABM link both for our overseas readers and
for keen players who can’t get enough of a
particular game! Keith stresses that there’s no
commercial rivalry between ABM and KJC: the
two firms have worked closely together for
many years.
As a special offer, if any of you mention
that you heard about ABM in Flagship, Keith
will start you up for free and give you some
free turns to kick start you in any ABM game
you choose. The ABM website is:
http://www.adventuresbymail.com
Stewart Leary of Received Wisdom reports
that all of his games may now be played by
email and, where played by email, the only cost
to Flagship readers is £9.99 (or $15) per year,
as there are no per turn costs. He’s increased
his range of games with Mighty Heroes, a
superhero game, and his Chicken Run is taking
off in a big way, with players in the US (and
other countries) joining in this and his other
games: all ‘due to email making the world
smaller!’

MEETS
G3 DAYS: Held on
the second Saturday
of each month, a day
of games hosted by
SFC Press at The Duke of
York, 35 New Cavendish St, London W1 from
12.30 onwards. Admission is free. Contact SFC
Press Old Dover Road, London SE3 8SJ; email
events@sfcp.co.uk
HARLEQUIN GAMES: Plans are definitely
afoot for a role-playing weekend this summer,
with the date to be announced. It will combine a
pubmeet, a face to face role-playing session,
board games ‘and, well, more meeting in the
pub’. It’s primarily intended for players in
Harlequin’s hand-moderated games, Exile and
Crack of Doom, but if anyone else is interested
in coming along, just get in touch with Harlequin
at the address in Galactic View.
COLIN ANDREWS: A date hasn’t been fixed
yet, but contact Colin at the address in GV if
you fancy joining the Over-The-Table RPG
which he’s planning to run in a month or so.
Colin is a well-experienced GM and promises
an exciting RPG session.

WORLD GAMES
Zen Games’ old favourite, Tribes of Crane, is
usually full, but its GM Melvyn Huntley was
recently able to reduce the waiting list: now’s
the time to apply if you want to try this famous,
long-running game.
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Ken Mulholland
1940 - 2001

Ken Mulholland (always Ken, never Kenneth) was born in Liverpool in 1940.
The eldest of six children, he went to Quarry Bank Grammar School, then
Manchester University where he read Physics. He specialised in Acoustics
as a post-graduate, taking his BSc at Southampton and his PhD at Liverpool.
He lectured at Liverpool, then at Aston University in Birmingham, teaching
Acoustics and then Transport Management until taking early retirement in
’95. Previously, his research work abroad included a year at MIT in Boston
and periods in Ottawa, Vancouver and Grenoble.
PBMers know Ken for his work on games, of course. He was always a
games enthusiast: bridge, boardgames, computer games, roleplaying games
and live roleplaying games. Roleplaying was discovered from a D&D set
picked up in the USA; Ken ran free-form sessions until it became too difficult
to keep a group together. He discovered PBM from an advert for Starweb
in one of the sf magazines, and soon found that PBM offered chances to play
through an otherwise busy life. Players and GMs alike found Ken helpful and
considerate. Throughout his life he was always ready to assist people with
both advice and practical help.
Ken’s own game, StarGlobe, was designed in his spare time during study
leave in Grenoble and programmed on a home computer when he returned
to Britain. His scientific background gave him a particular interest in sf, and
StarGlobe started as a simulation of starship flight in 3D before getting
adapted into a playable game. Ken didn’t regard science as a dry subject, but
as something to inspire wonder. Computers were useful tools, but above all
fun.Ken was an active man, who enjoyed hang-gliding, skiing, swimming and
walking the coastal foot-path. He had a passionate love of music, from Buddy
Holly to Mahler, and was a keen concert-goer. Ken had a dry, sharp,
disrespectful sense of humour, almost always on the side of the underdog. Oh,
and the most appalling handwriting!

Ken & Carol at Dawlish, Devon

Tributes & Memories

Rob Harper, State of Mind Games:
'While I didn’t know Ken as well as some, I considered him a friend, and
respected him greatly. His dedication to the postal gaming hobby over such
a long time was a real inspiration, and I will always remember the times
at conventions when Ken had me giggling hysterically with his dry wit particularly when I ended up sitting next to him at a GM panel some years
back. Ken will be greatly missed by many of us in the postal games hobby.'

Rod Hudson was Ken’s PhD student at Liverpool University:
'In the sixties he got me to appreciate Bach on a Moog synthesiser and Simon
& Garfunkel. He introduced me to Pachebal’s Canon, and whenever I hear
it I think of Ken and his telling of his abortive search for Rachebad’s Canon
until he realised the composer’s actual name.

Stephen White, GM of 'Kings of Steel'
'Although I never had the opportunity to meet Ken personally, I still feel
that he was someone I have known, even though the contact was limited
to letters and phone calls. Ken helped me greatly over the years with his
interest and support in the hobby.'

Keith Attenborough was a colleague at Liverpool University, now
Professor at Hull University:
'Everything Ken did was done to the full. There is an international list of
acousticians who owe something of their careers to Ken. My vivid memories
of visiting Ken in Boston in the 1970s (he was on sabbatical at MIT) include
several hairy rides in his Ford Mustang, being thrown out of the Bridge Club
at MIT and throwing up after fried clams. Ken had an encyclopaedic
knowledge of the south coast area and the cliff walks. I remember too the
model railway which had to be dismembered to accommodate guests and
the continuing collection through the Peco shop at Beer. Our conversations
about Science and Science Fiction were always lively, knowledgeable (at
least on Ken’s part) and controversial. Ken had great love of music, notably
the playing of the slow movement of the Moonlight sonata - with which he
became increasingly confident over the years! And, of course, the many
Majong sessions when Ken was the only person who knew the rules!'

Mo Holkar, game designer (Undying King Games) and friend:
'I’ve just been reading back through some of our old correspondence, and
I don’t know how many times, over the last ten years and more, he
unselfishly gave me support, advice and opinion - and, of course, the
wonderful gift of his wicked humour, which made even the briefest of notes
a pleasure.
But I know for sure that without what Carol and Ken built and provided
together, I would never have achieved half the things I set out to. And it
goes without saying that everyone in the postal games hobby owes his
memory a tremendous debt - for opening up new possibilities of gaming,
for the solidest example of quality and professionalism, and above all for
years of dedication to making the hobby bigger, friendlier, betterconnected, and generally a happier place for all of us.'

Alasdair Traill, a colleague at Aston University:
'I had a great deal of regard and respect for Ken, both as a friend and as
one of my most valuable colleagues.'
Paul Truelove, a colleague at Aston University:
'...the kind of colleague who was very much his own person, pursuing his own
enthusiasms and unbowed by the university system, and always ready to cope
with the absurdities of our department with the best possible response:
humour.'

Bob McLain, columnist, opponent and friend:
'Ken was a man of principle, calm and forthright, with the best intentions.
Carol can be proud of him'
Nick Palmer, former Flagship editor, friend, now MP for Broxstowe
'In all the years I knew Ken, I never saw him shaken or ill-tempered: he was
one of the most completely reliable people I have ever met. In a hobby with
its share of flaky characters, this was completely invaluable, and accounted
for a good deal of Flagship’s success. And quite apart from that, he was
such a nice man: amiable, helpful and decent. We’ve all been lucky to have
had him around.'
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Aspects of Might
Co-operate to Rebuild a World

Two viewpoints about this deep new adventure game ...
First, MARK HOWE’s experiences ...
Aspects of Might is set on the Lakham Peninsula of the world of Arcanos.
The Peninsula is 500 by 500 squares on the map, a vast area.
Arcanos is a world filled with godlike powers called Aspects, which
are taken from the Tarot: the Emperor, the Star, Justice, Temperance and
many more exist, 25 in total, each with its own outlook on things. Once
Arcanos prospered and many ‘Aspected’ people (those who have a strong
connection to one Aspect over the others) existed there. The Aspects,
however, chose to withdraw from the world and during this period, the
Penance, only a few people, the Chosen, retained any link to the Aspects
and had to wait for them to return.
The game is set as the Penance is just ending. Towns are slowly being
awoken by the Chosen and people are once more regaining contact with
the Aspects. Players take the role of these ‘Aspected’ individuals, and
must endeavour to rebuild the world and find a place for themselves in it.
What’s involved?
You begin in one of the awakened towns, each of which has some story to
it and its own things to do. But players are just as free to choose their
own course of action and goals. Some build and develop in the towns they
start in; some head off to found communities of their own; some explore;
some fight the beasts and monsters; some seek to develop lost lore; some
seek positions in a guild or a council; some research new magics (called
Suits); indeed, some do a bit of everything. The realm of what’s possible
is immense, and you are not limited to just one course, you can try as
much or as little as suits your taste.
The turns are sent via email only, in a handy Adobe PDF format; the
readers for these files are free and easily available. Communication in the
game takes place over the ‘Astral Web’, as if every Aspected being has a
form of mental contact with each other. It’s a Yahoo group list, which you
join by sending a blank email to:
AstralWeb-subscribe@yahoogroups.com
One of the key things about this game which I personally found enjoyable
was the In Character (IC) conversations that go on via this list: sometimes
the traffic is heavy, but more often than not it is all roleplaying, with few
Out of Character (OOC) messages.
Creating characters
A few choices are needed for character creation. First, you must choose a
bloodline. As initially it’s only possible to play humans, it’s the bloodlines
that offer variety. Each of them has certain stats that it’s higher or lower
in than others, as well as one Aspect with which it’s commonly associated.
(Incidentally, more bloodlines have become available to choose from as
other towns have opened up, but you can only find out about these once
in play.) Anyway, I chose to play a Volkenan (strong and healthy), and a

Aspects of Might at a glance
An open-ended, email-only game requiring co-operation rather than
competitiveness. Using Madhouse’s Nexus engine, it’s run by Silver
Dreamer. The weekly turns are £2.50 each, for 2 characters. The
website is:
www.silverdreamer.com

Gossenbecht (amber-eyed, magical and wise). I had envisioned a Warrior
and a Mage, and seemed well on the way to achieving that aim.
Next, you choose which one of the 25 Aspects each character will
take. The beliefs, statistics and magical suits of each Aspect are fully
explained in the rules. The Aspect affects a character’s starting statistics,
and I decided to stick with my concept of a mage and her warrior
companion, so chose the Magician Aspect (high in lore and essence,
which is good for spells and knowledge) for the Gossenbecht and the
Moon (representing change, strong in vitality) for the Volkenan.
The final major step in character creation is to choose a Talent, which
can further affect your character’s starting statistics. Talents are qualities
like Magical, Wise, Very Strong, as well as a few minor Aspects, which
are useful for creating lost lore like Cups, Staves and the like. I chose Very
Wise for my Gossenbecht magician, thereby ensuring she could make and
learn new knowledge easily but physically would be quite weak, and
Very Tough for my Volkenan warrior, thereby ensuring he would have
lots of Vitality (like hit points) and adding some extra damage to his
blows.
All that was left to do was name my characters: I went for Karalynne
Allisair (my mage) and Cael Gaidin (my warrior).
First results
Opening the first turn I anxiously scanned the results, taking it all in. The
design of the characters was quite familiar to me, because Aspects uses
the Nexus system so its layout resembles that of DungeonWorld.
Each character has six statistics (Charisma, Determination, Agility,
Physique, Essence and Lore), each of which has various importance and
effects for a character. Lore for example is crucial to someone who is
planning to make and research lost Lore, Essence is invaluable to those
who want to throw fireballs, summon beasts and the like, and Charisma
is important to diplomats and politicians. Then there are six defences,
which determine how easy you are to hit by various attack methods: the
higher you can get these the better. Then there are the meat’n’veg stats,
which include Accuracy, Speed and Experience among others. Last
Meditated and Last Connection are special, because Aspected beings
need to meditate on their Aspect and make connection with it every so
often or they begin to suffer penalties. This can be done easily on an
order, and isn’t always successful, but the results of a successful
connection can be more than worth the effort. Characters also have sections
for what they carry: all start off with a club and rag smock.
The map of what my characters could see showed them to be in the
centre of the town of Perivale, with numerous other newly awakened
Aspected individuals standing around, and from the map key I could see
many homes, crop fields and buildings of interest. So I equipped my
clubs (just in case) and set off to explore Perivale.
The town of Perivale
Later turns revealed that the places of interest in town offered various
goods, services and benefits. There was also a number of guilds like the
LoreKeepers and Perivale Militia I could join, some societies like the
Friends of Perivale (dedicated citizens sworn to see the town prosper)
and parties like the Great Council and the Perivale Town Council. Visiting
the Town Hall we were gifted some ducats (the game currency), and an
item left for us by one of the Chosen: the items we got were an amber
necklace and a pair of dual bracers. On investigation, these could be
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enchanted, with a lot of work.
The town’s mayor Elder Saris (the GM, Justin) also posted via the
Astral Web a number of tasks that we could take part in. In Perivale’s case
these were hunting down a family of Aspected people who had raided
and stolen the town’s supply of metal weapons upon awaking (metal is
very rare, and its method of construction is something people are still
trying to relearn); the slaying of some Goat Tribe members who had
forsaken the Aspects and were heading for one of the town’s prominent
NPCs, who was offering a bounty for them; finally, the Elders needed
someone to take a Lore Tome to the town of Applegate, far to the southwest. This tome would allow us to awaken more
Aspected folk in the town. Needless to say, these
tasks attracted a lot of interest, and over time
more things become available to do.
Research
Another interesting aspect of the game is the
ability to do research, in the form of a Feasibility
Study. A Feasibility Study is an idea you that
have, be it for a new skill, a type of building, a
new guild, whatever. The idea is emailed to the
GM at silverdrea@aol.com, and you are charged
£2 for each study you send, or 50p if it fails. The
cost is because these studies are almost entirely
hand-moderated by the GM and require him to
implement whatever you are trying. Note that
not everything you try is possible: you couldn’t,
say, research steel if you haven’t got the ability
to mine and smelt iron already. Things beyond
the current world’s existing technological
capability will almost certainly fail. But it is
through Feasibility Studies that the characters
can relearn and rebuild the services, goods, spells
and technologies that were lost by the Penance.
So far, things like Summon Familiar spells
and Meditations are tied to a single Aspect; the
ability to sanctify ponds or standing stones to a
specific Aspect; fighting styles, knowledge
primers, ways to develop Marshlands and a plethora of other things have
been learnt and are slowly being turned into Lore Tomes. Basically, how
this works is that once a character’s Lore statistic is high enough and once
he/she gains pen, ink and parchment to write Fragments of Lore, the Lore
that’s written is tied to the character’s Aspect. So a Magician Aspected
character can scribe magician fragments, and so on. These fragments are
then used to construct the relevant Lore Tome which can then be used to
develop the new type of building, learn the new suit, or learn the new
proficiency tied to it.
Thoughts about Aspects
The game for me was like a breath of fresh air, something new and different,
with many appealing features and novel approaches to certain things.
Not to mention the fact that it seems to have avoided many of the problems
some games fall prey to, like masses of player killers or powergamers and
minimal roleplay. This is not to say this game doesn’t offer a place for
these kinds of play, in truth Aspects offers a little something for everyone,
and then some. But the game seems to encourage a quality of play that
provides a wonderful and enjoyable atmosphere.
The ability to attain whatever goals you set yourself also adds so
much to the enjoyment of the game. For example, quite early on I earned
a post for one of my characters as Alderman of Perivale. This meant that
I was responsible for tracking land claims and where people were
developing, and keeping the map of the town. This provides my character
with an income, paid to her from the town as she is now a public official.
I was mapping anyway, but it means so much more to do so now that it’s
legitimately in character as it’s part of her job and she receives some
tangible in-game benefit for doing it.
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The only real qualms I have had so far are some map graphic issues,
in that some of the monsters appear on the map with the same icons, and
all the crop fields have the same graphic, regardless of whether they are
beans, wheat or the like. And characters appear as a symbol, as opposed
to say the little people graphics Dungeonworld uses. But these are nothing
major, just my weakness for eye candy, and some of it is being steadily
resolved by Justin as time goes by.
The only other gripe I had whether the game seems to be expensive at
times, compared to some of the competition out there. Even things like
Feasibility Studies that fail cost some money, which seems a bit rough.
The game has seemingly minimum overhead costs
as it’s email, so there’s no printing costs and even
the rulebook is an emailed document: the price
seems a little unwarranted at times. But again, even
that seems to be easily forgotten and forgiven once
you’re playing the game, and you soon find yourself
just sitting there hoping the next turn will hurry up
and arrive.
To anyone thinking of trying the game, I
recommend you do so. Plan your characters
carefully, have a concept and get involved in as
much as you feel you can handle. If you need help
you can always ask via the Astral Web for it, and
the players who are all a friendly bunch are always
more than happy to answer your questions, share
their maps and give you whatever help they can.
You’ll soon be engrossed in the world, happy with
the atmosphere, and content with the results.
If Aspects isn’t the best game available, it’s
certainly the best I’ve played, and like all good
games it’s always growing, expanding and being
developed as an ongoing process. Silver Dreamer
are not one of these companies that make the game,
ignore the opinions of their players and are slow to
make enhancements, in fact I’ve found the GM to
be very friendly, ever helpful and always open to
useful input and feedback.

Secondly, ALEX MATHIESON takes up his
own two characters...
Awakening was such a strange affair. Their past lives seemed but shadows.
As if a veil were lifted from their eyes, they awakened to find they were
gifted or cursed with the knowledge of their bloodlines and of the Aspects
they held within them.
She was Kalliope Silverbrow, and her blood was that of the Faelraker
- in that she was touched by the fey, given to their madness and
unpredictability, but too she knew the songs of the land and felt in tune
with the wild places. As her Aspect she carried the symbol of the Moon
- one of the Major Arcana associated with madness and change.
He was Fael Ravenwing, one of the Gossenbecht, in whose blood the
power of the mystics ran strong. His amber eyes burned with a strange
fire, for he carried with him the power of the magi, the knowledge of how
to manipulate the energies of the world to his own ends. For his Aspect
he carried the symbol of the Wheel of Fortune - that brings luck, both
good and bad, but is also a symbol of life’s cycle.
Stepping from out of the barbarism of the past, they had awoken to
find themselves clothed only in ragged tunics, with nothing but simple
cudgels to their name. They were in a hamlet or village, by the name of
Jacob’s Ford - a ragtag collection of cottages and ruins, simple folk working
the fields and tilling the soil around them.
Their Aspects had spoken to them at their time of awakening - telling
each to visit the nearby Loremasters and Town Council of Jacob’s Ford,
where they might receive further knowledge and instruction. The mage
knew that his destiny lay with the Loremasters, for with their knowledge
of tomes and fragment writing, he might forge a path for himself in this
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strange land. The Faelraker yearned instead to seek the wilds, however,
the constraints of civilisation but shackles around her feet.
Voices teased at the edges of their perception - and they knew that
they listened to other Awakened, for somehow all were linked by some
power of telepathy to one another. The voices spoke of witches and
barrows, of skeletons and accursed, of council matters, conversations and
requests for aid, until it seemed they could scarce make head nor tail of
what path they should take.
Strange journeys lay ahead it seemed, but for the time they made their
way solemnly to the Loremasters, where gifts and knowledge awaited
them.
The varied world
Silver Dreamers’ Aspects of Might is conceptually very rich, and it is
evident that a lot of thought has gone into the realisation of the world.
Designed with Madhouse’s Nexus Engine, if you are familiar with such
games as Dungeonworld you will find yourself at home with Aspects of
Might, the easy-to-pick-up system and character setup allowing for quick
and easy entrance into the game world. The turnaround however is fast,
faster than most PBM games I have played before, seven days only,
which is perhaps a factor in making the game playable only by email.
My early turns in the game were largely exploratory in nature - with
a loremaster, a council chambers and a marketplace in the village we
started in, it seemed the best course to visit each in turn before venturing
into the wilds.
The loremasters presented each of my characters with a gift associated
with their bloodline - a silver ring for the Faelraker, and an amber necklace
for the Gossenbecht. These were not supernatural in nature, but time and
effort could perhaps develop the potential of such gifts, they hinted. My
mage had just enough Lore to join the guild of loremasters, which he did
the following turn, whereupon they granted him pen and ink, plus
parchment in order for him to rediscover some lost lore. Further studies
could yield how to fashion tomes of lore and what lore fragments would
be required for a particular tome, but that seemed a far-off prospect for
such a fledgling magician.
The town council had other gifts - fifty ducats for each of us, to help
rebuild the village in some fashion from what was lost in the Penance.
Neither of my characters had the necessary charisma to join either the
local town council or great council, however, so our business with the
councilmen was done, it seemed.
It struck me that whilst a nice way of getting a feel for the lands of
Jacob’s Ford, it was a very linear path we trod that first turn - visiting the
loremasters and council chambers on the instructions of our Aspects.
My mage had to return to the loremasters the following turn, but my
Faelraker headed north towards some ruins and thence to visit the
marketplace. The ruins it seemed, could be upgraded to a cottage, at the
expense of some ducats, which seemed a sensible course of action. But of
course, I had not given much attention to the words of the Astral Web,
that collective body of thought from Awakened across the lands, which
was to be my folly.
I was two weeks into the game, and I have to say the sheer body of
emailed messages I had received in so short a time from other players on
the group list seemed a very daunting prospect to keep track of. Four
hundred messages filled my folder, and regrettably there was little chance
of me keeping abreast of them all - so I dabbled here and there with the
more interesting subject lines, and left to one side the rather important
‘claim’ stakes from other Awakened in Jacob’s Ford. The game being
very dynamic, the councils had decreed that development of any village
should be subject to claims for land, to prevent any disputes over territories
- something not in the rulebook, but rather an invention of the players. So
it was that I was to be the first party to poach on someone else’s claim,
and build a cottage on a portion of their lands. The matter was easily
resolved, thankfully, but I found myself down half my ducats. Hiding my
embarrassment I headed for the marketplace once more.
As I ventured north, there were fewer of the other Awakened of the
village. Talk there was of something or someone called ‘the Accursed’ to
the north of the village, while skeletons seemed to hold sway to the

south. A curse lay upon them, whatever they were, so the tales went.
Perhaps there was some way of lifting it?
The marketplace offered a few items worthy of purchase. Firstly,
moccasins, for with proper footwear the wearer can travel further in a
given turn. A wicker shield seemed another good buy, along with some
animal skins to keep out the cold. I toyed with the idea of a knife or spear,
but I thought the club would do me for the time. Having reached the
marketplace, I meditated on my Aspect for a time, hoping to receive
some small gift in this fashion. By meditating over time I came to be gifted
by drops of pure Essence, although I could not make sense of what these
were.
My mage meanwhile ambled through the village, tinkering with his
new-found ability to scribe aspects of lore. For his efforts he was gifted
with two Wheel fragments, which some on the Astral Web seemed keen
to trade for. Perhaps a Feasibility Study would be in order, a long order
involving extra turn credit, but which would allow him to fathom out
which lore fragments he required to fashion a Tome of some kind? Tomes
seemed the key to developing powers and it was evident that trade would
be in order, as he seemed only to have the ability to scribe fragments of
his major and minor Aspects. A fellow player kindly enlightened me
further: ‘Wheel of Fortune Aspect is a handy one to have as it allows you
to make blessings and cures and things which involve chance and luck....
and as blessings in the game only wear off if another blessing is put on the
character or if cursed, they can provide some very good benefits.’
But how to use such a power? I’d need to have a closer look at these
fragments I’d fashioned.
My Faelraker was newly clothed and equipped with her purchases,
so she ventured north once more. The village continued a fair ways it
seemed, although she did chance to see a couple of Accursed before they
were put swiftly to the sword by another Awakened. Rather without
warning, the following turn another of these foul beings chanced to take
its luck against Kalliope. It had appeared from nowhere it seemed, and
though neither attacker nor defender were able to inflict much damage
upon the other, the mettle of the Faelraker showed through in the end.
Thoughts about Aspects
The handful of turns I played for this review were scarce enough to do
justice to the game, I felt, although I had missed a turn or two along the
way, due to the rather hectic seven day turnaround. The game is largely
one of discovery, in that branches of knowledge are dealt to you as you
progress further in whatever direction you choose to take, commands
gifted you as you embrace new ideas - be it learning how to fashion
copper, or throw clay pottery, to understand the lore of Tomes, or to join
some guild or society.
On the plus side, the background to the game, in particular its use of
the Tarot deck to great effect, and the sense of mystery that pervades
everything in the game were the high points. I was left with so many
unresolved questions - what were the essences, how could I seek to learn
the secrets of the silver ring and amber necklace, where were these shacks
of Accursed I heard tell of to my north?
By contrast, I found the Astral Web, or group mailing list to be by far
the most detrimental aspect of the game and something I feel could benefit
from a little restructuring. In the space of ten weeks I had a little over
1200 emails in one folder, something I could not hope to keep track of. It
was too unfocussed, comments from the GM sitting side by side with
requests for aid from some far distant locale, and I felt a better organisation
of subject lines would benefit dissemination of such information. Anything
pertaining to the game in general having one subject line, anything pertaining
to a specific locale having the locale in the subject line for example.
Enough to allow for email filters to sort out the information neatly into
what is needed and what is not.
I’d recommend the game to you if you enjoy exploratory games,
those of discovery and particularly if you enjoy co-operation with the
other players. If you find yourself with rather a more competitive streak,
then I’d advise you to look elsewhere, for the whole ethos of the game is
one of joint co-operation with the other players, seeking to improve the
lot of the world of Arcanos.
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FLAGPOLE - THE BOOK OF BEELZEBOB

The Book of Beelzebob
It’s BOB MCLAIN! Plus cloven hoof ...

LET’S FACE it. The only news
from America is Bob McLain.
How better to showcase my
own accomplishments and
opinions than to rename my
column Book of Beelzebob. If
there are any Christians in the
audience, I am sure you will
overlook
the
Satanic
implications, just as you
overlooked the colonialist
implications in my earlier
Helium Jungle column.
Remember, the operative
word in ‘Beelzebob’ is not beelze, but BOB. Got it, Bub?
Do you need still more proof that I am the central figure in PBM?
Look at those letters: PBM. The last two stand for Bob McLain. How
can you deny me? (The P, of course, stands for Pretty.)
Admiral Bob Sails Again
I own Flagship. Again. Carol, dear, we’re partners, now get me some
coffee, will you? Yes, Carol, two sugars, but wait, please: it’s not quite
true, me owning Flagship. I own US Flagship. Again. You’ve still got UK
Flagship. No milk, thank you, but do bring us a cookie. You would like to
hear the story, yes?
I bought the U.S. edition of Flagship from Nicky Palmer in the 1990s.
I changed its name to American Flagship, published two issues, and then
sold it to John Hansen, a casino worker from Las Vegas who wanted to
break into the hobby. I estimated the odds at 50/50 that John would
actually publish an issue. He was eager to include a clause in the contract
to prohibit me from starting a new PBM magazine for the next five years.
I agreed to the clause on the condition that we insert another clause that
would return ownership of US Flagship to me (just the assets, not the
liabilities) in the event that John didn’t publish a single issue in the next
five years.
Guess what? It’s been five years. John hasn’t published a single issue
of US Flagship. By law, my contract with John now lurches up from its
grave to pluck the magazine from his hands and gently place it in mine.
All that wonderful content from the first 58 US issues of Flagship belongs
to me again. Whatever shall I do with it? Shall US Flagship, or perhaps
American Flagship, return? It’s not just the name of my column that’s
gone to Hell, is it?
That Thief, Spielberg
A few people on the Internet newsgroup rec.games.pbm have discussed
whether it’s ethical for a moderator to join a game run by another moderator
for the purpose of gathering competitive information such as ideas, play
mechanics, and even the names of players. Before all of you moderators
who have been secretly playing Timelapse for so many years feel a
twinge of guilt, let me say that the issue here is an ethical one, not a legal
one. Which means that it’s not really an issue at all.
Did Steven Spielberg watch other people’s movies before (and after)
he made his own? Do you suppose he watches those movies with a
director’s eye? The best way to come up with great new ideas is to
explore great old ideas. If I were going to design a new PBM game, I’d join
other games similar to mine, take the good concepts, alter them a bit, and
proudly call them my own. Anyone who doesn’t is not much of a game

designer.
As for player names, well, let me say that I have a database of over
3000 PBM player names and e-mail addresses, most of them culled from
player lists and discussion forums. I’ll do with those names as I like. In
the old days, the more active players, along with some of the moderators,
including Rick Loomis of Flying Buffalo, our resident bastion of propriety,
would routinely sell or give away the names and postal addresses of
PBM players, and no one complained. I enjoyed getting unsolicited PBM
material in my mailbox. Now, with everyone’s time so very, very valuable,
people complain about ‘spam’, even when the ‘spam’ is information
about a new PBM game or service. Channel your aggression elsewhere.
I’ll have more spam, spam, spam, spam, eggs, and spam, please.
Move Over, Rubik, Here’s Gose
Stephen Gose of PBMCube, a service that offers franchises for the many
modules of its Adventurers of Renown PBM game, touts on his Web site
that PBMCube offers the ‘industry’s standard accepted method to process
games by Postal Mail, Electronic Mail, FAX or Modem’. When I requested
details, Gose asked me if I had heard of TCP/IP. Why, yes! It’s the
foundation of all Internet communication. Was that Gose’s work? I had to
learn more, especially how Gose uses TCP/IP for postal and fax turns.
But he wouldn’t answer my questions.
It gets better. Gose claims that a recent survey ‘qualified’ his method
of running PBM games as the most popular one on the Web. I asked him
twice for details on this ‘survey’, but he wouldn’t answer my questions.
And how about this one: according to Gose, PBMCube is ‘the only
PBM & PBEM game manufacturer to date on the Internet’. First TCP/IP,
and now this? The cure for cancer cannot be far behind.
Gose did say that he eagerly looks forward to reading my ‘article’
about PBMCube ‘after it is published’. The power to read articles before
they are published is frightening indeed. Gose is God.
Beelzebolts
There must be some reason why I read each issue of Flagship cover-tocover. Of course! It’s to find dumb things that people write and then
make monkeys of them here.
John Harrington! So it took a ‘group of us’ to successfully run a
‘demo game of Railway Rivals at the ’99 Flagship convention’? I won’t
joke about how many of you it might take to screw in a light bulb.
(Perhaps the same number that attended the ’99 Flagship convention?)
Colin Forbes! You suggest that in Crisis! players should ‘get a couple
of allies and plan your own stab better than your opponents’. Somebody,
please stop Colin Forbes before he gives away all the trade secrets.
Andy London! You wrote in your DungeonWorld article that ‘things
can always get worse’. I was going to make fun of you for being a pessimist,
but then I turned the page to Mark Stretch’s review of Acquire, and
realized you were right.
Bob McLain! So you haven’t stabbed anyone in years! What about
Drew Carson? You stabbed him a couple of months ago. And Andrew
Menard? He doesn’t even know you stabbed him. You even stabbed your
own two team-mates in a recent game of World War IV so you could
commandeer the resources of the entire team. Can’t you just get along?
It’s not always about you, you, you.
I’ll be back next issue with more stuff about me, me, me.
(c) Copyright 2002 Bob McLain ( mclain@voicenet.com)
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Austerlitz

Fight the Good Fight
But, warns DAVID BLAIR, remember the economy ...
MANY OF YOU out there will be familiar with Austerlitz.
This PBM game kicks off in January 1808 and works its way through
the Napoleonic era, allowing the gamer to operate one of sixteen countries
in Europe, in some cases with holdings in the Caribbean and/or India, and
attempt to be one of the last three standing, with or without allies assisting
your cause. Since I’m currently participating in two games, about to start
up in another two (once enough players fill the few remaining spots), and
operating as a temporary turnkeeper in one game where a player has
dropped out and before a permanent replacement is found, I thought
some of Flagship’s readers might be interested in case studies of the
existing games - 150 and 157.
Austerlitz #150
In game 150 I operate as Great Britain, usually the first position to be
snapped up but strangely enough one of the first to experience a withdrawal.
A lot of would-be Duke of Wellingtons don’t appreciate that in this off
shore island, the most important early factor is the economy. Without a
thriving set of industries you will be unable to afford to build up enough
troops and ships to create the Great in Britain. Being off shore makes it
highly unlikely anybody will invade, certainly for the first 10-12 turns at
least, which allows you time to build population at home and expand
your colonial holdings, whose importance you will hear about later. Totally
different from controlling Spain, Portugal, Naples, Italy, or the
Confederation of the Rhine, where your geographical position alone means
you are likely to be in a set-to within six turns minimum. It’s a slower
approach, and Britain has been vacated early on more than one occasion
because of the lack of immediate battles.
However I am a slower type of player, who enjoys the economical
side equally as well as the military, and I took it with eyes open. Things
were going very well, sending troops out to the colonies and acquiring
various resources without blood being spilt. These colonial resources
largely amounted to ore, gold, zinc and economic points (the last being
the game’s life blood for building anything).
Early diplomatic overtures to Holland and Spain seemed to secure
my immediate threat, till I noticed France was a new lad - he had failed to
build certain production sites necessary for his advancement. So I decided
to charge in or, more in tune with my philosophy, land on an out-of-theway beach and march inland. With little opposition Paris fell and I gained
the whole of the west coast from Brest down to northern Spain.
About this time Holland seemed to get a little jealous of my success,
and before I knew it, treachery abounded in the shape of both he and Italy
piling into France from the east and south. But instead of partitioning the
country they decided to take it all. Perhaps a little frightened of the
troops I had in France, they enlisted the aid of the Ottoman Empire to
land as well. Morocco agreed to help me and we descended into various
battles and counter attacks. Then the opposition drew a trump card they persuaded Sweden (who by now had gained Norway from Denmark)
to invade Britain in Scotland. In the meantime Holland and the Ottomans
landed troops in two places in Ireland and three in southern Britain as

Austerlitz at a glance
Long-running historical wargame from Supersonic Games, at £10 for
startup and £3 for subsequent turns.

decoys for Sweden. All were eventually despatched, but Sweden took a
grip around Peterhead. This meant I was forced to withdraw from France,
destroying what I could to leave little for the invaders and face up to the
Swedes.
Another twist came in the last winter, when it was obvious that
Sweden had gone out on a limb in this invasion - he was starving at home.
Population fell dramatically, resulting in fewer and fewer citizens becoming
available to add to the invasion. We have faced each other on six occasions.
In some of them we have done little or no fighting as one or both of us
lacked the ideal terrain or equipment to force a breakthrough, knowing a
heavy loss for either could spell the end. These standoffs allowed both
Sweden and Britain to build up and train troops for what would be a
eventual showdown.
While all this is going on, Morocco has enlisted Spanish help and
forces are now marshalling in Northern Spain, currently allowing the
invaders to finish taking the rest of France. A new Russian player (no, he
is not Russian - he has just taken over Russia - try to keep up, please) has
taken on the Ottoman Empire.
The set-up as I write is that my British army has now engaged the
Swedes outside Peterhead, and by now will have won the fight and will be
destroying the remainder of his army over the next turn or two. It has
taken a while to achieve the force needed to fight in the Highlands of
Scotland, the main thing is Sweden cannot retreat further north, where he
had sent ships to take off his troops. Sweden is receiving food and economic
points from his allies but they cannot give him population, so the plan is
to squeeze their weak spot Sweden from the west, and from Russia in the
East. Once they have been broken, the plan is for another Normandy
(and, as in 1944, exactly where on the coastline from the Hook of Holland
to the Southwest of France will need to be guessed at by the treacherous
ones), along with a major push into the south of the Ottoman Empire and
south of Italy to create a wide front. With Britain having being forced
back home it can now boast of around 900,000 men at its disposal (a
million by the time the invasion starts).
Did I mention that during all this time the financing of the army was
being done by attacking mines of the opposition in the colonies, gaining
the minerals then destroying the sites as they were about to be regained?
It is not just one way, as my mines are constantly being picked off in
reply. The importance of economy in this game - the ability to have the
materials you need to replace ships and men already in your warehouse,
and the extra stocks required for trading or selling to your own trade cities
to provide the money for these activities - is paramount. Selling in the
colonies allows money to be transferred home; without this I would have
been out a long time ago.
The whole game is on a knife edge and could go either way, with
Britain, Morocco, Spain and Russia countering Sweden (their weakest by
far), Holland (the strongest and ringleader - sorry, Commander in Chief),
Italy and the Ottoman Empire. This has a long way to go, and there is a
lot of fighting still to be done.
Austerlitz #157
Here, as Saladin running the Ottoman Empire, life has been exactly the
opposite. TBA gave me the country as a turnkeeper but I liked it so much
I took it on full time. For months I have been wandering over the Gaza
strip down past Egypt and along to Cairo, picking up neutral areas, all
adding to the country’s tax income. I have an alliance with Russia which
became necessary when the player came in as a replacement. We agreed
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that attacking each other would open both of us up for outside interference.
You would be extremely lucky to get a winning spot in Austerlitz
without doing some fighting, so I have used my leisure time building up
lots of good quality troops: Sipahis, Palace Guards, and of course the
expensive but necessary artillery batteries. I also sent a small force with
a commander into India and have captured Trincamolee, giving me a trade
city in that part of the world. This could come in handy later - it certainly
has in 150 above. But the honeymoon will be over soon, I fear. Countries
are at war all around
me, including Russia
being attacked by
Prussia and Austria
but being aided by
Sweden. Sweden has
invaded Britain (a deja
vue here, except in
this scenario Britain
hadn’t the materials to
keep going and has
folded) and is
finishing it off. This
should make them
extremely wealthy
and one to keep in
with. France has
defeated Spain and
followed on to
Portugal,
which
promptly folded.
Morocco is still
enjoying
a
honeymoon, but his
spy has informed me
a French force has
landed off the coast of
North Africa and
could be at the gates
of Cairo within two
turns. Of course it
could be a peaceful
army, and they may
actually be looking to
go west towards
Morocco and not east
towards me. But I
don’t believe in fairies
either. Added to
which I have noticed
a build up of Austrian
troops in one of its
barracks nowhere
near the Russian
front, but darn close to Turkish territory.
A two-pronged attack coming soon? Well done, just what I am
surmising - honeymoon is over, lads, time to kit up and move to the front,
whilst retaining a reserve in the rear to cover the actual push. With two
spies watching for movement in Austrian front lines, and my third one
arriving in Cairo as I write, to try to gauge the opposition strength, I fear
blood will be running soon, with the French providing the diversion.
Austerlitz itself
Gamers who have played Austerlitz may groan about the lack of realism
in the size of the armies and the lack of supply lines which would require
slower invasions as you seek to maintain a continuity of supplies to your
front line, but I have always found that once immersed in the standard
game play, the country takes you over and assuming you like diplomacy

13

you will always have fellow rulers to be able to discuss trade, alliances,
and potential opponents with.
There was an Elite game, using supply lines etc with only ten countries,
but it is currently in limbo.
I have played in around ten games, not counting any turnkeeping
ones, in the near four years since I started, and although it can be played
at a cheaper rate by email, I still prefer the pages of stats coming through
the front door with a thud. The time spent analyzing the various trading,
movements,
marching, fighting,
checking your spy
reports and of course
checking the maps to
see how other
countries
are
progressing. The
latter
activity
highlights the gamers
who are aggressive or
passive, which ones
are forgetting to build
their
mines,
factories,
troop
levels and estates
(the source for food
to feed the masses,
without which your
population
will
d e c r e a s e
dramatically). The
last type are usually
fair game for their
neighbours unless
they are adept at
gaining alliances or
help from the more
experienced players,
who would rather
help out a poor
neighbour
than
discover he has been
overrun and he is
now replaced by a
megalomaniac.
Overall the game
offers variety in the
country chosen due
to the troop types
and terrain, but a
touch of familiarity
too, in that you need
to make sure production sites are built, population is expanded, trading
is done to secure the goods you need but your country can’t get enough
of (eg Sweden and Naples need to buy or trade for food, or conquer their
neighbour of course which will supply most of the items they crave).
You could do a lot worse than looking at this game if you fancy a bit
of everything (except monsters and magic).
[David adds: ‘Having spoken to Sam @ TBA recently, I have been informed
that a takeover of the game by the in-house team looks imminent. Once
owned they should be more receptive to suggestions from customers as to
the direction(s) they should be taking. This buyout also affects
Championship League, for which major re-construction plans are currently
in the melting pot.’]
STOP PRESS: TBA are now Supersonic Games, see G.V. for contact
details.
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Steve Tierney’s

Retroscope

“The Mighty Fall”: Phoenix From The Ashes
SORRY about my long absence. The real world, work and other considerations
have severely limited the time I had to write this follow-up article. Apologies
to the people who enjoyed the last one and emailed me to ask when the next
installation would be ready.
Hulk Smash!
Rampage Games were the PBM company about whom we were speaking
and we left the article with their success leading to the launch of what was
to become not only their leading game, but also probably the most infamous
PBM game ever made. That game was The Keys Of Medokh.
In hindsight it’s easy to see what went wrong. What Rampage did, as
heinous as it may seem to those who were affected by it, really wasn’t that
different to what many other firms have done. Did they really mean to
mistreat hundreds of players, while systematically obtaining money for an
incomplete and flawed game? No, I don’t believe they did. Were they really
the root of all evil, as has been suggested since then? I rather doubt it. What
they were was a very talented small team, with big dreams, who got
themselves into a horrible mess. It’s hard to feel sorry for them, given the
final outcome, but perhaps we can at least try to understand them.
The Dream Begins...
Here are the simple facts... PBM is a very hard business to make any money
at. That’s why 90% (probably more) of the companies who start up,
disappear a year or two later, sometimes much sooner. It all starts with a
dream, but that dream can become very flawed, very quickly. Rampage had
a dream and Medokh was it. A massive game, which to this day is spoken
of in hushed tones by those who played, it really was a very advanced idea
for its day.
I should stress that this is simply one take on what might have happened,
drawn from my own knowledge of game design and a close examination of
many Flagship issues, trying to read between the lines. Big game ideas take
time to build, while a PBM firm must have regular income if it is to survive.
Games don’t make money until they are finished and Medokh was far from
finished. So Rampage decided to release it anyway, with an innovative
promotional idea. They would release the rules in stages, starting with a basic
rulebook, more advanced versions of the rules would become available as the
players progressed through the game.
Using all their not-inconsiderable promotional talent Rampage pushed
this ‘staged rules’ system as a deliberate feature, hyping it as one of the games
assets. They talked a lot about “helping beginners into PBM by not
swamping them with rules”, and “teaching advanced features only when
they are necessary”, also “keeping the mystery of advanced game strategies
to build up levels of excitement”, all of which are admirable traits, if only any
of it were true. In fact, the real situation seems to be that they hadn’t coded
the majority of these functions. They released a game which they thought
worked on a ‘bare bones’ level, and confidently assumed their programmer
would finish the code, and their designer would finish the advanced
rulebooks, long before any players reached the levels where those things
needed to be sent out. Essentially, they bought themselves some time, where
they could earn money, while developing their dream. In my opinion, they
really thought they could pull it off. It wasn’t a deliberate scam at all.
...and Becomes a Nightmare
PBM players are, on the whole, a forgiving bunch. When things start to go
wrong, they tend to try and give a company some leeway. Things started

going wrong quietly with Medokh, and the game was so good that people
were very willing to give Rampage the benefit of the doubt for a long time.
But the scale of problems began to grow and the complaints become more
regular. Flagship was inundated with rumours and letters complaining about
“features that didn’t work”, “unanswered letters to Rampage” and “turn
problems.” In most cases, die-hard Medokh fans refuted these comments
in a well-meant attempt to defend the game they loved. The trouble is, by
being so loyal they weren’t actually doing anybody any favours, because
what was created was a controversial atmosphere of uncertainty and
disagreement.
Flagship didn’t help. Nicky Palmer, then the editor and owner of the mag,
was one of the Medokh fans. His comments tended to carry a lot of weight
back then, so you’d think he would have tried to stay neutral, but for a long
time he was very gentle where a more stern approach might have saved the
day. He gave Rampage a lot of chances, talked a lot about “things getting
better”, and gave a huge amount of space to Rampage’s owners to defend
their position... space which was simply used as a huge advert rather than
an honest appraisal of their situation.
Cynical readers might point out that Rampage were doing a lot of heavy
expensive advertising in Flagship, and that Nicky was bound to at least try
and protect that revenue Again, I don’t think the obvious was the case. I
really think that Nicky, liberal fellow and basic nice guy that he is, just wanted
to cut them a break. They were, after all, trying to make a mega game. Equally,
I don’t think Rampage were quite as unethical as they may seem. Rather,
they were panicking at their situation, but still honestly believed they were
on the verge of getting it right. “Just a bit more time,” seems to have been
their thoughts, “if we can put off the rabble for a bit then the problems wont
even exist anymore and we can pretend they never did!”
Again, with hypothetical analysis, here’s what I think happened. I
believe that the programming of the additional features took more time than
Rampage had anticipated, and since they were working with live data, each
time something went wrong they had to do a bunch more stuff to fix it. On
top of this, their amazing advertising campaign (which is still copied to this
day by several firms) had generated such a lot of new players that their
workloads were going through the roof. They began to struggle to enter all
the orders, run all the games, fix all the bugs, write all the new code, produce
all the new rulebooks What had seemed like a possible task when they started
began to spiral out of control. If they didn’t fix the bugs the games didn’t
work. If they didn’t run the turns they didn’t make any money to pay their
wages. If they didn’t make the new rulebooks people would reach the
‘update’ stage and not receive the updates. Rampage tried very hard, but they
had stretched themselves way too thin and the strain was tearing them apart.
Crash And Burn
Rampage tried everything. They announced ‘sequels’ to Medokh,
playing up the early success while neatly sidestepping the problems in press
releases, made grand statements where they could, and threatened legal
action against anybody who said something that didn’t like. Their attitude
changed from excited and energetic young company, to dark and brooding
presence. But the bugs continued to be reported and never seemed to be
resolved. Advanced Rulebooks completely failed to appear for many turns
after they were required. Announcements and honest promises from
Rampage began to be treated by differently by players, first with heavy
skepticism and then with outright hostility. The writing was, by this stage,
on the wall.
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It actually took several years, believe it or not, for this situation to meet
the obvious conclusion. Eventually, even Nicky Palmer began recommending
people not sign up for Medokh, players were dropping out in droves, new
players weren’t so quick to sign up no matter how much colourful advertising
they were exposed to. Players who dropped out complained of difficulties
getting refunds. At this stage, it might be assumed Rampage were in dire
straits. They were using their own money and money from other business
ventures to cover debts the PBM side was building up due to falling player
numbers and signups. Their programmer seemed unable to fix the more
serious bugs. Combat didn’t work properly. Magic didn’t work properly.
Half the advanced options described in later rulebooks (which did finally
appear, many turns late) didn’t even exist in the game. Even their biggest fans
had begun to fall silent as the weight of the problems loomed like a black
shadow over them.
The Winter Of Discontent
Rampage folded relatively quietly, given their outspoken history. Some
players seem satisfied with how that fold happened, others are definitely
not. Whatever the case, the affair has become a landmark which is often
discussed or referred to. The game itself, Keys Of Medokh, has become a
misty recollection, half-remembered like a mirage. Perhaps this is really isn’t
such a sorry epitaph. Ethereal like the dream it was.
It’s amusing to see that even at the end, the bosses at Rampage didn’t
give in. They still insisted their game ‘mostly’ worked. They still talked
loudly about their achievements. To be fair, they probably could. Whatever

else you say about Medokh, it is undoubtedly one of the most memorable
and significant milestones in PBM history. People still talk about it as a
legend, even though it didn’t work! To this day it stands alongside other such
not-quite-games, like Battlecrab and Suzerainty¸ a monument to what might
have been.
PBM is littered with the unmarked graves of long-forgotten games, but
the Keys Of Medokh must have a marble slab and a brass plaque to its name.
What’s written on the plate? “Here lies the very big game that never was.”
Or maybe, “Coming soon, another massive new game from Rampage... Sign
up now, first two turns are free!” Now where’s my cheque book?

The Small Facts
(1) Medokh briefly made a reappearance under Phildee Enterprises, who
also failed to fix the bugs and eventually gave up trying in the absence
of any help from the designers. A valid attempt, nonetheless.
(2) Medokh then passed to another legendary PBM mogul, Peter Read, and
his “Dynamic Games.” He also failed to fix the bugs and although he tried
to run Medokh for a long time even he eventually gave up the ghost and
has stopped running that, or any other, PBM game.
(3) Rampage have shown their face several times since then, in several forms.
None of their attempts to reinvent themselves seem to have achieved
anything. Perhaps the future will see yet another big dream, but this time
with lessons learnt and problems solved? Who knows?

Be Afraid ... Be Very Afraid...
For upon the weekend of the 23rd and 24th of February, Soon; the creeping things that lurk within the
shadows shall gather ~ Be still. You can hear them, for they are legion.

The Madhouse Minicon is back again!







A WHOLE WEEKEND OF GAMING!
All day board games
Andy London's Tabletop Roleplaying Experience
The Infamous DungeonWorld Discussion Forum
New SPECIAL Limited Characters
Bulk Payment Discounts on Turnfees









NETWORK COMPUTER GAMES
MADHOUSE Special Events
All-day bar...
DESTINY TABLETOP RPG SCENARIO
TABLE MINIATURE WARGAMES!
CHAOS & DISORDER TABLETOP FRAGFEST
PRIZE DUNGEONWORLD QUIZ

Where:- The Bell Public House, High Street, Hemel Hempstead.
When:- Saturday 23rd February, and Sunday 24th February
We've pulled out all the stops this year to bring you another 2-day minicon.
Arrive at midday, grab a drink or two and get in the mood, then at 1pm sharp
events will begin. A full Madhouse team will be on hand to make sure there's
always plenty to do, and that's without the obligatory scheming, planning and
diabolical diplomacy!
There will be several standalone roleplaying events and no experience is
needed to take part. Furthermore, Andy London will be running his renowned
roleplaying session, spreading the adventure in several sessions throughout the
weekend.
Board Games will be in abundance, including some organised tournaments.
Again, no experience necessary, just show up and we'll make sure you know how
to play and have a great time!
Madhouse aren't organising bed and breakfast on the Saturday this year,
since players have shown they prefer to organise this themselves. However,
please see below for a selection of inexpensive places you could stay if you wish
to book your own nights accomodation. If you need any other info about
accommodation please give us a call on the Madhouse helpline and we'll do our
best to help!

Getting to the Minicon
By Train:- Hemel can be reached by connection from Euston, Watford or
Milton Keynes. The number "2" or "3" bus that stops right outside Hemel
Hempstead station will take you right to the pubmeet. Ask the bus driver to
let you know when you are at "the Old Town" since that's the local name for
the road in which the Old Bell resides.
By Car:- Hemel Hempstead is junction 8 on the M1. Leave the motorway
and follow the dual carriageway 3 miles all the way to the end. The dual
carriageway ends at the 'Magic Roundabout', a bizarre roundabout which you can
go either way around. (You'll know it when you see it, believe me!) Go
anticlockwise around the roundabout and take the first available junction that
isn't a bus lane! Follow the road straight past the lights and over the first
roundabout. Take a right at the 2nd roundabout. Follow the road over a small
chalk roundabout and take the next left. You are now in the High Street, known
locally as the "Old Town". The pub is along this road on the right.
Local Hotels: Travel Inn tel. 01442 879149, The Hawthorns B&B tel. 01442
213250
See You There! Steve Tierney - Madhouse Chief Surgeon
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Eldritch

An Aviar's Diary
JOSHUA CAULFIELD takes to the skies in this complex PBeM game ...
Eldritch is a fantasy wargame that pits you against up to 40 other players
in a bid to rule the world. Each world is generated by the game moderator,
Mark Thomas, and is set either as open-ended or scenario based. The
open-ended games are simply worlds created for the players, with a small
number of NPC factions, and the players are effectively allowed to do
what they will. This game encourages more production and development
in factions but still encompasses a large degree of warfare. Scenario based
games have set victory conditions and tend to have a stronger storyline
associated with them. When a specified number of Victory Points is
obtained and held by a faction or alliance for five turns, the game ends and
that faction or alliance is deemed the winner. These scenario games generally
tend towards more advanced starting positions, and more combat-oriented
play.
G201: The Cauldera of Kings
This game is scenario based and requires 80 victory points to win. The
background of the scenario is effectively that of a fallen empire, with a
group of factions that have risen to claim what power is left. More
detailed scenario information is available at:
http://www.pbegames.com/eldritch/g201/CaulderaOfKings.html
There are a few remaining holdouts of imperial garrisons, but most of
the empire has broken apart and each of the local powers (ie the player
factions) is rising up in a bid for personal power and glory. The map is
laid out as if the world were inside a giant cauldera, the inner rim of a
volcano. Because of this, the map itself rolls over at the edges. Thus if
you were to continue north off the edge of the map, you would simply
reappear on the southern edge of the map and return to your starting
point eventually. Mark, the game moderator, actually has the metaphysical
discussion handy for how and why this occurs, but personally I’ll just
accept it and get on with the game.
Pre-Game planning
Strategy in G201 begins before the game does. Many of the participants
are experienced from having just finished G200, and have set opinions of
one another. This previous scenario was won by an alliance of over ten
factions playing an ‘Evil Alliance’ game. Apparently a great deal of
misinformation and treachery went on in the game, and from the discussion
on the mailing list, there was more than a little negative fallout both in and
outside of the game between players.
There are also a number of new players in G201, in various stages of
development. I am one of these. I have been playing Eldritch for about six
months now, and just between you and me, I’m beginning to get the hang
of it. It has helped me tremendously to play around a little in the openended game before getting serious in the scenario game. During the last six
months I have made several player contacts. I happen to know that
several of these are also going to be playing in G201. I plan on connecting
with a few of them and forming an alliance immediately. This is a pretty
normal occurrence, and people who know each other from previous games

Eldritch at a glance
Complex fantasy wargame from Play By Electron Games:
www.pbegames.com/eldritch/
Startup + 2 turns is free, with further turns at $2 each.
A 10-turn trial game is available for free.

will form alliances together either before or shortly after the start of a new
game.
We’ll come back to the inter-player diplomacy later, but also before
the game I have to make a decision. I have to choose a race to play. This
is without a doubt, the single most important decision that a player
makes in any Eldritch game, as it determines the type of game you are
going to play. Each race has significant merits and flaws to skills and
actions. Additionally, there are racial preferences that come into play
when hiring and occupying an area. Certainly a player will be able to hire
other races to fill in gaps, but those other races are unlikely to be
immediately available and, more importantly, the player is far less likely
to obtain champions in those other races.
There are a tremendous number of factors involved in choosing a
starting race. There are the documented hard numbers, such as action
points, carrying capacity, life points and spell points. There are the
features hinted at in the racial description, such as magic use, skill
specializations and combat abilities. Finally, I have found a number of
undocumented attributes that can bear greatly on the outcome of the
game, such as morale and civilization levels. So after looking through all
the factors available to me, and thinking of the type of game I want to
play, I choose the Aviar race. Aviar are the birdmen in Eldritch. Although
I tend to like the imagery of winged humans, and that will play into my
faction name and role-playing aspect of the game, Aviar are weak HPwise, and won’t be much good mining. They are also one of the weakest
Morale races in the game. This means that they won’t be able to work for
more than a turn or so in a territory without a champion.
However, they are skilled in Air and Life magic, they have a high
number of Action Points and, best of all, they can fly. This means that
ground troops cannot attack them without missile weapons, and that
they can travel more rapidly than almost any other race. This comes in
handy, because it allows me to move a unit, and complete a full-turn
order. This allows me a great jump on development. I’ll need to remain
cognizant of morale issues, and need to build up large units for big combats,
but in all it will be a fun race to play, and frankly that’s the entire reason
I’m playing.
Turn 1 - Overview
The first turn comes through and we get a full set-up. Each faction controls
a city, and two hexes nearby. I have been given two titles in the city,
which allows me to tax for almost 3000 coins inside, and I have titles for
the two hexes next to the city that I control. I also have about 400 troops
that are trained and equipped. This is a huge time saver. Effectively I have
been given to start total resources that would have taken me a minimum
of ten turns to develop on my own.
Additionally, I have 17 champions, and many of them have strong
magic skills. While the majority are Aviar, as one would expect, I also
have a contingent of human Lancers, and a human Fire Mage. There is a
Smoke Demon champion as well, and a Pixie champion with ten pixies
following her. In all I have a very good set-up for the opening of the game.
The thing to remember is that everyone else is similarly set up.
Outside the turn, I have set up an alliance with Rob and Art, as
planned. It is convenient, as Rob has the city on my western side, and Art
is just beyond him. Rob is busy making diplomatic gestures and treaties,
and will eventually bring in the other Aviar Faction into our Alliance. A
player named Alex, who lives overseas, runs this faction. We exchange
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turn reports, and share information accordingly. I also find out who my
other neighbor is and set up friendly relations with both of them.
The Goals
The complexity of Eldritch can be overwhelming when you first begin to
play. I have found it exceedingly important to set up short, medium and
long-range goals. In the short run, I have three goals: establish the security
of my domain from other factions, establish a tax base and generate
revenue, and claim the two territories I do not occupy next to my city.
Each territory is a hex in this game, and is therefore bordered by six
adjacent territories. My starting city happens to be on a coastal hex. This
offers both an advantage in the sense of security, as only units that can
travel by sea can attack me, and a disadvantage, as there will not be any
titles for me to claim there.
My medium-term goals are to explore as much of the map as possible
and find an NPC faction to attack, preferably the minions of chaos. My
long-term goals fit into that line as well. I will need a strong defensive
army to protect my city from potential invasion, and a strong attacking
army to be able to launch excursions and take out the NPC factions. (I am
avoiding direct conflict with other player factions, because they are more
organized, and frankly I’m not a player killer type of gamer.) I will also
need a Bank built into my city, and so I need to hire and train construction
workers for that task.
Actions
I will move two champions, one into each
of the neighboring hexes, with large groups
of troops to support them, in case there are
enemies there. Each hex might contain NPC
faction troops, generated creatures, or simply
local militia protecting the territory, not to
mention a neighbor might get a little aggressive
early on. I will also divide many of my forces to
allow for maximum taxation and working. I am
trying to gather as much coin as I can each
turn.
Each unit requires upkeep: this can be
achieved by foraging, which costs action
points, and gives only a chance of success,
or costs coin. The more skilled a unit is
the more it costs to keep up. It is a
worthwhile use of action points to forage,
so I do, but because many of my units will fail I
need to have money available to pay them or
they will leave or starve. The issue is, most
of my troops at the moment are in the city,
and cannot forage inside. So I will move
many of them out into the
surrounding territories.
Inside the city I claim one of
the two titles left over. The title is
Parish Priest, and requires a
religious skill at level two, which I
fortunately have. The title costs me
about twice what it is worth. (This
is common with titles.) This cost, as well as the cost of hiring
and training other troops will take up almost half of my faction fund. I
have learned from a previous bad experience that low faction funds can be
very detrimental to the faction, so I pay close attention as I move forward.
I split up most of my units to begin training in either combat or
development skills, and I set all my champions to train in magic. One of
the advantages of champions is that they can teach the skills they know.
So I set one champion up to teach and all the rest to study that same
magic so as to accelerate the learning curve. Finally I send a large number
of scouts out in every direction. As Aviar, I have a natural advantage in
scouting, and so I plan to use it.

That pretty much covers the actions for this turn. In summary: I’ve
deployed all my troops in a strong perimeter, set two champions to the
new hexes, and the rest to study magic. I have a good start and relative
safety from my neighbors. I am claiming a new title now and should have
a good economic start as well.
Analysis and Thoughts
One of the more interesting things about Eldritch is that the game ranks
the entire player factions and shows you where you are relative to the
others. These are my rankings at turn 1:
Rankings: (Out of 32 Factions)
You rank 2nd (10 - 32) in total entity figures (525).
You rank 1st (1 - 32) in significant military victories (0).
You rank 1st (1 - 32) in explored territories and discoveries (0).
You rank 8th (18 - 19) in total resources (53312).
You rank 10th (27 - 28) in total power (26378).
You rank 1st (1 - 32) in number of titles held (5).
You rank 1st (1 - 32) in monthly trade (0).
You rank 1st (1 - 32) in monthly tax revenue (0).
You rank 3rd (10 - 11) in magical knowledge (32).
You rank 9th (28 - 30) in military prowess (2099).
You rank 2nd (3 - 5) in craft skills (108).
You rank 1st (1 - 32) in victory points (3).
You rank 1st (1 - 32) in total champions (17).
As you can see, I get the relative ranking, the actual rank, and the
value the rank is based upon. Naturally at this point I am
pretty close to equal to all the other factions. I am a little
above average in magic, well below average in military
strength and power, and well above average
in craft skills. There are not many revealing
things in the rankings yet, but that will
change shortly I expect. Regarding my own
alliance, I don’t entirely trust Rob. Frankly,
the way he acts, I expect him to turn on us
in the endgame. That’s fine, I’ll trust him
until he does, but he’ll only have the one
chance with me. I don’t know Alex, and
his emails strike me as competent, but
not particularly friendly. That could be a
language issue, or simply caution, as he
doesn’t know me, and probably doesn’t
know Rob that well either. I know Art
from the real world, and have total
confidence in him.
The Chronicle
The Chronicle is a separate turn
report that is generated by the server
and by players. The system sends
out rumors of which factions are the
highest in the rankings. The players
submit short articles about the game.
Players are rewarded with a high chance
of receiving 50 coins to their faction fund
for their contribution. I write mine
because it’s fun. The Chronicle gives the discerning player some insight
on what is happening in the realm around them. However, it is important
to remember that people use The Chronicle to send out lies and
misinformation as well.
This is my submission to The Chronicle:
Seraphim [F20] writes:
The heavens parted and the light shown down. The winged ones
appeared, although from behind the clouds or somewhere beyond none
could say for sure. A tall silvery-feathered male approached. “We have
arrived, and we will support the light in its reclamation of this land.”
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Sports News
DAVID BLAIR takes up the mantle of Sports Editor ...
Since taking on the role previously occupied by Chris Dickson, having fought
off hordes of interested parties (that was what you said, wasn’t it, Carol?)
I have wondered how to get this first article started, bearing in mind this is
my 1st time in such a capacity.
This is traditionally the quiet time of any year for a new outlet starting
up, and there appeared to be nothing in the “In” tray that could have been
passed on to myself from Chris. So I thought I would regale the membership
with my personal involvement in PBMs and put some ideas/suggestions in
place to involve the readership for the future.
Assuming a lot of you rehe way I do when I
have read previous Sports News in that if the
review seems interesting enough to pursue then it is on with the Web site if there is one,
or on to the phone/fax to seek further
information. Using these methods I have
joined games in PACL, Chris Robey’s
Soccer Manager, Neutral Zone American
Football all from these pages. In addition
there are a couple of war/economic
simulations and chess - but I digress.
I am aware that quite a few readers
are not enamoured with the amount
of sport placed in Flagship, but the
plain truth is that thousands of
people are interested enough to
play in the vast sports arenas from
the basics of football, rugby,
hockey, baseball to the less likely
domain of the wrestler or tennis
player. I would be very pleased to
hear from players who play in any
sports game who feel a review of
that game may be of interest to others.
I am happy to take suggestions and
approach GMs to buy (yes, pay for
them) about 4 turns in a standby
position to be able to objectively
review games for a future issue. Of
course if some GMs would like
me to review their offerings for
free, I would be even more happy
(and would return any rule book
supplied if I did not continue in the game).
My personal likes involve football, American football, cricket (and me
a Scot, too!), baseball, ice hockey, and tennis. I have also dabbled in basketball
and Aussie Rules football. Other sports I need some convincing, but I am
willing to be convinced.
As Chris mentioned in the last issue online games are becoming more and
more popular and like many players now, I have explored online to get some
games, one of the first I got into was SESL (pronounced Cecil), which carries
3 leagues of 16 teams covering all senior clubs in Scotland along with a few
non leaguers to make up the total. The program used for this game and quite
a few others is the Olmec system devised by Al Sellars. The system can be
downloaded by anybody who wished to operate a league for themselves.
Although a computer inevitably works out the play by play once all teams

gameplans are entered, there is a real feeling of involvement which starts with
the web page (www.sesl.net) on which the last 6 years history of the clubs
is gloriously (or otherwise) displayed. There you can add some Press release
where you can blow your teams achievements, slate other clubs tactics, or
do summaries of your divisional matches or cup ties - for that you can earn
from 20k to 50k depending upon the merit of the content.
GM Mark Creasey is never far away with answers to even the most
obtuse questions in order to fine tune the system, taking on board ideas for
future seasons. The basis of the game is
of course to win, but maintaining a top
team can be difficult as a method of
aging is used mid season and again at the
end of the season, which effectively
reduces the Skill levels of players by a
process that largely hits the highest
rated players. This ensures players do
not go on for years, and along with a
Bosman system which ensures each
team gets a free player in a position of
their choice at the beginning of the
season depending upon their league
finish - weaker teams get a better rated
player - it in theory at least attempts
to equalise the clubs over the
seasons. Set against that is the
system of using Training points
and Coaching points to build
up your team to its best, the
former is given free at the
start of the season (same
amount to all clubs), the
latter you have to buy
at the beginning, so
careful budgeting is
required. Throw in an
endurance level per
player which ensures the
Beckhams and Larssons of this world can
not play throughout the season without
being rested, and you have a game where
decisions on your game plan have to be worked
on every week. Play the same system and players for
4 consecutive matches may well win points but injuries partly brought on
by fatigue will soon decimate even the best teams. Player's names can be real
or ficticious, as there is a continual stream of players retiring or being signed
up as apprentices (with a view to training up to be 1st team players or for
transferring for a profit). Referees are allocated to each game and clubs are
equipped with their respective traits which can force some rethinking as their
decisions can easily and quickly change the course of a match. A harsh referee
will almost certainly be showing far more yellow than the one who is more
obsessed with offside (the latter translates into providing an added percentage
onto defences - handy when you are away to the top team and you are
struggling to put any kind of team on the park). This way each game has a
flavour to it. Tactics include passive, normal and aggressive behaviour per
player, although there is a commensurate endurance level loss depending
upon the one selected. All formations are served here, and there are various
options to man mark, change tactics due to time passed and/or the state of
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the score. So it is very easy for example to substitute say a winger for a
defensive midfield player when and if your team goes 2 goals up after the
60th minute. Tactics also include Stall (everybody back and the long punt
upfield), counter attack, Press (to try to snatch a goal having gone behind
- watch though as the extra push up front is as likely to cost you space at
the back and you can get punished). Many more options, and easy to see
why the League is well placed going into it’s 7th season in early January.
On line auctions and the SESL Cup draw give a flavour of participation. With
3 up and 3 down and an occasional option to scrap your team and start again
in the 3rd division (if you see no way forward for your aging, useless bunch)
means an interesting game with plenty of scope.
There are around 6 or 7 different games using this Olmec system, all with
their own idiosyncracies, (some use morale instead of stadium size to
estimate the crowd, some use referees whilst others don’t, some pay a
Coaching point instead of cash for a Press release, and therefore variety is
there for all). Another good piece of information - all leagues using the system
do not charge for you for playing!
Although Championship League has been going for years and now is
operating over 1000 leagues, each with 4 divisions of 16 clubs, it still retains
a draw for many players keen to manage their favourite team with all their
top players. The main plus for the would be coach is that the name of a team
is no guarantee of success - Man Utd has as much chance of winning their
division as Carlisle Utd, Auxerre, or Dagenham and Redbridge. It is how you
run the team that will determine your success or otherwise. Championship
League has to my knowledge never been beaten on team names and have
researched some far flung parts of the globe to satisfy keen coaches. I
remember Auchinleck Talbot, Boca Juniors, Ross County and Scotland XI,
not to mention a fair smattering of French, Greek, Italian etc clubs all playing
in the same League. The trick to doing well with whichever team you want
to run, is that because generally speaking everybody has the same set of their
own real name players with their correct ages, height and weight etc it is down
to the training and tactics to get the results. Building your stadium up initially
is more important than gaining early results, as the income from a 60,000
stadium @ £25 per head is more likely to produce the cash needed to improve
the squad in the long run, than the standard starting stadium of 14,000 @
£10 per head. Training is important as the correct combination early on will
produce a winning team - but for obvious reasons I will not divulge them.
Turns are weekly and it is possible to have 2 teams in the same League set
up, although not in the same Division. It costs £2-25 per week per team
although purchasing a season ticket or a Platinum card will reduce this
considerably. There are 3 Cup Competitions along with 30 league fixtures
giving a 32 week season. Stacks of pages to read with stats galore including
a table of the worst player of the week and the totals of red and yellow cards
being handed out by each official, best player in each position, best well off
clubs etc. A good transfer market prevails and opportunity is given to contact
the League and other Clubs for players or general chatYou also run a youth
squad for free which plays the same team as your main team and this is a
very useful avenue for gaining players cheaply - you just see their ratings
improve and then promote them. Matches per week will be between 1 main
game (or 2 if a Cup tie is involved) along with a friendly match (free) and your
youth game. Players age naturally as the season progresses - you are even
informed of their birthday and there is a possibility of retirement when they
reach 34 or above. Only drawback I found was that a player age 39 could
have marvellous attributes and be worth only 1k, but he will do as well as
a 6m player with the same skills. There seems no accounting for the fact an
old player may lose some skills as time goes by. Unless the computer retires
him he could conceivably go for ever. However a great starter for anybody
wishing a football PBM as again the GMs are very responsive. They can
be found on email C-League@dial.pipex.com or 01563 829197.
Now if only to preserve this new occupation of mine, how about a
feedback from sports lovers along with your wishes in the column? Do you
want ratings for games although they can be subjective, but again that is what
we have polls for in Flagship - to gauge popularity and highlight flaws
perhaps? I am open for suggestions and criticism.
Dave Blair (davidblair@btinternet.com)
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Middle Earth PBM
Meeting a Challenge

DARREN HAYWARD starts as a newbie in an old favourite...
THE LONG lazy days of summer and I’m looking for my next PBM
challenge. I had several sets of rules to look through but I settled on
Middle Earth PBM. Something of a change for me this one, previously
I’ve always been in for the early turns of a game and I’ve been a playmaker.
I’d show these old timers a thing or two and find some new twists. Oh
foolish boy.
The time it took for the rules to come back was best measured in
hours rather than days. The set up was slower but not by much. Games
fill up fast in MEPBM and new games are always starting. I went for a
two-week turnaround game but you get a leisurely month to get your first
orders in. My natural inclination was for one of the ten Free Peoples
positions (good guys). Dark Servants (bad guys) didn’t appeal to me and
the five neutral nations (who can choose either side) need experienced
players. Even I wasn’t that stupid. I opted for the 1650 scenario. This
takes place before the events in the LOTR but a lot of familiar characters
and places are recognizable. I drew Cardolan, a less well-known nation in
the northwest. Above me was Arthedain, whose territory includes Bree
and to the NW were the Noldo Elves, who include Elrond and Cirdan as
player characters. These are both FP positions and therefore my
teammates. NE of me was the Witch King (DS) and Rhudaur (Neutral).
To the east the Dwarven (FP) capital of Moria was in the mountains.
Last but not least, to the south was Dunland, another neutral. Only one
natural enemy and a quiet backwater, I briefly thought this might be
boring, but I was wrong.
I contacted my teammates and introduced myself. Experience levels
varied dramatically but everyone seemed keen and there were a few very
experienced players in the mix. I was immediately sent a help file giving
details of all the twenty-five start up positions and other useful bits of
information. There is some randomness in the set ups but not much.
Although this information is hard to digest it makes a very useful reference
source and helps even up the information gap between old and new
players.
This is where I got my first surprise. The various game positions are
drastically imbalanced. Don’t misunderstand me, this imbalance is an
essential part of the game and is little short of brilliant. I reviewed
Cardolan’s set up and soon sorted out its strengths and weaknesses.
Weak characters, modest economy, no artifacts but reasonable armies and
a small navy. With its ability to hire armies for free, Cardolan can be
summed up as a military production line. This was my cup of tea.
Managing economies and armies like this was something I’d always been
good at and I could ignore the issue of artifacts and magic because I had
none. Ignoring the very things my opponents had in large supply was one
of my early mistakes. As an MEPBM newbie you can’t cover everything
but I really should have paid more attention to these aspects of the game.
Turn one - and it’s war
There are a number of short strategy guides available written by
experienced players, and I leaned heavily on those for Cardolan in my
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decision-making. I liken this phase to chess: the opening moves are pretty
well known but after that the possibilities are endless.
I had eight characters and my limit on turn one was twelve. Naming
four characters was obviously a priority. I started with only one character
in my capital, which is where all characters are named and all the most
powerful financial orders take place. I soon gained an understanding of
how all this worked. Each character has a skill or skills. You get two
orders but can use a skill only once per turn. Therefore an agent could put
in any two of, one Agent order, one movement order, and two miscellaneous
orders. Multiskilled characters get more options but not more orders.
The character at the capital was a Commander / Agent. I decided to put in
a sell order and name an agent. I had a choice here as to how to achieve
this. I could name a character and distribute 30 skill points on up to three
different skill areas, or as in this case I would name a character with thirty
agent points. The down side was that this costs a whopping 10,000 gold.
The cheaper, 5000 gold option was to name an agent. Cardolan could
name agents up to 30 skill points but my capital character’s current agent
skill was only twenty and this was a limiting factor. I decided I wanted
more characters now and I could train my new agent up later. That left my
army moves. I had four armies of which three were in the rear. The fourth
was just within movement range of the nearest Witch King town. This
seemed an incredibly predictable opening move and I considered holding
back. In the end I ordered a forced march NE to that Witch King town.
Troops are expensive to maintain and I had started with a tax deficit.
Marching at the enemy on turn one, this obviously wasn’t a game for the
fainthearted. Movement is virtually the last thing on each turn so I would
move on turn one and any battle would be fought on turn two. This being
a team game diplomacy is important, none more so than with the five
neutral nations. These can join either side and can have a massive effect
on the course of the game. I received a friendly note from Rhudaur. I
replied with a long discourse on game strategy and why Rhudaur should
go free. This all looked fairly promising.
I received my turn through the post, although I instantly switched to
the email service. I prefer paper turns, but getting my turn back three
days after my teammates had started discussing their turns on email was
simply too much to bear. It also helps if you can send copies of your
turns to your allies. An MEPBM turn is a series of reports: list of pop
centres, list of armies, results of each character’s orders and a home area
map. I’d managed to put in a set of orders that all worked and I felt I had
a grasp of the basic mechanics of the game. There was however good and
bad news. My newly named twenty-point agent had a bonus to his agent
rank and was actually a twenty nine-point agent. What a stroke of luck.
It also meant he could name another twenty-nine pointer. OK, it wasn’t
quite the maximum thirty points but one piddling point means little. On
the down side my predictable forced march order NE was simply too
predictable. I was sitting next to three Witch King armies.
Gulp, had I thrown away my strongest army? It looked that way.
Turn two - problems, problems
After my luck naming an agent with an agent bonus, I had moved another
character into my capital so I was able to name a new commander and a
second new agent this turn. This aspect of the game looked good and I
was growing increasingly confident things were under control. My home
map was clear of enemy armies and I was passing friendly notes with
neutral Rhudaur. In the NE my strongest army had walked into three DS
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armies. Troops are cannon fodder in this game and a bloodbath would
certainly reduce my tax deficit, which was growing. I was sure I would
lose the battle but I was also sure my military position would recover
faster than the Witch King’s. Looking at my expenses there was only one
thing for it; I had to raise my tax rate. This causes an immediate morale hit
and causes a further small morale loss per turn. Cardolan starts with the
larger Towns and major towns that have decent starting morale so I could
take the hit.
There was a chance
the Witch King would
fail to issue attack orders
against me, so I decided
to have my army
commander
refuse
personal challenge and I
tried to move the
character out of the hex,
rather than move the
army out of the hex. If
my army was not
attacked the move
character order would
fail because the character
in question was an army
commander. If the army
was destroyed I save a
turn moving out a
character. Either way my
army would defend,
using the default battle
orders. Around this time
I heard some mildly
disquieting news, a
Scandinavian player
who was thought to
favor the DS was
running neutral Dunland
to my south. Luckily
there was a major river
as a border and the
crossing point was a
major town protected by
a castle. No threat there,
so I thought.
Just
about
everything in the above
paragraph was wrong. I
tried to raise taxes quite a lot but the character that gave the order wasn’t
good enough. Instead of raising taxes from 40% to 59% I ended up on
45%, a vaguely useless tax rate. You gain little extra tax income for the
continued morale hit. It took a while to work out just what had happened
in the battle against the Witch King but as far as I could calculate I only
fought one of his armies, and won. His other armies had done some
mutual transfers so that one became an all cavalry force and they had both
moved away. His now undefended town was at my mercy. Now for the
bad news: one way that a nation can be eliminated is if it has no capital.
Cardolan has two pop centers that are big enough to be capitals; one had
a huge Rhudaur army sitting over it whilst the other had multiple Dunland
armies in residence. It looked like I would lose both next turn and be
eliminated.
Just what the hell had happened and why didn’t I see it coming? The
why and how of it involves the game mechanics and two neutral players
about as neutral as a vat of acid. Firstly, that friendly Rhudaur player was
actually one of the DS players fishing for information, and I fell for it. I
gave away no hard information but they identified me as a sucker target.
I’ve never heard from the real Rhudaur to this day. Secondly, I didn’t
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appreciate Rhudaur’s set up. The other four neutrals are well advised to
wait and see how the war develops but not Rhudaur. Rhudaur has a
pretty impressive army but a very poor economy. His armies must attack
and either be reduced in size or gain taxable pop centers as a priority. It
seems the decision to go DS was made before the game began. Dunland
just couldn’t resist jumping on the bandwagon. Thirdly, I didn’t realize
the significance of the way the home maps work. My map and the
Dwarves’ map appeared to match up but this being a left-right running
hex grid, every other hex
in the column running
between our maps was a
blind hex, which we
couldn’t see. Rhudaur had
moved into a blind hex on
turn one and was within
marching distance of my
capital on turn two. I
forced a smile and emailed
my teammates to ask
what the record for being
eliminated was.
Turn three - whammied
This being a team game, I
started planning on how
to move Cardolan’s
money and resources to
my teammates. My army
in the north could at least
take that undefended
Witch King town with
them. I would go down
fighting. Luckily, calmer
and more experienced
heads took over.
Battles take place
at the beginning of a turn
but the check to see if
you have a capital, or
somewhere that could
become your capital,
takes place at the end of
the turn. If you can get
yourself a new major
town during the turn you
are OK. Because this
game is still going I’ll not
explain exactly how it was achieved but I got a new major town. I can’t
claim a lot of credit for this because one of my teammates dropped
everything to help me out. I extend my thanks to him. I had a few decisions
to make. My army in the north was ordered to level that Witch King
town. My other armies had moved up from the rear and could either turn
back or press on to Rhudaur’s lightly fortified pop centers. I opted for
the latter. Rhudaur’s army couldn’t attack me and defend his home area;
it was time to dish it out.
When turn three came back I was gob smacked. Dunland had not
attacked my second major town. Like, huh? Had they miscalculated,
made a mistake or had a change of heart? I doubt it was the latter. I
suspect they were playing a more subtle game. Another way you can be
eliminated is if you go bankrupt and even if this wasn’t the original plan
it was now a serious possibility. Major towns give you a lot of taxable
income so as I lost pop centers I lost tax revenue. You get a double
whammy if you lose your capital at the beginning of a turn, because the
new capital isn’t actually the capital until the end of the turn so you can
issue no capital only orders such as selling or transferring goods. I then
realized it was a triple whammy: a forced relocation of your capital is a
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fairly serious morale hit, morale was dropping like a stone. Are you ready
for this? - it was a quadruple whammy. I ran out of money so there was
also a forced tax rise and yet another morale hit.
Then it hit me. My capital was now my original second major town
- that’s right the one Dunland was sitting on - and it was all going to
happen again next turn. On the military front, I destroyed the Witch King
town and moved to the nearest Rhudaur pop center, only to find it had
one of the original Witch King armies guarding it. Oops. Meanwhile I had
amalgamated my remaining armies that started in the rear into one large
army but Rhudaur had sent out a smaller blocking army and pinned me in
position away from his pop centers. This wasn’t going well.
Turn four - surviving, just
As far as the economics of my position were concerned my hands were
tied. I had some cash and I sold some food direct out of one of my pop
centers as a desperation move. All I could do was sit there and take it.
What was left of my starting army facing the Witch King was totally
outgunned. I tried the same orders as before, refuse challenge and move
character, not army. My other army was ordered to attack the Rhudaur
blocking force and move towards his next pop center.
I took another quad whammy and I ended up with taxes on 87% and
zero in the bank. My new capital had a morale rating of 2, down from 75.
On the military front my army facing the Witch King was destroyed but
the commander got out alive. My other army destroyed the Rhudaur
blocking army but was blocked by another small army. Both Rhudaur and
Dunlands armies had moved on to attack more pop centers of mine.
Despite all this I had survived and the direct threat of elimination was
over. It was bad. OK, it was damn bad, but I had lived to fight another
day.
Turn five onwards
Over the next few turns the assault on me continued. I threw blocking
armies out at their armies and my allies came to my aid with cash and
assassins. Eventually the Rhudaur army ran out of steam whilst Dunland
miscalculated and threw his army away attacking an Arthedain town that
he was too weak to take, and the loser in battle gets wiped out. I eventually
disbanded my army trying to get into Rhudaur’s home area for tax reasons,
which led the DS to think I had been eliminated. I think this gained me a
precious turn or two of relative calm. The Scandinavian Dunland player
dropped out. Seems Dunland was having economic problems. Dunland’s
strength is more in characters than economy and his taxes were pretty
high but another DS team member picked up his position. Cardolan? I’m
still playing and fighting back any way I can and enjoying the game
immensely.
Overview
In summary I think I’ve seen the best and worst of MEPBM in this game.
There are vastly experienced players out there who know it all but there
is usually a good mix of experience on any team. Actually I found the
biggest problem was learning the ME-speak some players use: they talk
in order codes. ‘You should 810 Elrond out of there’ (810 is the order
number for ‘move character’). You soon pick it up though.
Although I was jumped on with suspicious speed I don’t think it was
just because I was a newbie, it would have happened anyway. You also
have the inbuilt problems of team play and dropouts, but the GMs allow
other team members to pick up drops and they are very prompt with
bringing in replacements.
The two things that impressed me the most about this game were the
sheer range of options available and just how exceptionally well
programmed the game is. In this diary I’ve only really discussed a few
basic aspects but there’s a lot more. The more experienced players have
seen a lot of the game but no one has seen everything. So did I teach the
old timers a thing or two? In a word, no, but I’ve certainly had my
moments and I found out that everyone makes mistakes.
If you want fantasy war-gaming with just about everything involved
this is the game to play.

For centuries, the continent of Arcana has been under the control of
the Imperial Legions of the Blackstar Empire. The Empire's policy of ruthless expansion
ensured that the only free people remaining in Arcana were now scattered around the
fringes of the Imperial conquests, exiled to the fens and foothills that encircle the central
plains. Living leaderless and also without hope, the prospect for revenge or retribution
seemed remote...until now.
Far to the west, the Empire, grown decadent and decayed, is gripped by civil war. No
longer do the powerful war galleys bring additional troops across the Straights. Rumours
of treachery and desertion among the Legions is rife. Only at the fortified city of Blackgate
are the elite Legions still loyal to the throne, while the fanatical Starcult Priests have
sworn to defend the city to the death.
Taking this golden opportunity, the Free Peoples of Arcana have gathered their forces
and prepare to make war on the invaders of their Homelands. Magiks are being called
upon, allies summoned, ancient artifacts uncovered and leaders are being appointed to
take their people to glory. You are one of these leaders. Can you lead your country to
victory in the wars that are coming?
KINGS OF STEEL is a fantasy wargame of grand strategy and careful diplomacy. Each
player takes on the role of Leader of one of the Fourteen Nations striving to wrench
control of a continent from a dying Empire. Players control armies, navies, and may seek
alliance with various neutral powers ranging from the dreaded Assassin's Guild to the
Holy Knights of the Silver Cross.
START UP PACKAGE £5.00
(Rules, Map, Set-up and ONE FREE TURN)
FUTURE TURNS £2.50
STEPHEN R. WHITE, PO BOX 137,
BURNLEY, LANCASHIRE, BB10 2UG
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THE
MIGHTY
PEN
Consignia? Why?
The story, as I understand it, is that now the Post Office has an interest
in expanding their operations into Europe. As such, they can’t use the
name ‘The Post Office’ because every country has their own. Instead,
they decided to brand themselves as ‘Consignia’. Which is a silly name,
but the reason stands.
Mike Lay
Overseas players
Could you create a list of games that are available to players from the
United States in the Galactic View section? The games would at least
need a two week turnaround, as mail seems to be a bit on the slow side
these days (understandably so).
The reason I ask is, you guys have an assortment of games that I’m
sure many over here would be willing to play. I have written to quite a
few companies asking for information, with only one response. Thank
you, Danny McConnell: I am now thoroughly enjoying getting my ass
kicked in baseball and hockey. But hopefully I’ll be able to turn things
around. Point being, other companies lost out on a potential customer.
I’m sure some companies do not like sending mail out as it’s expensive
to mail material overseas. But if it’s stated in Galactic View that the
company will send the material if the money for the startup is sent and it
can be played from the US, then maybe we can reach a common goal and
all be happy. I want to play. The companies want my $. What’s wrong
with that?
I also think the PBM world is missing out on a golden opportunity to
expand by not marketing PBM in the prison systems. You have a captive
audience - literally. (Not necessarily a good this for me, but!)
I have found PBM to be a great way to spend some time. In this
prison where I’m at there’s only 500 inmates. At least 12 of them are
involved in at least one PBM game. Most are involved in several, like
myself.
One of the circulars here that makes the rounds in most prisons here
is a company called Jack L Markus Inc. Maybe a small ad in there informing
the men of the PBM games offered in Europe that can be played by
people in the USA might bring in an influx of new gamers? Just a thought.
We’re not all that bad.
James M LeBlanc
[GMs who can accept US players are invited to contact us: we’ll list you
next issue. And we’re happy to pass on the address of Jack L Markus Inc
to any GM who’s interested, in the UK or the USA.]
Are Game Prices Too Low?
Those running postal games do generally offer an excellent service.
However, they suffer from the competition. Next to my mouse mat is a
copy of ‘Chanur’s Homecoming’ by C J Cherryh, bought for $7 (about
£5), a mere 398 pages long. While I’m sure that most players will be
willing to pay a premium for their own story, customised with their own
decisions, that comparison will always be there.
Mike Lay

THE MIGHTY PEN - LETTERS
Prudent, in Interviews?
I have, for about eight years, included ‘Play-by-Mail’ as a hobby on my
CV. During my job interviews the question of PBM comes up and I
explain what it is, the sort of games I play, and so on. The interviewers are
usually impressed, as I can (especially when drunk) blag for Britain,
telling them that it’s the birthplace of their commercialised fantasy soccer
and cricket games, etc.
I was shocked when I was halfway through an interview recently and
the IT Manager stopped me mid flow and stated that I would abuse the
internet during work time playing games. I tried to explain that I generally
don’t play any e-PBM games, and also have the internet at home and
would do it there.
However, she wasn’t going to be swayed, so the interview was
terminated then and there.
The moral of this story? In this electronic day and age, admitting
playing games may be a double-edged sword - especially with opinionated
and blinkered IT personnel. I’m still considering whether to remove ‘Playby-Mail’ from my CV.
Richard Miles
[Ulp. What do other readers think?]
Getting into Movies?
Somewhere there must be a games player who’s not yet seen the film of
part 1 of The Lord of the Rings? If it’s you, do give it a go: it’s intelligent,
it’s splendidly acted and it captures the spirit of the book without the,
um, poems. Great stuff.
What a shame that the connections between game-playing and films
and novels are generally so weak, and that when there is a real connection
then the results are often disappointing. Tomb Raider, at least, was better
than expected, with a heroine who was so splendidly sinuous as to be
almost plausible: it just seemed a strange oversight that the audience
wasn’t issued with keyboards. The film Dungeons and Dragons was too
odd, alas: splendid dragons, but weak acting and a slapdash conclusion.
So often games-players are treated with contempt or revulsion by
non-gamers, who don’t know whether we’re adults, teenagers or children.
Hey, we’re a bit of every age group, and bright and fair-minded too. And
we do enjoy going to the cinema.
Ben Prince
Duck, it's Bob!
I have edited this letter severely. So much so in fact that it's barely a letter
at all. Why? Well may you ask ... To tell the truth, I fear that anything I
write in this august organ will be seized upon by Bob McLain and twisted
to serve his own bitter and twisted purposes. So there you have it: Bob
McLain, the ultimate form of censorship!
Anon
(name and address supplied)

Flagship needs
YOU!
GM Interviews!
Nominate your favourite GM
for a Flagship interview.
Why not suggest some
questions?

We're waiting to hear from you!

25

THE MIGHTY PEN - FEEDBACK
Your Feedback on Issue 94
LAST ISSUE received the high overall rating of 8.7, and its colour cover was
greeted with enthusiasm. Yes, we’ll run colour as often as we can, but can’t
promise this regularly because of the expense. Ben Williams raises an
interesting point: ‘I would have given a 10, but for one thing. I realise that
PBM covers a vast spectrum of games, but I do find that Flagship tends to go
through phases of covering roleplaying games, then wargames etc. Personally
I would like to see a more balanced approach... I would be in favour of more
regular columnists (along the lines of the excellent work done by Chris
Dickson for sports games). Such columnists seem to appear from time to
time, then vanish by the next issue. Surely there must be reliable people out
there willing to write a short column on a regular basis?’ Volunteers welcomed!
Favourite articles were the one on Middle-Earth (‘I didn’t agree with all
of it, but the article was well thought out and generally good for newcomers
to the game’ - Patrick Gleeson), that on Kings of Karadon (‘excellently
written and tantalising’ - Ben Williams), the zine coverage (‘hope this
becomes a regular feature’ - Mike Jepson), Bob Mclain’s column (‘I’m
scared to even compliment this guy, so I won’t. More! More! More!’ Anon), DungeonWorld, Quest (‘it’s always interesting to watch a game I
used to play improve itself’ - Mike Lay) the Tailpiece, the article on
Acquire and The Displacement Engine. There was disagreement about the
overview article: Andy Kendall thought it ‘Far more useful than the GV
listing. Maybe a page an issue on different types of game, concerning
turnaround maybe, likely duration for close-ended, national or characterbased? Stuff like that’, but Patrick Gleeson thought it ‘a little dull I’m
afraid, seemed a bit like a filler’.
65% found nothing boring, with the remaining negative votes scattered
among sports coverage (‘but then I know some people play nothing else’ Andy Kendall), the Lords of the Earth design article (‘I expected to be
enthralled... it’s always been a game I’ve thought about playing. But what a
dull article!’ - Patrick Gleeson), Bob Mclain’s column (‘News from America
seemed entirely lacking in, well, news’ - Mike Lay) oh, and fantasy games.
Question 4 asked about our occasional coverage of games which can’t
accept new players. There wasn’t a clear majority for either side on this,
50.5% don’t mind and 49.5% object, though those of you who dislike such
articles do seem to feel very strongly. ‘I find such articles irritate me,
especially if it’s a good game and a well-written article,’ says Patrick
Gleeson, and ‘Why on earth publish articles which are effectively promoting
games which your readers cannot play?’ agrees Ben Williams. Other readers,
however, agree with Bruce Edwards: ‘Although the game may not be
taking new players, the GM could be planning to run a similar game in the
future and prospective players could be tempted to get in touch’ and David
Blair ‘Still worthwhile covering it as either you can place yourself on their
waiting list, or stick it in the diary for later when a position becomes available.’
Question 5, however, brought general agreement, with no-one who
wouldn’t play with a prisoner at all, while 85% have no objection to a
prisoner as a fellow player and 15% expect to be told if a prisoner is playing
in the game. ‘Personally,’ says Ben Williams, ‘I’d rather play with a
prisoner than some of your other correspondents. PBM is a social hobby, if
people can’t live and let live, then maybe they should find another hobby.’
‘I don’t regard it as a particular problem,’ thinks Mike Lay, ‘If we are
aiming at rehabilitation, then introducing anybody to a hobby must be a
good thing. Of course, nearly all my games are played by email, which
probably makes me feel more secure!’ ‘It’s sensible to be a bit cautious about
giving personal information,’ adds J Sharp, ‘but that’s true of contacting
any other player. Anyway, the whole point of gaming is pretending to be
what you ain’t.’
Question 6 asked about new games. 32% of you think that the number of
new games is too low (‘Naturally I have loads of brilliant ideas for new
games. But to focus on reality, I do feel that many GMs have lost interest in
developing new games’ - Patrick Gleeson), 24% haven’t yet worked through
all the tempting games that already exist, 28% prefer the idea of tried and
tested games being revamped, 16% (at least, like Patrick!) have your own
ideas for a brilliant new game. ‘I think that it is difficult to come up with a
totally new game,’ argues Bruce Edwards, ‘without drawing from older
games for theme, style or playing method... Be it a new or old game, the best
games are the ones you want to play again and again.’ David Blair asks,
‘Any way you can go back into Galactic View and list the games as per genre

- makes it all the easier to pick out a likely game to pursue from a list of likeminded games?’ Ben Williams points out that, ‘There are lots of tempting
games I haven’t tried, though I notice that the vast majority of games listed
in Galactic View don’t receive much coverage... In fact, 126 of the listed
games (over 50%) have never been reviewed at all! Sorry to be such a bore,
but I really do feel you could be offering a much broader service to readers.’
Sigh, a big programme of updating GV has been delayed by real-world
events. But in general we’ve always waited for GMs to offer us review
positions, and for players to send in Rumours. So let’s see what readers think
about this ...
Feedback questions on #94
[Choose more than one answer if you wish, and feel free to comment.]
1 Please rate this issue from 1 (tedious) to 10 (tremendous).
2 Which articles/sections did you most enjoy, and why?
3 Which bored you, and why?
4 Should Flagship’s coverage be broader? (a) Yes, there may be littlepublicised games that would suit me, (b) If you’re listing lots of games,
you should actually try them out, (c) No, I’d rather play the games that
are frequently reviewed.
5 A couple of feedback comments ask for games to be grouped, whether in
GV or as an article.
(a) I prefer an alphabetical listing in Galactic View,
(b) I prefer the GV games to be grouped according to subject,
(c) I think games differ too much to be grouped easily.
6 Are there any more features in a game that you’d like to know about?
(a) I’d like to know about turnaround,
(b) I’d like to know roughly how long a finite game will last,
(c) I’d like to know the importance of interactivity.
[Replies welcomed by surface mail to the UK office, or by email to
Flagship@flagship-uk.demon.co.uk. By April 1st, please.]

Play by Electron Games
www.pbegames.com
For over four years PBEGames.com has provided some of
the richest and most detailed play-by-email games available.
Rule a land steeped in magic and history in Eldritch.
Choose from one of over a dozen races and conquer the
lands of your foes, or develop your own lands and rule
through trade and economic prowess. Guide your mages to
the Words of Power in eighteen spheres of magic.
The song of steel against steel will fill the air. Arrows will
scream past your general's head as he leads your men into
battle. Your champions will duel with honorable opponents
and lead your armies to victory through your brilliant tactics
and maneuvering in Iron Kings.
Play by Electron Games offers FREE trial games of Eldritch
and Iron Kings. Join players from around the world as you
vie for dominance in a variety of realms. Pick a path to glory
and sign up for a free trial game today!
Regular positions are typically $2 per turn.
Turns run weekly or bi-weekly.
Web: www.pbegames.com
Email: moderator@pbegames.com
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The Chevian Chronicles
A Strange Prisoner Calls for Aid

GREG LAMB’S Alyx returns to the capital, and a new challenge ...
LAST TIME, we saw the combined forces of Chevia narrowly fight off
an attack by the Goblin army on Easterngate, one of the duchy’s major
settlements. While the battle raged outside the city walls, our swordwielding heroine Alyx DeLibra was part of a small group helping to deal
with those enemies who managed to slip through our defences, including
a band of Goblin saboteurs and a zombie uprising. During the clash with
the Goblins who had infiltrated the city we managed to capture two of
their soldiers as well as a human who was apparently helping them. With
the immediate threat to Easterngate quashed, and as one of the few PCs
able to communicate in the Goblin tongue, I decide that Alyx should
spend the first two weeks of the next month questioning these captives.
Against all realism, I still hold some hope that Chevia’s two principal
races can co-exist rather than wipe each other out, and that means opening
lines of communication. Also, I want to find out the story behind the
human defector.
The Baron has scheduled a victory banquet for the third week, which
should give the opportunity for some needed rest and relaxation. After
that, Alyx will meet up with another player character, a city guard by the
name of Revek, in order to investigate the sewers in an attempt to find out
how the undead invaders managed to enter the city. Finally she’ll head for
the local Church of the Three where Revek, who doubles as a priest, will
be appealing to his chosen deity to help those wounded in the battle.
Alyx will lend her mundane healing skills to his efforts. She may not be
able to close wounds with a prayer, but she can tie bandages with the best
of them.
Nonus 1108 - Loose threads
Alyx arrives at the gaol at the same time as the foppish ‘Pinkie’ Pimm
Purnell, who has come for similar reasons. The two find a commotion
going on and two Goblins plus a short man come bursting out of the gaol,
pursued rather awkwardly by a guardsman who is covered in blood. The
Goblins are armed with clubs, while their human companion has a short
sword. Alyx instantly draws her sword and Pinkie calls for the escapees to
stop and throw down their weapons. The Goblins shout obscenities in
their own language and make a break for freedom.
Yet another plan fails to survive contact with the enemy. Alyx and
Pinkie head for the city gaol with the intent of interrogating the captured
Goblins, only to find themselves suddenly fighting for their lives. A
combination of our combat skills and superior weaponry mean the fight
is both short and bloody, and after a few moments of hectic activity the
three would-be escapees have been cut down. Alyx would rather they
had been taken alive, but had little choice in the matter given the
circumstances and the aggressiveness of her impromptu comrade at arms.
She tends to the wounded guardsman, but can do nothing for his
companion who was killed in the escape. I’m a doctor, Jim, not a miracle
worker.

The Chevian Chronicles at a glance
A roleplaying game from State of Mind Games, with turn reports
plus a general newsletter each turn. Note that Chevia isn’t open for
new players now, as it’s drawing to its in-built conclusion..

With my first two orders nullified by the Goblins’ unwillingness to
sit helpfully in a cell and be questioned, it’s on to the Baron’s feast. There
are several announcements of thanks for those who supported Easterngate
in its battle, culminating in a knighthood for the famed Ed ‘Mac’ Bain, as
well as plenty of drinking, dancing, eating and general merriment. From
there it’s a step downwards, both literally and figuratively, as Alyx and
Revek venture into the sewers to seek out zombies. We find nothing.
Much later, I discover that the undead were actually created by another
PC in a botched attempt to heal the fallen. Wish I’d known that at the
time. After several baths, it’s on to the church to round off the turn with
more healing training. There are plenty of willing subjects on whom to
practise.
With nothing else to hold me in Easterngate, next turn I plan to meet
up once again with Cassie O’Pia and head back to the capital city of
Brightwater. The journey will leave me with one week spare after I arrive
in the city, which I intend to put to good use by learning a new skill. A
year ago I asked the resident weapons master in Brightwater, a certain
Hakan Slei, about learning to fight with a sword in either hand. He told me
to come back when I’d got to grips with a single blade. Ten turns and quite
a few fights later, I can return triumphantly and begin training in twosword style. This will cost me, though, so I also decide to ask Slei if his
school needs an assistant tutor.

... I can return triumphantly and begin
training in two-sword style ...
Decimus 1108 - Two fisted monkey style attack!
Alyx meets up with Cassie O’Pia, and the two women begin a journey to
Brightwater. The trip is long and cold, but generally uneventful. Eventually,
they reach the capital.
Not a lot I can add to that, really. The turn passes without a hitch.
Somehow, I kind of miss things going wrong all the time. Once in the city,
I take the first steps on the way to becoming the medieval equivalent of
a John Woo character, gaining level zero in the Ambidexterity skill. I
believe I’m the only PC in Chevia to employ this particular fighting style,
probably because it’s so utterly impractical. But hey, at least I’ll look
cool. Slei also offers to employ me at his school. The pay is barely better
than my old barmaid job, but the additional lure of free training clinches
the deal.
So, now I have a job again, I guess I’d better turn up for it. Next turn
will be another relatively dull one, with two weeks of work, two weeks of
training in my shiny new skill, and a week of rest to round the turn off and
see to a minor but nagging injury I picked up in the skirmish last month.
A hopefully productive turn, then, but not a particularly exciting one,
with nothing out of the ordinary planned for the near future. It’s not going
to happen, is it?
Primus 1109 - Blast from the past
Near the end of the month, Alyx has a dream in which the Guardian of the
Feral Woods appears and speaks, apparently in great pain. “You owe
me...favour...I ask you...help now...I am held in element...magic school in
the biggest...city...I need...rescue.”

TEST FLIGHT - THE CHEVIAN CHRONICLES

27

Those of you who’ve only joined this diary recently won’t remember
the Guardian, who last appeared over a year and a half ago in game time.
The Feral Woods is a highly magical area into which Alyx ventured while
travelling with a magic user named Tayka Chanse, another player character
who had to perform a mystic ritual in a certain glade within the Woods.
Others had reportedly ran afoul of terrible beasts within the forest, but
Alyx and Tayka instead encountered a strange little furry chap who
demanded tribute in order to grant them entry. Lacking anything in the
way of treasure, we instead offered to repay him a favour in future in
return for letting us pass. It appears that now is the time to repay the
debt.
Of course, it’s not going to be that easy. The Elementalists’ Guildhouse
in Brightwater is home of the most powerful mages on the continent, and
I’m willing to bet that even with Alyx’s famed people skills, they’re not
going to let me walk in and free their captive just because I asked nicely.
I need a plan. Well, first, I need information. Just what kind of defences
does the guild employ? How many guards are there and how frequent are
the patrols? Time to make use of some of my shadier talents, which have
grown a little rusty with all the good deeds and honest work I’ve been
doing lately. First, I’ll pay a visit to the Guildhouse to enquire about
finding employment as a guard there. Of course, what I’ll actually be
doing is finding out about the security systems that I’ll need to overcome.
The week after, I’ll return at night to scope out the place, looking for
possible entry routes and weak points. For the rest of the turn, I’ll head
back to the weapon school for more work and more combat training.
Somehow I get the impression it’s going to come in handy soon.
Secundus 1109 - Wards and wardens
Later, Alyx makes another visit to the Guild of Elementalists, this time
under cover of darkness. She sneaks around the area as best she can, and
notices that while there are three doors into the building, there is only one
which is constantly guarded, with shifts being changed every few hours.
The other areas seem to be covered by occasional patrols. Windows are
all barred and many are shuttered. A few outhouses and annexes allow a
bit of cover for sneaking around.
Hmm. The defences observed by Alyx on her second trip to the
Guildhouse are pretty minimal, and I’m fairly confident in her ability to
bypass them, even given her limited Stealth skill. The problem is going to
be something that came up during my talk with the Elementalists the
week before. It seems that the guild relies heavily on magical traps that
protect the whole building, which would explain the relative lack of a
mundane security force. Oh, and I also earned a few more crowns and
went up a level in Ambidexterity, but you don’t want to hear about that,
do you? On with the criminal activities. Getting around the various mystical
constructs would no doubt be easier with magical assistance, but
unfortunately Tayka, who had the same dream as Alyx, is otherwise
engaged and on the other side of the duchy to boot. It looks like I’m on
my own. And that means more investigation is needed.
I decide to drop into the local inn, at which Alyx once worked, and
hang around the bar looking for an off-duty Elementalist to engage in
conversation. Mages, being largely pale types with an unhealthy
fascination with books, don’t often get pretty girls buying them drinks,
so hopefully my seemingly innocent enquiry about the guild’s defences
will go unnoticed. Of course, Alyx also has her high Fellowship ability,
which helps her to come across as a friendly and genuine person even
when she couldn’t care less about the person to whom she’s talking.
Many modern chat show hosts have perfected this same technique. The
rest of the month will be taken up with - all together now - working and
training at the weapon school. Routine but worthwhile in the long run, as
is so often the case.
Tertius 1109 - Breaking the ice
At the Dragon’s Claw, Alyx locates an apprentice Elementalist, Fyran
Dice, who she talks with. In conversation she asks about magic in general,
and receives some very vague answers and a few very technical ones. As
part of this conversation she manages to drop in a query asking how the

Map of Chevia
(copyright the Ducal Library)
guards at the Guild of Elementalists avoid getting zapped by the magical
traps. Fyran says this is because they know which areas to stay away from.
Okay, I’m now ready to put my plan into action. First, though, it’s
time to revive the identity of the Fallen Eagle once again. Long-term readers
may recall that Alyx first used this pseudonym several game years ago in
order to pass herself off as a bandit. I hope that by wearing a disguise
during my rescue attempt, and later sending a statement to the Chevian
Herald claiming responsibility under my false name, I’ll be able to divert
attention from myself as the real culprit. Getting the disguise will be the
easy part. I have a shield that is now of little use to me, unless I abandon
the off-hand weapon skill I worked so hard for, so a visit to the marketplace
and a trade for a black cloak should be a simple enough matter. Three of
those now-traditional work and training actions will fill up the time until
the fifth week, when it’s time for the breaking and entering to take place.
Remember there were two doors that were only infrequently patrolled,
often by only a single guard? This will be the key to Alyx’s entry into the
Guildhouse. By jumping a lone guard from behind and putting a knife to
his throat, she hopes to persuade him to lead her to where the Guardian is
held without triggering any of those nasty spells. Don’t worry, she’s
bluffing. No, really. Honestly. Look, if you’re not going to trust a wanted
criminal, who can you trust these days? Anyway, once the Guardian has
been located, it’ll just be a matter of freeing him and escaping back the way
she came in. Of course, he’s likely to be locked up, but the guard should
have a key, right? No problem. Piece of cake. Not convinced? Me neither.
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GHOST IN THE MACHINE - ASPECTS OF MIGHT

The Origins of

Aspects of Might
JUSTIN PARSLER describes his inspiration for the game ...
I HAVE LONG been an armchair aficionado of the Tarot. The artwork is
often beautiful, the cards tactile and the symbology behind it magnificent.
It has been begging for proper inclusion in some sort of game, and the
opportunity to do so recently presented itself.
Being in the fortunate position of having access to the Nexus engine
(the dedicated PBM programme written by Madhouse) my aim was to
design a game which took full advantage of its myriad features. Nexus is
a marvellous system with which one can do almost everything, and the
additions made in the last year - since, for instance, I wrote Riddle of the
Sands - had opened up a whole heap of new possibilities.
I wanted to combine powergaming and roleplaying. I also felt it should
be a game where the players really shaped the world. This meant having
some sort of setting that was either ‘at the beginning’ or after some sort
of disaster. I thought of the Tarot at this point. A quick email to the
excellent folk at US Games, who are the people who publish the famous
Rider Waite Tarot amongst others, and I secured permission to use the
artwork from the deck.
Armed with an idea and some very good art, as well as an excellent
programme, I was ready to go.

... This neatly explained why players were
so much more potent, and so much more
important, than the people around them ...
Tarot cosmology
I had no intention of using the Tarot as any sort of ‘divining’ method, I
wanted to use the symbology to create a magic/religious system.
Thus the game theory developed: all knowledge flows from the
‘Aspects’, which correspond with the major arcana of the Tarot. Some
individuals, the player characters for the most part, were ‘attuned’ to one
of these Aspects. This neatly explained why players were so much more
potent, and so much more important, than the people around them.
I did not want everyone who played the game to need to know the
‘ins and outs’ of the Tarot: anyone should be able to come to the game,
with no previous knowledge, and play. So I condensed the meaning of
each card to their ‘essentials’ and incorporated this into the rulebook.
Using the Tarot in this way gave a ready-made cosmology, one which
was unique, yet one which most people had some sort of acquaintance
with, if only on a nodding basis.
Characters
A system I have applied to many games in the past is the ‘rule of three’.
I find that if you get to pick three things, the set-up is fairly simple but
still allows for a lot of different possibilities. I applied this to characters
in AoM: they get to pick their Aspect, their Bloodline (a bit like race,
though all are variants on human) and a secondary Talent, like being
strong or agile.
Onwards and Upwards
I wanted AoM to be a game where the players shaped the world: where
what they did made a difference. Setting the game after a great disaster the Penance - and putting the player characters in a position to rebuild

civilisation was my intent. I did it this way, rather than setting it at ‘the
beginning of things’ because I wanted there to be ‘old stuff’ around:
interesting things to find, people to offer some guidance and so forth.
It was easy to adapt the Feasibility Study system to AoM. This
system, which has been a main feature of our Absolute series of games,
allows players to ask for what they want to be able to do, and be told how
to go about achieving it.
There is one major drawback with games which allow player research:
if it is too quick, the game progresses too fast and becomes both dull and
unmanageable; too slow and people do not manage to achieve anything.
Play has revealed that I seem to have managed to get it just about right
with AoM, but the process of achieving the right balance is more art than
science. In the past, I have often got it wrong.
The evil internet
I am a bit of a Luddite on the sly: for a man who uses a computer every
day, I have very little love of them for their own sake. What I like about
computers is that they let me run better games, by taking the drudgery
out of running PBM and letting me concentrate on designing cool new
stuff.
Thus I came rather hard to the decision to run AoM only via the
internet. Why? Well, almost everyone now has email. Turns can be sent
in PDF format, which is incredibly easy to read and requires no technical
know-how to use.
Turns get to people quicker. They get lost about as often, but when
they do get lost we know straight away and can send another copy.
Fewer trees die to serve people’s gaming habits. It is much, much cheaper
to send out turns (though it can be a real pain in the butt when email is
running slow and I have to sit around for hours pressing buttons), which
means a combination of lower fees and more profit, which makes everyone
happy.
There has been a lot of controversy about email and PBM. It seems,
to me at least, to boil down to this: email is a better way of sending letters.
It also allows for much faster and more interesting role play and diplomacy.
There is a mailing list within the game which represents an in-game
phenomena, the Astral Web. Messages are in character and the quality of
roleplay rather good.
The in-character list has been so successful that players have set up
a number - about eight at present - of lists dedicated to other topics. I am
just in the process of splitting the ‘official’ lists into three, one for GM
announcements, one for ‘important’ discussion and one for chatter. That
way players who felt they were getting just too much email action can cut
down the lists they are on and consequently the quantity of email received.
Most people, though, cannot get enough.

... achieving the right balance is more art
than science ...
...and finally
I hope this article has been of some marginal interest. A full dissection of
what went into creating AoM would take a book, not a short article.
Hopefully, I have covered subjects people will find interesting.
And, if you want to know more, or just abuse me for a fool, then you
know my email address.

TEST FLIGHT - GREAT WHITE HUINTER
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Great White Hunter
The Big Game Game

SCHUYLER CORSON enters the jungle ...
THE LINE of people threaded through the dense overgrowth, their eyes
darting back and forth, muscles straining under their loads. The majority
of them were locals, guides and porters hired from nearby villages to
carry supplies and point out the local highlights to the foreigners. The
remainder were an assortment of representatives of various off-continent
countries. Before them, a chorus of animal cries greeted them, shrieks and
growls reverberating in the thick air of the jungle, rolling though the thick
mist of the valley below them. From behind, a final reminder of civilization
sounded, the high pitched cry of the aging double-nosed steam engine
unique to the mountainous regions of the dark continent. With a chuffing
growl, the locomotive strained against its load of fuel tender and passenger
cars, drawing them back towards the comforts of civilization, and leaving
the trail of humanity to their own designs.
The man in the lead, a massively built example of the local tribesmen,
calmed his machete action, having found the faint trail that he had been
looking for. He had led a different group to this region only a few months
before, but the land had already reclaimed most of the evidence of that
trip. With a satisfied grin, he set out at a near
breakneck pace, driving the group to an area
that he knew would be suitable for their base
camp. As they proceeded, the canopy of
trees closed, shutting out the day until
only occasional glimpses of the sky were
noted. For several hours, they moved
deeper into the lush green of the near alien
beauty.
When the guide signaled that they
had reached the space best suited
for the base camp, the porters
quickly began setting up the rudiments of
civilization that the foreigners considered
minimal for survival. White canvas tents were pitched, and field furniture
was assembled. Yards of rough mosquito netting were unveiled, swathing
the area in a grey haze as the campfires were started. Porters sang to each
other in their sing-song dialect, punctuated by yelps and whistles. The
guide disappeared into the brush for several minutes, then returned nodding
to himself. Moving to the assembled foreigners, he saluted them by
touching his conical hat with a greyish crop, and spoke in accented English,
overstressing certain vowels.
‘Not long, Bwana. Sun goes down, animals begin heading for water
hole. Soon we hear. Sport start then.’
The various people nodded and murmured their acknowledgements,
and set about readying a veritable arsenal of weapons. An earnest young
American in denim and a large hat turned from his roll pack of Spencer
rifles, and addressed a grey-haired man, obviously British with his stiff
pith helmet and monocle.
‘So, what’s the game here? All I was told was that this was the trip to
take if I wanted some prime hunting.’

Great White Hunter at a glance
A light-hearted game, not a million miles from Battleships but adapted
for a group of players and with a totally different setting. It’s free,
from:
http://www.notreally.co.uk/gwh

The British lord blinked and nodded, speaking as he accepted an
unwieldy pistol from a turbaned servant of East Indian descent.
‘Quite so, quite so, dear boy. We’ll be heading out into an area of near
total darkness, and hunting by sound. Everyone starts at different points
about the watering hole, so we don’t spook the animals, and send them all
running in a single direction. We’ll be in a valley where the wind’s calm, so
no worries about upwind and such. Just fire, and wait to hear if anything
cries from having been hit. You can pretty much recognize what you hit
by the sound of its cry. It’s a little more difficult than a hunt on the
savanna, but it also is the great equalizer. We all have an equal chance to
slay the various beasts that reside in this section of the world. Why, last
time I was out here, I came away with a lovely set of alligator luggage, and
a pair of monkey bookends.”
The young cowboy frowned. ‘Alligator? I thought those only were in
the Americas. My books said that there were crocodiles out here.’
The Englishman waved him off. ‘Alligators, crocodiles, what does it
matter? They’re big, scaly, and dangerous. Plus, they look marvelous
stuffed, and placed as my footrest. You’ll also find snakes,
antelopes, and lions, just to name a few. Gorillas, too.’
He looked crestfallen. ‘No hippos any more, I’m afraid.
Too unruly. Bloody beasts look like they should move
slower than the royal yacht on the Nile at
low tide, but you only cross them once
with that attitude, I’ll tell you that! They’ll
take down a grown man in a couple of
seconds flat! Anyway, we have to make do
with elephants now. But they’re there, so it’s
possible that you’ll end up with a set of ivory...
well, somethings. You can only have so many
trophies, you know, what?’
As he started to laugh, the other figures near them
joined in, obviously familiar with the rewards of the exercise. A large man
with a thick covering of facial hair and an odd-smelling cigar moved closer,
slinging a rifle with an overly long barrel over his shoulder. ‘Da, and there
is also the title and prize, yes? What we’re really here for, da?’ The
American cowboy’s eyes widened. ‘Title? Prize? I thought we were here
to bag some critters and see the parts of the world that they only write
about in the dime novels.’
The Englishman waved his hand dismissively again. ‘Oh, nothing that
monumental. A gentlemanly agreement, and all that. Just for bragging
rights. No cash involved, just a title for having the most animals, or the
most various set of trophies. We keep track at the end of the day, don’t
you know. Something to puff your chest out about after the hunt. Oh,
and that reminds me. Make sure that you don’t set up a stand to hunt
from. We do keep track of all things that we shoot, and it has been noted
in prior hunts that man is an animal at heart, and shooting another hunter
can be counted into the total. So make sure that you keep moving, dear
boy.’
Before the American could answer, the guide returned, the crop in his
hand waving briefly at the various insects that darted about him. ‘They
come. Is time.’ The various hunters began decamping, slinging weapons
on their shoulders and adjusting ammunition pouches and bandoliers.
The Englishman accepted a long double-barreled rifle from his servant,
and briefly checked the load on the weapon. As he snapped the breach
closed, he nodded to the cowboy. ‘Game time, dear boy. Let’s go, and
show the world what hunting is all about!’

ZINE SCENE - RAILWAY RIVALS
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Zine Scene

The Game now Standing on Platform 5
JOHN HARRINGTON boards the train for a journey into Zine Games ....
IT WAS in that dead period after “O” levels when you are still obliged to
turn up for school that I first came across Railway Rivals. The game was
designed by a geography teacher from Wales and was perceived to be
educational, which was why my teacher brought it in to amuse and educate
us.
The obvious educational element is geographical; the game can be played
on any of 176 different maps, ranging from the Isle of Wight to Middle Earth.
A less obvious educational element is historical, in that it usually pays to
build similar networks to those which were built historically, although
obviously this does not apply to Middle Earth. All of which makes it sound
like a dull and worthy game, whereas in fact it is a lot of fun; not for nothing
is it second only to Diplomacy in the zine-based postal gaming scene.
Like football, Railway Rivals (RR) is a game of two halves.
In the first half, the rival railway companies build
track from their start town (each company will
usually have a different start town), gradually
building up a network of lines from town
to town. Companies receive bonuses for
being the first company to build track
to a town and one of the major
decisions in this phase of the
game is whether to race your
rivals to the virgin towns, in
which case your network
might end up looking a bit
higgledy-piggledy, or to stick
to a game plan and build what
you consider to be an efficient
network.
The shape of
your network will
also be determined
by geography; do you spend money to blast through hills or take the long
way round? Do you build bridges across rivers or go with the flow and follow
the course of the river? Most crucially of all, do you pay your rival
companies to build over land on which they have already built? Parallel
building with a rival is prohibitively expensive but if, for instance, it is the
only way in to a thriving metropolis such as London or Frankfurt, maybe
you cough up anyway? In the second half of the game companies compete
for contracts to deliver goods from one town to another (e.g. London to
Nottingham). The companies win these contracts by racing along the
contract route, with the winner receiving a full cash bonus and the runnerup half of the full cash bonus. These contract routes are randomly determined
so you never can be sure that your arduously built route from Hull to London
will ever get used, but the big cities will figure more often than the smaller
ones.
Any decent postal game has player interaction and in Railway Rivals
this primarily comes from companies teaming up to do joint runs, using some
of the first company’s track and some of the second company’s network.
As is so often the case, communication with your fellow players is vital for
success. One final wrinkle in the game system is the ability to carry on
developing your network in the racing phase. I am by no means a good
Railway Rivals player and one of my major weaknesses is continuing to
spend money on building track when I would be better off hoarding the cash,

for as you have probably surmised, the winner is the player whose company
has the biggest bank balance at the end of the game. The game is obviously
set in a period when railways made money....
As mentioned before, the game is probably second only to Diplomacy
among zines, with over a third of active UK postal gaming zines featuring
the game, including Cut & Thrust, which has the game’s inventor, David
Watts, as a GM. Probably the premier UK Railway Rivals zine is Devolution.
Last time I looked it ran 25 games of RR, but in the latest
issue I notice new games starting on maps of Norfolk
& Suffolk, Denmark, Yorkshire and Mallorca. If
you have e-mail this zine is excellent value, as it is
free, although you will have to pay a nominal game
fee to cover the cost of the map. Even the snailmail version is good value at 50p, although if you
don’t play in any of the games you won’t find
a lot of reading material in it. Another free email zine featuring Railway Rivals is
Serendipity from John Webley, an Englishman
living in Germany. The significance of his
location is that he gets to see (and therefore
review) a lot of the hot new German games
before they make it over here. Curiously
he does not run any of these
German games in his zine and
come to think of it, neither does
anyone else, which suggests
there is something about British
and American games
which lend themselves
more easily to postal
play. I wonder what that is?
Running a “mere” 7 games of Railway Rivals is For Whom The Die Rolls,
which has just won the 2001 Zine Poll. Railway gamers are well served by
this zine which also runs a dozen games of 18xx (1830 et al), 2 of Lancashire
Railways, 2 of New England Railways and 1 of Rail Baron. At £1.50 an issue
if you played in all of the games this zine runs you’d be paying the equivalent
of 3 pence per turn per game. Is that fantastic value or what? The only
criticism anyone ever has of this zine is that there is not a lot to read unless
you enjoying game reports, but that’s like complaining about the quality of
the food in the buffet car on a train that is never late.
Runner-up in the Zine Poll was Underneath The Mango Tree, from the
impossibly enthusiastic Alex Bardy. The zine specialises in original but
mostly light and fluffy games so the 4 RR games provide a bit of meat and
potatoes familiarity. Of all the zines mentioned so far this has the most
reading material. If “chat” is your bag then Ode is a good candidate. Even
after 230 issues its editor, John Marsden is a man of forthright opinions, as
befits a Liberal Democrat councillor. In addition to 9 games of RR the zine
also runs a couple of 18xx railway games, proving once again what a fertile
subject for games the railway business is. I suppose it is only fitting that as
so many zines are read on trains that Railway Rivals should enjoy such a
dominant position in the hobby today.
Next issue, continuing the theme of concentrating on the mainstay
games of the zine based postal hobby I shall be taking a look at the footie
zines. Details of all the Zines mentioned in this article included in the Zine
Listings on page 45.
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Lands of Elvaria
Sepheri's diary continues

SARAH CALLAGHAN and her character report ...
Sepheri Mirrorkin’s diary, entry 4
Spent day shopping. Never quite realised before how difficult it is to
spend 2,500 gold pieces in backwater like Frontier. Bought sexy new
armour, specially silenced, as well as loads of the cool stuff (inc. box to
stop potion bottles being smashed). Even went so far as to buy horse,
though only know two things about horses - legs go on each side and
falling off is bad!
Met up with others going on mission, and got told didn’t need horse
after all. Got given ring of transportation and breathed big sigh of relief.
Am convinced horse doesn’t like me.
Others going on mission look a lot more experienced - carrying lots of
magical items as well. Trying not to get nervous, or wonder why I
volunteered in first place.
Phew, thank Alwane that’s over - first cavern we went to was crawling
with giant spiders. Freaked a bit, fired my crossbow bolts at a few of the
spiders, but they were splatted really quickly by the rest of the group.
Feel a bit left out actually, others seem so much harder and able to deal
with stuff. Wonder why I’m here...
Sarah Callaghan’s diary, entry 3
Phew, first fight over and done with. As I had sod all idea about how
fights actually worked, and how lethal they could end up (and also because
I figured Sepheri would be nervous her first time out adventuring, especially
with such an experienced group) I gave orders for her to stay well back
and out of the way of the others.
As it turns out, I needn’t have worried: along with that particular turn
came a message from Mark Pinder, the GM, encouraging me to be a bit
more daring and imaginative when it comes to thinking up cool magic
items and stuff to use. So I put my thinking cap on and came up with a
few potential mirrors, and a possible magic ring. Mark was back to me
about them in the next turn to give me costs and game stats for them. Two
of the mirrors I’d thought of already existed in game, but the ring and the
third mirror didn’t. Unfortunately, even though I’m acquiring new imager
abilities and new potion recipes left, right and centre, in the middle of a
cavern surrounded by hordes of hostile spiders is not the time or place to
try making any of them!
Sepheri’s Diary, entry 5
Eurgh!! No one said there’d be exploding spiders down here! Entire group
nearly got nobbled by exploding spider with constricting legs - others got
out alright, but I had to rely on divine intervention to get self out from
constricting spider leg grasp. (Thanks Alwane!) Collected some spider
silk, was very difficult to cut, so have small sticky ball now. No idea what
to do with it yet, but might come in useful one day.
Tried general chitchat with the others, some not forthcoming at all
(Like Pearce, the human ninja - all he said was that he like vodka martinis.
Said something about stirred and shaken as well, but gave up trying to
talk to him at that point.) Millicent (halfing druid) v. nice, chatted lots

Lands of Elvaria at a glance
Long-running fantasy RPG from Mark Pinder, periodically revised to
allow for new players. Startup + 3 turns for £10, following turns
£3.50 each.

about fashion and then dropped bombshell - said that not all of the
mirrors were removed from my blood! Does explain why imagery getting
easier though. Curse you Dark Overlord! Curse you!!
Uhoh, Spike (warrior cleric) found big shiny spiky mirror ball up
ahead, looks like they want me to deal with it...
Sarah’s diary, entry 4
Aha, a chance to show off in front of the other characters! And prove that
I’m not just a passenger! Here’s hoping it doesn’t go horribly wrong!
Sepheri’s diary, entry 6
Note to self, new bag mirror v. useful for trapping suspicious unidentifiable
things that float in mid-air. When get back, work on variation of bag
mirror that will hold magical items and nullify their power. Others v.
impressed when caught flying mirror in bag mirror. Ha! Not useless after
all! Go me!

... Eurgh!! No one said there’d be
exploding spiders down here! ...
Sarah’s diary, entry 5
Success! Hurrah! I think I’m getting the hang of this ...
Sepheri and me are both getting really confused though. She’s been doing
her best to find out about her mother by asking around. She’s actually got
a few answers from one of the NPCs, but the entire back history of
Elvaria seems to be as riddled with holes as a Swiss cheese. Islands that
were discovered last year have always been there, new races pop out of
the woodwork at the drop of a hat, and vast world-changing events take
place once a week and twice on weekends. I’ve even heard that the whole
world was destroyed on more than one occasion, but it’s still staggering
on. This does mean that absolutely anything can happen, but coherent it
ain’t.
Sepheri’s diary, entry 7
Reached centre of cavern complex, totally covered in spiders, but has
interesting looking altar and curtained alcove across on the other side.
Identify mirror useless at doing scanning of large areas, need to make new
mirror to do that when get back. Am going to take climbing potion to
climb over to altar and see what’s behind the curtain.
Why is it that evil necromancers always feel need to gloat? Made it
across cavern, chased by loads of spiders while others tried to splat
spiders without hitting me. Looked at altar - didn’t recognise it and got
sidetracked by screams of others being caught in magic webs. Quickness
potion meant I didn’t get caught - but instead got invited to dinner with
dread necromancer Gyzan. Have accepted, hoping to stall for time for
others to get free. Also want to find what he’s planning. Just hope food
edible; necromancers not known for their taste in cuisine...
Sarah’s diary, entry 6
Another note from Mark this turn, again encouraging me to pull mirrors
out by the bucketload when I need them, as I get XP for using the things.
There’s also news of a game newsletter coming out in the next month or
so, which should improve the level of player and character interaction.
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GHOST IN THE MACHINE - NEUTRAL ZONE

Neutral Zone

American Football PBEM – Design Notes
CHRIS SADLER's game plan for the development of Neutral Zone ....
SINCE THE first time I saw a computer in 1984, I'd known that I wanted
to be involved with them in some way. A friend had a ZX Spectrum and
he'd amazed me by showing me how it could be programmed to do what you
wanted. It would be a few years later before I owed one myself and began
to teach myself how to program, a journey which would eventually see me
become a programmer by profession and create Neutral Zone American
Football PBeM.
After a friend patiently introduced me to the rules of American Football
I used my new interest to aid me with learning how to program. Armed with
books on the game I created a Shareware American Football game on the
Amiga called Necessary Roughness. About 10 people paid the £5 fee, each
of them suggesting improvements to the game. I took their suggestions on
board, and added a lot of my own to design the basis of a new game - under
the working title of Necessary Roughness 2. The game was to be a cross
between a management game and an arcade game. I worked for months on
the computer, simulating games based on the players, plays and various
attributes involved. The Amiga sadly faded away as PC's took over the
market and the game sadly faded away with it.

I left University and found myself a job as a Trainee Visual Basic
Programmer. I had no previous experience of Visual Basic or programming
on a PC platform and was told to sit and teach myself Visual Basic for the
first couple of months at the company. After trawling through the very
boring chapters of a 'Teach Yourself' book I eventually reached an interesting
chapter on Databases and Database design. Using databases in an application
opened up a lot of new possibilities and I decided to dig out my out Source
Code from the Amiga and attempt to create the Simulation aspect of
Necessary Roughness 2 on the PC using an Access Database. Before long
I had created the first instance of Neutral Zone and four colleagues in the
office would be my testers, each having their own team version of the
software.
The 'Office Version' was based on a ten team league. The players had
three main attributes, SKILL, SPEED, and STRENGTH. Each coach would
select his starting players and a percentage of rushing plays and passing
plays and the game would churn out a result and statistics by running the
entire game based on these percentages. The game proved to be very popular,
coaches would run across the office and work out trades before the next game
was played and some heated cross-office rivalry were created! It was here
that the idea for an e-mail turn based game was born

I started to work on Neutral Zone in the evenings after work. The first
steps were to design the game. This was to make clear what the game was
to do, how the software was going to work and how the database should be
designed. To play the game over the internet, a way to update user's software
with the latest game information had to be thought of. The best solution,
given the volume of data involved, would be to upload the databases to a
website. The users would then download the latest database and this would
update their software accordingly. The next thing to consider was how users
would submit orders. Ease of use was top priority and it was decided that
the software would keep a track of all the orders for a turn and produce a
text file with these orders in them. The user would then send this file via email to the GM. The software could then simply read in the orders when
the turn was processed.
The way a game was processed had to be completely overhauled. The
'Office' version of the game churned out results based on percentages entered,
whilst the results were realistic enough the system was too basic to use. A
complete re-write of
the simulation was
needed so that each
play was processed
based on a specific
Offensive
and
Defensive
play
selected by the head
coach and the
attributes of the
players involved.
This aspect took time,
using many NFL Fact
and Record books,
general American
Football
books,
watching games and
talking to people. It
was important to get
the simulation as
accurate as possible
as it is the heart of
Neutral Zone.
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Once the simulation was in place, the rest of the software was developed
for the coaches to manage and run their teams. This 'Front Office' software
gives the user full control over his team. I wanted Neutral Zone to be as
simple, yet powerful as possible so that it would attract players who did
not necessarily have American Football knowledge and allow them to
compete with the more experienced players. I did, however, want to simulate
a lot of the aspects of American Football including Trades and Free Agency
which can be over complicated. To balance this out, a simplistic salary
system was used which helped to cut down on the complexity of these areas.
After advertising on a website, 30 coaches downloaded and set up the
software and were ready to play test the game. This was the acid test of the
game to see if all the effort was worth it or not, to see if the game simulation
stood up and performed as expected. It soon became apparent that the 30
coaches would be very valuable to the game, as ideas how to improve the
game and error reports were e-mailed in over the next few months. With every
software product there are always bugs and the main priority is to eliminate
these to provide a fully working system. Enhancements to the 'Front Office'
software followed and the game began to grow and take shape over the
following year. It was one of these players, David Hagman, who offered to
redesign the website. His new-look site was a vast improvement over the
plain site that we had at the time and work then began to allow the GM
Software to create updated web pages at the click of a button, thereby saving
a lot of work.

37 Whitehouse Way, Southgate, London, N14 7LX
www.interesting-times.co.uk

After three years starting up, the Neutral Zone software, both for the
coaches and for the GMs, is constantly being improved upon. With each new
player, new ideas are suggested and discussed on the league and technical
mailing lists. Each idea, and there are a lot of them, is noted in a document
and prioritised ready for development. The latest additions to the software
have been to upgrade the game commentary to be more descriptive and to
add screens to show the Head To Head statistics of teams in the league.
The future of Neutral Zone looks good, with plans to enhance some of
the existing game options such as the Rookie Draft and Gameplanning,
Contracting and to add many new features to the software including
Gameplan Designer, Team Captains, Stadiums/Crowd Attendance and new
statistic screens. Ideas are also underway to enhance the Web Site to use
Active Server Pages, allowing lots more statistics screens to be easily created,
and in the future the possibility of being able to log on to the Web Site and
complete a full turn via your browser rather than the 'Front Office Software'.
From its roots Neutral Zone has come a very long way and has developed
from an idea kicked about to a very enjoyable PBeM. With technology
improving all the time and a long list of enhancements, the game and software
can only improve and grow from here.

Neutral Zone at a glance
Management game of American Football, played only by email. Setup
and following turns are £1.25.
info@neutral-zone-football-pbem.co.uk
www.neutral-zone-football-pbem.co.uk

Starting with only a tiny settlement, build your empire
through exploration, research, settlement
and conquest ...
To achieve your goals you have access to a wide
ranging selection of orders covering your Empire, towns
and units. At the end of each turn you'll receive a
detailed turn report featuring all actions and reactions.
The whole thing happens on a world which will be
different every game. Towns maintain civil and military
units, research different developments and operate adjacent
squares to reap food and resources. Units come in either
civil or military classes, each with different tasks. Settlers
found new towns, Worker Gangs construct roads and
cultivate terrain, Caravans transport commodities
between your thriving towns and Military Units may
attack enemy towns and defend your own territories.
Moreover, there are ships, aircraft and other special units
... it all depends what you choose to research!

Build a mighty empire!
Dominate the world by military conquest,
economic power or scientific research!

SPECIAL OFFER!
Stand-by positions £5 + 1 free turn
Start-up normally: £10, with turns at £2.50 per fortnight.
Cheques payable to TOM FYFE please
Hunky Monkey Games, 2A Guinea Street, Exeter, EX1 1BS
Email: prometheus@hunkymonkey.co.uk Tel: 01392 420582

Serim Ral
The Underd
ark
Underdark

Serim Ral is an award winning

Game starts
this week!

fantasy Play-by-Mail game involving
100 players who control Wizards,
Paladins, Sheriffs, Thieves, and
Rangers, each of whom can command
your loyal troops to glorious victory or
devastating defeat.
Your goal could be to establish a worldspanning empire, erecting huge castles
and building fleets of mighty wraithships, crushing your enemy on the
bloody road to conquest. It is a game
where diplomacy, economics, strategy
and magic, all play an important part.

The Underdark is a completely new idea in the world
of Serim Ral - the entire game is played in an underground
map, with solid rock where you might expect seas and strategic
bottlenecks hotly contested by the players.

Alliances of religion, race and region
can all be forged in an effort to survive
the harsh realities of living in a fantasy
world of Demigods, Dragons and
hidden death. Search for the Artifacts
of your God. Maybe you would like to
barter with the Temporal Traders, or
become the Mightiest Warlord.

All new races turn standard tactics on their head and will make experienced players rethink their
strategies, whilst certain religions have been tweaked light hearted Serim Ral style.
The map is full of adventures and quests to discover and attempt to complete. You can even design
your own points based setup to suit your own play style.
Costs are fixed at £4.50 per turn.
Startup £10 including 1 free turn.
(No hidden / spiralling costs)

Send for / download the Underdark module -

FREE!

Harlequin Games

Office B, 340 North Road,
Cardiff, CF14 3BP
Phone: 029 2062 5665
Web: www.harlequingames.com
Email: sr52@harlequingames.com

EXPLORER'S FINDINGS - QUEST GME

35

Quest GME
Player’s Verdict

DAN REED adds his comments to those printed last issue ...
IN THE beginning there was Quest. For a teenager who had been
introduced to the game by a mate he role-played with, it was fantastic.
Everything was new, with lots to learn and we could roam a world and kill
monsters and each other. What more could anybody ask?
That feeling lasted about four months. In that time, I’d met up with
some people and joined an alliance. Instantly I got a complete spell list,
loads of tips on ‘building the group up’, essentially turning the game from
a thing of wonder to power-playing. I could now send a turn off once
every ten days with the exact things to do in the exact sequence to get as
much good as possible in the shortest time. I kept up with it for a year or
so, but the magic was gone, thoughand inertia that kept me going.When
University beckoned, lack of cash was the game’s death-knell for me.
I was tempted back a few years ago when I heard of the Second Age.
Dynamic combat based on a multitude of factors. No longer could a ‘best’
way be preached from the rooftops (although a few tried it...) A vast
improvement over the old game, not least in the quality of the battle
reports. It’s fun to look for comments - bouncing a Goblin King’s head off
into the distance can really make your day! So I took the game up again.
It was vastly better than before, and as long as all you wanted to do was
kill things you couldn’t ask for more from a fantasy PBM. But it was still
essentially two-dimensional, role-playing was done solely by mailing list
and could not be done within the game. Slowly the players were drifting
away again, in search of a game that was more than a ‘zoo’. While there
were quests you could get from temples and libraries, you could only
read that a stinger plant had stolen a kettle worth 15,000 gold so often
without realising how shallow the illusion of the world setting was.
Then came the suggestion of moderation, first broached at one of the
twice-yearly pubmeets by KJC. We were sold a vision, one that answered
every role-player’s dream. We would be able to interact with settlements,
turning them into more than a collection of shops for the first time. In the
future, we might even be able to run them! For the first time, a human
would do more than add coding and input turns. This would give us global
regional and local plotlines, each interacting to give a tangled web of
intrigue. There were worries and concerns of course, especially from
those who hadn’t role-played before and didn’t realise what they were
missing. But the overall feeling was very positive.
So here we are, in Quest:GME. Four moderated worlds, with turnspeed running from twice a week to fifteen days. Is it everything we were
promised? Hand on heart, I can only say yes, but with more to come.
Alliances are key to the game now. They have allegiances with power
blocks running from the city they chose for their home base, to the
temple of one of the deities in the game, to the Bankers and Merchant’s
guild. Every cycle, the alliance gets a few Special Quests from their
liaisons. At first they were simple, little more than ‘go and kill these
monsters’, or ‘send some groups here to preach to the people’. To aid us
in completing these, and to do other things that we want to do, we get a
number of Special Actions, allowing us to do things not possible under
the old rules. And as the worlds have progressed and matured, more
features creep in. It’s a constant evolution, both in terms of the game and
the moderation. On my last turn in one game, for instance, I got the
following. My characters can dream now!
‘You are stood in a picturesque village, which village it is cannot be
determined. It is the middle of the day and the sun shines brightly. A storm
suddenly gathers overhead, the speed and intensity of which is unnatural.

The wind picks up and the dust is blown about. Your mouth has the taste
of ash. The village cottages are now burnt and it is from their blackened
remains that the ash comes. Darkness envelops the vision and the
characters wake up unsure what to make of this.’
How this plays out is largely up to the players. Do we go in search of
the village, ignore the dream or actively seek to bring it about? It depends
on how you see your group, and what aims your alliance has chosen.
On the game program side, we get access to skills specific to moderated
actions, from deciphering runes to forgery. Powers exist to be won, beyond
those possible to learn from normal play. Artifacts, special locations and
glimpses of the promised global plotlines are all becoming apparent. Some
of the simple quests we got at first turned out to be not so simple investigate a city’s fortifications? no problem. But there’s a little niggling
doubt from the phrasing of the result. Are we being paranoid? Maybe.
Should we just tell the liaison what we got from the result: ‘the
fortifications seem to be ramshackle and poorly maintained’. Well, we
could have done, but I’m glad we didn’t! Suspecting something fishy,
especially since the city was run by wizards who worshipped an evil
god, we decided to dig a bit deeper. The alliance used another special
action to petition our city for a scroll to let a party detect powerful
magics being used. When the party got there, another special action to use
the scroll. Expensive? Two thirds of a month’s special actions and 10,000
gold just because an alliance member thought the word ‘seem’ was
significant? Many would think so, and it was possible that we were
about to waste them...
‘The characters discreetly use the Power Scroll. With a sense of power
the characters’ senses are flooded with the numerous powers that are in
use in the city. Slowly the characters are able to direct the detection power
towards the city’s walls and see what is truly there. Through the illusions
the characters can see evil looking war machines, hordes of runes and
portals, the entire city’s defences appearance is one giant illusion of decay.
The officials likely hope that anyone attempting to capture the city will
believe that they only need to commit a small force.’
This is only a taste of the complexity now available to those who
look for it in Quest. For those who only want to kill things, little has
changed - they can still do so with little of the moderation affecting them.
But for those who want to play characters able to really change the
world, and cope with plagues, wars, plots and intrigue a whole new world
of play is available.
If one criticism could be laid at KJC’s door, it could only be that
they’ve made players hungry for so much more. A few want everything
to happen yesterday of course, but the improvements are coming thick
and fast, enough to keep all but the most impatient satisfied. Personalities
from the most blinkered Holy Avenging Knight type to a fiendish behind
the scenes plotter, spymaster and kingmaker are now possible to be
played by interaction within the game, rather than around the edges by
mails and posting. I should know, because in separate games I play both!
‘Knowledge is Power’ can be a motto for many games. Before, Quest
was so well known that everybody had access via a website or ten to just
about everything about the game. This is no longer the case, something
that can only be good for the long-term appeal of the game. I cannot see
a point in the future where boredom is likely, I really can’t - the game is
unrecognisable from the humble beginnings it came from. An oak amongst
PBM games is growing tall and wide, and will go yet further.
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FLAGSHIP AT PLAY - THE DISPLACEMENT ENGINE

The Displacement Engine
Chapter 5: Vital questions start and
conclude this story ...

FIVE VICTORIANS, by chance and by Sir Rawley Withycombe’s
Displacement Engine, have arrived in 1650. They’re startled to recognise
the woman whom they’ve just saved from being hanged for a witch as
Victoria, Queen of England in 1850. Perhaps their Queen has been
conveyed to 1650 by Sir Rawley at some date in their future? So should
they expect to be charged with treason? Oh dear ...
VICTORIA seems confident and cheerful, presumably accepting that her
visit to the scaffold is an entertainment controlled by Sir Rawley. Sir
Rawley himself is pale and trembling, however, stunned by her question,
‘Where is Albert?’
Where indeed? What to do? Sir Rawley splutters and bows,
speechless.
Tennant is concealed from the Queen by his repair work on the Engine.
He judges that it must be some later manifestation of Sir Rawley who has
brought her here to 1650. And if so, there must be another Sir Rawley and
his Engine not far away. Will it be dangerous if the two Sir Rawleys
encounter each other? It’s probably better not to find out! Tennant
urgently gestures to Adolphus that it’s important to move Victoria away.
While Adolphus doesn’t entirely understand the danger, he recognises
a difficult social moment, and he is, after all, a gentleman. ‘Let me escort
you to Prince Albert, ma’am,’ he cries, bowing deeply, ‘and this clerical
gentleman, the Reverend Horatio Percy, will assist us.’ The vicar is
delighted, looking hopefully for a puddle over which he can spread his
coat.
Victoria hesitates. She’s experienced some events which have been a
little disconcerting, but isn’t ready to acknowledge anybody who hasn’t
been formally introduced to her: there are limits. Fortunately, Sir Rawley
regains his powers of speech just in time to murmur an introduction, ‘My
nephew, ma’am, Adolphus Withycombe. And Horatio Percy, vicar of St
Cuthberts, Hampstead. Both gentlemen from our own age, 1850...’
Reassured, the Queen cries ‘So amusing!’ and trips confidently away
with Adolphus and the vicar, in the opposite direction to that in which
the crowd had fled. She seems to know where she’s going, along a dry
track leading south through woods.
Panic grips the three who remain - Sir Rawley, Joseph Rouncewell
and Charles Tennant - for several minutes:. Rouncewell hopes that his
chance of a future knighthood isn’t totally lost: ‘Perhaps we should
follow the Queen, Sir Rawley? Your man can guard the Engine meanwhile...’
Tennant sees a flaw in this suggestion, ‘What will happen if we meet
ourselves, Sir Rawley?’ he asks, nervously, ‘Won’t this flout your laws
of Time and of Motion?’
‘Hmm, they were theorems rather than laws,’ replies Sir Rawley,
‘but it seems prudent to avoid meeting our future selves here, just in case
Time forces us into a painful and possibly fatal Coalescence!’
Then an anguished cry is heard in the distance. The figure of Horatio
Percy appears, running frantically and shouting, ‘Demons! It’s the grey
demons! They’re assassins! Help!’
‘Damnation!’ curses Sir Rawley, ‘Such a beautiful theory, too, such
neat equations, and now fully proved by experimentation ...’
‘Are we thinking the same thing, sir?’ asks Tennant.
‘Yes, alas. Only one thing for it. I must return to the time in my
laboratory before we first set out together, and leave myself a warning

against carrying royal passengers. That should prevent this tiresome
hiccup ...’
So to Horatio Percy’s horror, they respond to his cries by entering
the Displacement Engine and vanishing with it!
What happens? Does Sir Rawley’s plan work or are Queen Victoria,
Prince Albert, the vicar and Adolphus eradicated by a TimePolice corps,
in 1650? Has Benjamin Garland perished in 1950? Are Patience and Silas
marooned in their future? Perhaps a shimmering cloud emitting cries of
‘Up! Down! Back a bit!’ is seen for some months in 1851, to no avail ...
Yes, Silas definitely stayed in 1950. But public conveniences for
women seem Patience’s sort of brilliant idea, for 1851? Benjamin Garland’s
story may just possibly have inspired H G Wells? Rouncewell, Adolphus
and Horatio Percy may have chosen to lead quiet lives? Did the monarchy
survive or were the Queen and Prince replaced by look-alikes for the sake
of public safety?
Clearly, however, Sir Rawley never resumed experiments with his
Theory of Displacement ...
Many thanks to all readers who sent in ideas! Next time, we start The Lost
Gold of Stronnmark - a similar idea to the Displacement Engine, but set
in the award-winning gameworld of Midhir.
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CONVENTION REPORT - SPIEL 2001

Spiel 2001
PAUL EVANS (Pevans) on the world's greatest games fair ...
The annual games fair in Essen is the biggest games event in the world. Last
October’s event was no exception with 147,156 visitors coming to look at
some 200 new games. As always, even four days does not allow you to
experience more than a fraction of the show. This is therefore my report on
my personal experience at this year’s Spiel.
The fair opened on Thursday morning and my first move was to take
the tour and check out what was happening. Some time later I fetched up
at the Warfrog stand where I was introduced to Martin Wallace’s latest game,
Liberté. Players score points for contributing to the performance of the
three factions in the French revolution. After four elections, the game is over
and the player with the most points wins. Except that an election may also
end in a landslide for the revolutionaries (reds) and the player with the most
red points wins. Alternatively, the whites (Monarchists) can stage a
counter-revolution and the leading player in white wins. So, there are three
different ways of ending the game and winning. This is a cracker of a game
and one I can’t wait to play again.
I also hit the Amigo stand and tried a couple of their new games. Gargon
is another in the company’s series of card games in small boxes. It’s an
interesting light card game - the kind of thing German game designers excel
at. The aim is to collect scoring cards in the six colours - lower value cards
being worth more and a zero doubling your score. As the backs of the cards
show their colour and must always be visible (even in your hand), all sorts
of tactical ploys are possible. With three players the options were clear and
the game was fairly controlled. I can see it being more random with more
players.
In contrast, Big Deal is a big boardgame with cards, money, resource
markers and other odds and ends. It is a company and share-dealing game
in which players control companies and stage and defend takeovers. Cash
can be raised by selling shares or resources back to the bank and there are
several other wrinkles to the game. It ends when one player is bankrupt, at
which point the player with the most valuable portfolio wins. This is an
interesting game that provoked some ding-dong battles. I look forward to
playing it again.
I tried two games on the Piatnik stand. Meridian is a pretty abstract
game that didn’t grab me. Players get limited opportunities to play stacks
of pawns (a bit of resource management here) between each pair of parallel
lines (meridians) across the board. The aim is to gain control of the islands,
which run across the board at 90 degrees to the lines. Once everybody’s
played their pieces you score up. The other was Cortez, set in Tenochtitlan
as the Conquistadors and Aztecs struggle for control of the temples at the
centre of the city. There are lots of things you can do in your turn, limited
by the cards you hold, and again you have to manage your resources. I found
it an interesting strategy game, with lots of possibilities. Then somebody
discovered that, according to the rules, everything is negotiable! This might
add a different dimension to the game or it might cause the whole thing to
drag interminably. Another one to play again, but it looks like it could be
good.
Adlung are the stars of card games and, as usual, had a slew of new games.
I tried three. Pompeii is a pattern-matching game. You have to lay cards so
that they do not match the cards next to them. But you score by getting cards
that match in the same row, column or diagonal. Luckily this is a fairly light
game, otherwise it would be a real brain-burner. A neat game, but not really
my cup of tea. Alibi has a dozen suspects with a selection of different
characteristics (length of hair, body shape, clothing et al). The rest of the
cards show different characteristics. Players play in turn, building up a set
of characteristics around the table. Any time there’s a set of five matching
characteristics for a suspect, you arrest them. So you try not to let too many
characteristics build up - or play an Alibi card to prevent a suspect being
arrested. The game works, but it’s very slight. Winhard is clearly aimed at

children with its bright illustrations of squirrels and nuts. Players are trying
to get rid of their cards, playing higher or lower than the card currently on
the top of either deck. Certain cards switch the direction between higher and
lower, which is the key to getting rid of all your cards. I expect it to make
a decent filler.
Vabanque comes from Winning Moves and has a casino theme. It is
played over exactly four turns, in each of which players decide which of the
gaming tables they will try to win - or steal - by playing cards face down.
Once they’ve taken their winnings the players increase the stakes for the next
turn. The game boils down to the bluff and counter-bluff in playing your
cards, which is not enough for me. Winning Moves also had Ulysses, played
across a board of the Mediterranean. Each player has four (secret) goals to
reach; first to achieve them wins the game. Each turn one player proposes
where Ulysses’ ship moves next. The others can challenge and there’s lots
of card play. This was another game that felt slighter than it looked, but it
may have been unbalanced with only three players. Interestingly, Jumbo’s
new board game is Odysseus and also has hidden objectives for each player.
This time Odysseus moves round the abstract board, encountering various
adventures. Each player scores points for three types of adventure: first to
ten wins. Again cards are used to decide where the ship moves. This time
each player is also backed by one of the Gods and can use their God’s power
once a turn to help. I can see this being a fun family game.
Kosmos had a substantial range of new games and I only played a few
of them. Bali is designed by Uwe Rosenberg. As you’d expect, there are
intricate rules for what cards you can play when. However, the basic idea
is to get the prince to move to one of the four islands where you will score
points rather than your opponents. One of the features of the game is that
each player has a different hand of cards at each island and plays with the
appropriate set. Neue Entdecker is an updating by Klaus Teuber of his
Entdecker from a few years ago. The players explore the blank board, laying
tiles to show islands and sea. You get the opportunity to place pieces on new
islands and score points when they are complete. There are several
differences in the detail (particularly in the way discovery chips are found
and scored), but it is essentially the same game as the original. Der Herr der
Ringe: Die Gefährten (which I think translates as Lord of the Rings: the
Fellowship) was just one of the LotR tie-ins. This one covers the journey
in Fellowship of the Ring. The players are hobbits. Each turn they get an
event card and each rolls dice to move down the trail and to give their fighting
strength for the turn. Then a card is turned for an opponent to fight the lead
hobbit (first - the others get involved if he loses). Along the way the players
score points and the winner is the player with most when they reach Amon
Hen (where the fellowship is broken, of course). The game is quite fun and
has some nicely worked mechanics. However, nobody could describe it as
a deep game.
US publisher GMT Games was at Spiel this year for, I think, the first
time. Amongst the games on display was Flagship, which is available to preorder. This is a card game of spaceship combat along CCG lines. You start
with a number of spaceships in front of you and a hand of cards. You play
cards to add weaponry and crew to your ships, to boost your attacks and
to defend against your opponent. You attack your opponent’s ships, with
the aim of destroying his flagship, but each ship you attack with will be less
able to defend itself. With several different races to play, each with their own
strengths, the game has plenty of re-play value.
All in all, my favourite of the games I played was Liberté, but there were
plenty of other interesting games at the show. I look forward to playing more
of the new games over the next months.
A longer version of this article is available at:
http://www.pevans.co.uk/Reviews/Spiel2001.html
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RUMOURS FROM THE FRONT - GOSSIP

[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.]
Comments received from November 18th
David Blair, Colin Combes, Colin Danks, Larry Deyell, Bruce Edwards,
Colin Forbes, Patrick Gleeson, Martin Helsdon, Andy Kendall, Greg
Lamb, Joe McCarthy, Carol Mulholland, Steve Treavett, Ben Williams,
Wayne Yeadon

GAMES FEATURED THIS ISSUE
Aspects of Might
Wayne Yeadon - 'Got interested in this due to the idea of using Tarot as
the basis for the game world. Not entirely sure what to make of it all thus
far, as I haven't hit on what I can and cannot do yet. Just exploring and
finding my way around in the early turns. Perhaps I am not making as much
of the game as I could be? I haven't got involved in the role-playing side on
the astral web, mainly because I don't see much of relevance to my
characters. Finding others who share the same aspect is a good idea, but
one of my characters isn't having much luck in this so far. Will be interesting
to see how the game develops though and also to see if I can get more into
what is going on.'

The Chevian Chronicles
Colin Forbes - 'It's all gone a little quiet - but hey! Rob and Sarah are getting
married and most people got the Babylon 5 videos they were after in the
Christmas sales. (This and many other japes can only be understood by
signing up to a game and the State of Mind mailing list).'

Middle Earth PBM
'An interesting closed-end simultaneous game, based on the Tolkien world,
running mostly once every two weeks with a lot to do for the 25 players
in each game.
There are two sides, with ten nations each, and five neutrals who can
join either the good or the evil side. One side or the other wins the game
by eliminating all the nations on the other side and there is also an individual
winner who comes closest to being the biggest, richest, and strongest nation
at the end.
After playing several games, I found that, of the 25 nations, a few win
frequently, quite a few win occasionally, and a few never, or almost never,
win. In many games, several nations are eliminated even from the side which
is ahead in the overall game. The weakest nations and those which start the
game in the most vulnerable positions tend to be the ones eliminated, so
your chances in the game depend a lot on which nation you happen to play.
The game requires an extended learning curve, however, and an experienced

player can often keep a weak nation afloat, especially if his allies assist him
when the going gets tough.
The game has been played virtually unchanged for many years and
there are enthusiasts who have played dozens, perhaps hundreds, of
games, and know by heart the entire "playbook", as it were, for all 25
nations. If there is one or more of these on your side and you can get him
to mentor you, your chances of a better result improve markedly. The
experienced players get to know each other and coalesce to form "grudge"
teams which are virtually unbeatable, unless opposed by an equally
experienced team. You can play through the regular mail but those who get
their turns emailed, and email each other, have a marked advantage over the
postal players unless they use the telephone a lot. Still, the "average" game
consists mostly of players climbing the learning curve, and even the weaker
nations can offer an interesting experience, perhaps even more exciting in
a nail-biting sense, where anticipation runs high waiting for the next turn
to arrive. Log on to ... www.MiddleEarthGames.com to learn more.'
Colin Forbes - 'Face to Face game: Another excellent, though totally mad
weekend in Cardiff at New Year, saw 15 or so players get through 14 turns
in two days. The pace was frenetic, the fun was immense and the cold pizza
was, er, less enjoyable. Plaudits to Clint and the lads who not only put up
with the invasion of his own home for a weekend, but also played a valuable
part in the moral victory of the Dark Servants - hurrah for us! A special
thanks to the amazing people who input the turns and were so good at
spotting errors - without you lot it would have been impossible! PBM face
to face is really an experience to remember. Why not ask your GMs if they
can arrange something - I'm sure this would work with many other games.
World Championship update: Sad to say, the match between the UK1 team
and the USA1 team ended when the US team (ably led by Ben Shushan)
honourably accepted the surrender offered by the UK team. Although both
sides had suffered casualties and the Free Peoples were making some
headway in the centre of Mordor, the collapse of the Rhovanion front
meant that defeat was inevitable.
However, UK team morale is intact - after all we have taken two points
from our two matches against the US team, which many judge to be the best
team in the competition. In fact, we're rather looking forward to our next
match (probably against Scandinavia or the UK2 team).'
Patrick Gleeson - 'Excellent game, solid GMing, it's just a shame some of
the players are **** (the description I want to use probably wouldn't get
printed in the pages of Flagship). I'm in a three week game, though I would
definitely consider a faster turnaround if my real life allowed such a thing.
It does seem odd, though, that the game remains very much the same as it
was when it first came out. Why no development over the past ten years?
Sure, there are two new(er) scenarios, but these do not have a great
reputation amongst most players, and are more or less clones of the original
game except for the starting positions. It's a shame, since so much could
be done with this game system. I understand that the current GMs are not
to blame for this, the onus for game development resting with the licensors
in the USA. Americans!'

Quest GME
Wayne Yeadon - 'The November pubmeet was a good opportunity for
players to discuss perceived problems and have them explained by Bat,
Mica and Steve from KJC. Lots of useful information was given out, making
these meets worth attending. Some changes are due to take place in the game,
which could have a dramatic effect on play, especially on the combat side
of the game.
Most alliances have now made it to rank 2 and it is good to see
experience being awarded now, for the completion of alliance quests. The
alliance quests were put on hold over the Christmas and New Year period,
giving alliances the chance to clear any outstanding quests and make a fresh
start when it all kicks off again. 2002 should be a great year for Quest GME
will all the new stuff that should be coming into the game.'
Colin Forbes - 'Just starting up in this game and it's obvious from the
rulebook and start-up material that a lot of work has gone into the game
since I last played it. Looking forward to this!'

RUMOURS FROM THE FRONT - GOSSIP
ADVENTURE GAMES
Dungeonworld
Wayne Yeadon - 'The guild quest that one of my characters is taking part
in, has started to make good progress at last, after a period where we had
no firm direction as to what was happening. All the characters are working
together much better than they were before. My other character should be
able to experience more, as he gets a vital piece of equipment pertaining to
his class. Once he has this, the game should become more enjoyable (not
that it isn't!), as he can explore things that are more relevant to his class.'
Greg Lamb - 'Yes, I'm still playing in DW on the free game offered by
Madhouse a year or so back. Say what you like about the guys in the
asylum, they can put resources behind their games that nobody else in
PBM has access to. Save perhaps KJC, but they've taken pains to exclude
themselves from the hobby whereas Madhouse remember their roots.
Steve Tierney got in touch asking for us to spread the word a little, and that
seems a fair trade to me. Trouble is that almost nothing has been happening
in the game recently. The group I'm in ventured warily down to the feared
second level of the Pits, and subsequently spent an awful lot of time walking
around aimlessly, making maps and waiting for something to happen.
If I'd been paying to play I suspect I would have dropped during this
period, but since the unlimited free turns offer was still going strong I kept
sending in the orders. After this had gone for rather too long, one of the party
got in touch with Madhouse, and it turns out that the maps of the second
level were never fully completed. And with unerring accuracy, our group
has been wandering around one of the empty areas, without room
descriptions, monster generators or treasure, wondering why it's so quiet.
Oops. Steve has promised to correct this as soon as possible, so things
should get noticeably more interesting in a turn or two. I'm almost certain
that this is a good thing.'
Bruce Edwards - 'Land of the Dead: The group who decided to seek the
demised King Mark are still exploring the Mausoleum where they arrived.
If you don't have e-mail, than you are definitely at a disadvantage as
messages abound on the Yahoo network. To my knowledge, we have not
yet lost any of our starting party, but the monsters we've met don't seem
to be too tough...'

Monster Island
Bruce Edwards - ' Got involved with the US game via the Internet, and one
player has just suggested a Challenge for 2002 to all players. The GM has
agreed to a lower turn fee and 15 players have started brand new monsters
with a view to comparing stats every 10 turns. Initial calculations show
that Bignoses get the best start with Normans last due to a low initial
badness. Could this spur jaded UK players to do something similar?'

ROLEPLAYING GAMES
Einstein's Lot
Carol Mulholland - 'Some time since I sent fresh orders in, but it's good
to know that my character is now out of a church which was growing more
creepy by the minute, with voices in the wall, demanding to be let out, ulp.
Alison's middle name isn't "Buffy"! She seems safe enough in the village
pub for the time being, but I'm starting to feel that she's in dire need of a
friend. That's going to mean setting out again, though. And an effort to
telephone her tutor hasn't succeeded...'

Worlds Apart
Martin Helsdon - 'Colin Andrew's campaign is starting to grow well
beyond its Saturnalia roots, with an enhanced skill and magic system. The
atmosphere is also darker, brooding and dangerous, for along with a change
in the names of the gods, their nature, and the perception of their
worshippers has significantly changed. The four, perhaps more, worlds of
the campaign offer different cultures and climates, but all appear equally
challenging. The whole experience is quite different from Saturnalia, and
well worth a try.'
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Xott Grande
Larry Deyell - 'More well crafted turns from Mr Dunks, which are
prompting a lot of head scratching within our party of misfits. Intra-party
strains are starting to become apparent as the adventure winds on, and one
can only wonder if they'll get to the bottom of their problems before they
wind up maiming each other! To tell the truth, we were a bit lost for a while,
but after taking a major leap of faith (Ho-ho-ho, an in-joke!) everything
seems to be on track again, or as on track as it ever was.
The turns are a joy to read, well written and Tony sets up the drama
very well indeed. What more can I say than that I really can't wait to receive
the next turn?'

HISTORICAL POWER GAMES
Primus Inter Pares
Andy Kendall - 'Interesting to read Darryl's alternate view of past events.
Could do with new players in the cities, and these should be willing to
think independently. There's a big political divide just waiting for some
newcomers to fill the gulf and restore sanity, or of course to create havoc
if they so choose. The interaction score in the ratings seems very low getting anywhere in politics requires a fair amount of contact. There is an
egroup IC forum, but I would advise people to avoid this early on. Anyone
who remembers the Flagship email debate from a year or two ago would
recognise just about every problem discussed. It's quite possible to play
without it - I do. The rulebook start-up advice is a bit out of date - I think
it's better to ask the GM for a clue on what to do initially (my advice is
start a 15-year old trader and nothing else, and wait to see what other
players suggest).'
Steve Treavett - 'In Rome at the moment two political sides have most
definitely formed. Those that can put up with the disgusting behaviours
of the Cornelii and Marcelli, with the trade off of controlling the balance
of power, and those that still believe in the Republic and will do everything
they can to try and defend the system.
A Eutropian Tribune recently took the most extreme action that he
could by calling for secessio. This legal action led to his Pater Familias being
summarily demoted from the Senate by the Marcellan Censor, and he
himself being subjected to an arrest attempt by the latest in a long line of
corrupt Corneliian Consuls. Both actions completely illegal!
All in all a great time of political struggle in Rome and just the kind of
dispute that I think the simulation was intended to produce in the first
place. All the established gens are desperately appealing to new players
for their support, particularly as new gens can easily have members elected
Tribune of the Plebs. This is giving any new entrants to the game more
bargaining power than ever before. Never fear though, the side of decency,
justice and republican behaviour will eventually win...'

HISTORICAL ROLEPLAYING
GAMES
En Garde!: Les Petites Betes Soyeuses
Colin Forbes - ' The game is hotting up from my lowly perspective.
Promoted to Lieutenant Colonel in the Princess Louisa Light Dragoons, the
lower ranks are also filling up and now we're off to the front for a month.
Here's hoping for plenty of loot and glory to go with it!This is a relatively
basic version of En Garde! run by the most veteran EG! GM of them all
(sorry Paul, but it's true!). However LPBS runs to very regular deadlines
and, moreover, comes in a nicely presented zine style format which also
includes some other games (Great White Hunter and Star Trader amongst
others).
Stop Press: I've now been knighted by His Majesty! This gives me
scope to develop some political ambitions ...'

En Garde!: Paris Tribune
Colin Forbes - ' Only just joined this, but at a mere two quid for the rules
and free thereafter, you really can't argue! My initial inquiry was dealt with
very swiftly and in a friendly manner.'
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EMPIRE-BUILDING GAMES
Prometheus
Andy Kendall - 'Moderately simple game, which could be played as
wargame or empire-building. At turn 8-9 of game 1, it looks as if starting
location might have an unbalancing effect. Not big enough yet to hit the
order limit, but this might affect the bigger nations to re-balance things.'
David Blair - 'Just waiting for the next game to begin, having filled up the
starter sheet. Judging by the reviews so far, I am looking forward to this
one.'
Patrick Gleeson - 'Game 1: Although I got off to a flying start, I am
beginning to think that my initial strategy may have been flawed. I suspect
establishing as many settlements as you can, early on, leads to a distinct
advantage later on in the game. My position seems to be close to at least
two others, so war may well be on the way, though diplomacy is well under
way to prevent, or at least hold off, the inevitable.
Game 2: My initial orders went well, though we're only on turn 2. This
game has been set-up with all starting positions being rather similar, which
is good as it prevents random factors playing too big a role in how powerful
nations become. It will be much more a test of skill. Needless to say, I will
be adopting slightly different tactics to those I employed in game 1!'
Ben Williams - 'This looks simple enough, and indeed is to start with.
In fact I did wonder whether there was going to be enough to this game to
hold my attention. After all, it does rather resemble certain computer games
(Civilisation springs to mind) and at first glance seems to run quite slowly.
Now that we're about ten turns into the game however, I am finding my
orders getting longer and longer with each turn. I've just set up my first
couple of Define Abbreviation orders: a rather handy way of defining a long
string of orders that you may want to repeat at regular intervals, with a
simple code. This will hopefully help me keep within the order limit in
future!'

Tribe Net
Joe McCarthy - 'The cannibalistic Slavers of the PoG were spotted north
of the Iron Ford down in Itama. What were they doing there? Looking for
trouble? It seems that trouble found them as the elite fighters of the Velvet
Glove caught them and wiped them out to a man. In the meantime, summer
is turning into fall in the northern reaches and there is no sign of the Bushido
tribes at all. The seaport villages that the Bushido Staffords so laboriously
built are abandoned and in ruins. After so much bluster, the Bushido tribes
have left their territory and now the North is Host. Only the Sbaras seem
to have the courage to remain close. Silence reigns in the West, and though
it is known that mighty forces are at work there, as yet nothing has shown
itself.
When one has the imagination and the drive Tribe Net gives many
exciting directions. But one cannot be led; the player must choose his roads
for himself.'

FANTASY WARGAMES
War of the Dark God
Colin Danks - 'Still going strong with War Of The Dark Gods run by Titan
Games. Game 2 had been a bit slow turn around but everything seems to
be back to normal.Looks like the Alliance of Light is going strong. Due to
problems in December this game is being played free, can't complain about
that.
Have already signed for the next new game which should be starting
soon.If you like large fantasy armies and a hugh number of troop types to
choose from then this is the game for you (the maps are one of the best I
have seen).

NON-FANTASY WARGAMES
Austerlitz
David Blair - 'TBA Games run dozens of this Napoleonic economic/
wargame at a time. Currently in two, having had to pull out of one (as

Russia) whilst being crushed by far superior forces, and actually being on
the winning side in another whilst playing as Sweden.
In AU157, as Ottoman Empire I am waiting for the proverbial to hit
the fan as war is raging all round me but I am not involved in any of it. (My
spy tells me France is landing troops just outside Cairo which I own, so
my involvement could be sooner than I think).
In 150, all hell is breaking loose with Holland, Ottoman Empire,
Sweden and Italy all ganging up on Gt Britain (myself), Morocco, Spain
and Russia, with Prussia sitting still doing little more than prancing about.
He will have to take sides soon, as it is finely balanced, and the winners
will soon swallow him up.
TBA also organise a New Year deal where by paying an amount you
get a bonus percentage. Last year I got £50 bonus on a payment of £200
so was able to play most of the year in four games (fortnightly turns) with
no further dip into the pocket.'

Company Commander
Colin Combes - 'Game 8: Here are my impressions of the new game, which
is just getting under way.
After a short wait my bundle of rules arrived in the post, all neatly
presented in an A4 file. I have to admit to being a little overawed by the
level of detail, but this soon passed as I sat down to work out the basic game
mechanics. With over 150 different types of units, ranging from raw
recruits to Scud Missile launchers, the scope is amazing. The game has a
good economic base, with various types of industry, allowing the player
to utilise various natural resources, such as sugar (plantations), oil and
lumber. Everything has to be kept supplied, and resources can only be sold
from ports and border warehouses, though there's always the Black
Market, which means transport units are vital in moving men and resources
around. As Jason (GM) says "buy every truck you can lay your hand on,
and then some". Talking of the GM, I have to say he's very approachable,
and I've bothered him with a number of email queries already, which he has
answered quickly, so that I can get on with my first set of orders.
So, initial thoughts: great depth, good sense of "atmosphere", massive
game area (all shown of maps provided) and excellent game mechanics.
Can't wait for the results of my first turn!"

Crisis!
Colin Forbes - 'Understandably on hold for a while, though TimePatterns
hope to resume current games before too long. This leaves me on tenterhooks
- will I have enough troops to capture New York and gain another recruiting
base?'

LT Wars
Bruce Edwards - 'Game 2 has finally finished, and somehow the Tortured
Souls rose up to second place. East End Boys picked up first place.
Game 3 will finally end in five turns, so I'll write more then. For those
who remember the game reports, Wasters are still clinging to the lead with
Dark Earth very close behind. This is going down to the wire.'

SPORTS GAMES - AMERICAN
FOOTBALL
PAFL
David Blair - 'Agree with Peter Thornill's comment last issue that it is a
great American football simulation, but in the interim period whilst the GM
stopped the game - around six months with little information coming out
- I took up a few other games. I hadn't the time to pick up on my three teams
but hope to go back in at some point, GM permitting!'

SPORTS GAMES - WRESTLING
Trinity
Greg Lamb - 'With several WPBM games in danger of folding due to time
constraints on those running them, this ambitious project has the potential
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to bring a new lease of life for the genre. A merger of several existing games,
with multiple GMs to counteract the workload, Trinity will aim to bring
together the best features of its predecessors but keep up the turnaround,
which has long been the main downside to the current WPBM games. At
the head of the GM table are Rich Fryer of the JWA, Chris Bury of Fed
X and Steve Scaffardi of the IFC. Also involved is Russell Smith of WOW,
one of several guest GMs. The roster will be drawn from those of the
existing games, primarily the JWA and WOW, and kicking off the game will
be a set of tournaments pitting the various title holders from the merging
games against each other to determine the first champions of the new
federation. Previous mergers and combined efforts in WPBM have met
with mixed success, so how will Trinity fare? The website can be found
at:
http://watchers.port5.com/
along with message boards for discussion of the game.'

WEB-BASED GAMES
DungeonWorld - Brokenlands
Wayne Yeadon - 'I am enjoying this free online version of Dungeonworld,
having had about ten turns so far. Playing a character type I have not played
before, so this gives me another way of seeing the differences between
characters' types, that I might not seen otherwise. Not being able to buy
things is a pain, but heck, I am still alive at any rate. Long may my bard
continue to sing and play in tune (which reminds me, I need to retune my
lute!).'

Space Troopers
Wayne Yeadon - 'This is the new, free, online game from KJC, using the
Quest game engine. In the early turns of this, lots of players lost their squad
of Troopers, so care is needed if you want to stay alive! The MegaCorporations are developing quite well, with the players in them working
together to make their Corp the most successful, whilst trying to disrupt
the progress of the others.
Managed to survive a few turns without any loss myself, until I came
across a Sentry Turret belonging to one of the other Corps! Lost 3 Troopers
in that fight. May have to ditch the quest I accepted now, as it's too far away
and I can't see my two remaining Troopers making it that far unscathed.
Back to Base to recruit I guess.
Due to the success so far, KJC are thinking of opening up another game
where you can pay to play, bringing with it, its own advantages, like running
more than one squad and gaining extra abilities with more features in the
game itself.'

WORLD GAMES
Kings of Karadon
Andy Kendall - 'I thought Duncan's intro to the game last issue covered
exactly the things people need to know. Game 2 has slowed due to personal
matters (we've been informed fairly consistently on these by the GM).
Haven't a clue where it's going to head off next plotwise, though.'
Patrick Gleeson - 'Turnaround is slow at the moment, but there's so much
to do with every turn I really don't mind. I wonder if there might be a market
for a simpler version of this system, essentially taking out the hand
moderated aspects and having a fast turnaround, computer mod version.
There would be some work needed on some areas of the game, military stuff
mostly, but it shouldn't be too difficult.'
Ben Williams - 'I've just started up in game 2 and must immediately say
that, if you've only played the closed ended versions of this game before,
you're in for a shock with the open ended games now running! Turns are
longer, more detailed in terms of quests and events and the newsletter is
lengthy, to put it mildly. I was impressed to see that the rather dubious
random events have gone (you can't really react with them in the closed
ended versions I have played before) to be replaced by GM-moderated
blurbs based on local and world events. In all there's much more to think
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about and the depth of the world that was always apparent is finally being
utilised.'

Realms of Israa
Colin Forbes - 'Annoyingly I missed the last turn, but the beauty of the
system is that your nation is unlikely to fall apart as a result of a missed
turn. Turnaround is slow, but the GM is friendly and the game is both
excellent and cheap for what you get.'

GAMES IN PLAYTEST
Destiny
Larry Deyell, our reviewer comments - 'And it's, "Spaceward Ho!" with
Madhouse's "Open-Ended Pulp Space Opera". Start-up has gone smoothly,
and any problems I've had have been dealt with quickly and with patience.
Not going to tell you much more than that, because I've got a full Playtest
Report to write later in the year - suffice to say that it is Very Madhouse,
with the emphasis firmly on "Pulp Sci-Fi". And I like it. If you want to
have a gander at what's going on, you should head for either Madhouse's
web-site, or better still, the Destiny mailing-list - where you can also follow
the misadventures of "Gorril the Cook".'

On Stellar Seas
David Blair - 'Just received the rules for this new venture into Space by
Sven Bauer. If I get really interested in this then it will be good. Not my
normal cup of tea but will playtest games for anybody that wishes me to.
This game seems to be largely diplomatic, and uses exploration and victory
points in a big way. However I can report better when the games starts,
so stand by for more next issue, once I've played a turn or two - I have to
go now and re-read the 18-page rule book.'
[As David says, note that this is a playtest, which has not yet started. The
contact email is svenbauer@home.com]

FIRMS
Madhouse
Andy Kendall - 'Not sure I agree with the editorial comment about
playtesters not sending rumours. Given the effort to set up a game, I can
understand the wish to sort it out and issue a more polished game. If it's
not open to joining, not having rumours doesn't seem a problem.'
[A valid point, but aw, all editors are inveterate keenies: we love to have
our greedy appetites whetted long in advance...]

Please get all contributions for Flagship 96 to us by
March 23rd 2002.
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Absolom, Mike, 96 Bishopswood Road, Tadley, Hants RG26 4HG
EM: MAbsolom@aol.com
WEB: http:\members.aol.com\SatSouthGM
Adrian Aramaro
WEB: www.geocities.com/orc_engarde/
EM: adrian@aramaro.freeserve.co.uk
Adventures by Mail, 100 Fuller Road, Albany NY 12203
WEB: www.adventuresbymail.com
EM: keith@adventuresbymail.com
TEL: 518-489-2605 (8:30am to 4:00pm ET)
FAX: 518-489-9151 (24 hours)
Agema Publications, 3 Worksop Rd, Off Carlton Rd, Sneinton, Nottingham NG3 2BA
WEB: go.to/agema
Albrecht, Chris von
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EM: lote91gm@yahoo.com
Andrews, Colin, 26 Brown Edge Road, Holts, Oldham, OL4 5QG
Arnott, Steven,
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EM: gi3@notreally.co.uk
Apex Games, POB 56, Gravesend, Kent DA11 9LT
Bartram, Giles
WEB: www.penalva.net/~serge/centre_earth/ardacountries.html
EM: centreearth@yahoo.co.uk
Baylis, Chris, 67 Mynchens, Lee Chapel North, Basildon, Essex SS15 5EG
Blarpo,
WEB: www.geocities.com/tomthecanadian/blarpo/
EM: enagrde_gm@hotmail.com
Boothroyd, Alex, 30 Sawyer Drive, Biddulp, Staffordshire, ST8 6SU
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UK & WEB-BASED GMs
Additions: Adventures by Mail, Steve Arnott, Blarpo, Clovenshield, EFIFA, Fuel PBM, Neil Murdoch,
Mystic Arena, Trevor Gillard, Premier Management, Rebus Games, Trident Games, StarCluster, Supersonic
Games, Juan Varela, Verein der Feunde
Deletions: Adrian Bagley, Alex Campbell, The Darker Times, Fenris Games, Jonathan Housden, Nova Games,
TBA Games, Tony Wilcock.
Changes: Adrian Glover, Hunky Monkey, Thomas Lancaster, Richard Miles, Olympia Games, Mark Pinder,
Silver Dreamer, Dan Turner, Mark Williams, WORG, PBM Locomotive, Championship League
Total: 148 active UK & Web-based GMs (+7)

THIS IS a list of (mostly) European PBM firms thought by FLAGSHIP to be operating at the time this issue was
published. There is no cost to GMs for this listing, which we publish as a service to our readers. GMs listed below
are cross-indexed by a code to the game register on the following pages. GMs to whom payment should be made
by name are listed by name rather than firm.
We ask GMs and our readers to check the listings here and verify their accuracy; please notify the editor if
you find an error or omission. Readers are advised to send an SAE rather than money to GMs who aren’t obviously
operating (by advertising, or a mention in Spokesmen or players’ comments in Rumours).
We also include Websites, Email addresses and GM phone numbers (where the GMs have given permission
or they’ve announced the number as a service to players). However, please play fair: only call at reasonable times
(or the specified times if they’re given) and try not to pin the GM to the phone for hours!

Brunt, Steve, 20 Ringrose Close, Newark, Notts NG24 2JL
Burd, Richard, 83 Sandcroft, Sutton Hill, Telford, Shropshire TF7 4AD
EM: 100553.2107.compuserve.com
TEL: 01952 413655
Burroughs, Martin, 15 New Earth St, Oldham OL4 5ES
TEL: 0161 6261580
Burrows, Pete, Buzzwack PBM, 8 Magnolia Court, Beeston, Nottingham, NG9 3LG
WEB: www.buzzwackpbm.freeserve.co.uk
EM: pete@buzzwackpbm.freeserve.co.uk
TEL/FAX: 0115 9224901 (pre 10pm)
Burrows, Martin, 47 Greenfield Terrace, Newbridge, Gwent NP1 4QY
Bury, Chris, World Fictional Wrestling, 1A Chapel Terrace, Southend, Essex SS1 1EX
Callan, David
EM: gorlos@netcomuk.co.uk
Camelot Games, 6 Llys-Y-Foel, Caernarvon, Gwynedd LL55 2LU
Carter, Dave, Scorpiogames, 13 Liverpool Rd South, Burscough, Lancs L40 7SU
EM: dtc@clara.net or injebreck@aol.com
WEB: http://www.scorpiogames.co.uk
Casey, Ashley, 16 Willow Grove, Harrogate, North Yorkshire, HG1 4HP
WEB: www.ashcasey.co.uk
EM: serpent@ashcasey.co.uk
Cleopatra Computer Games, 82 Faringdon Avenue, Bromley, Kent BR2 8BU
Clovenshield,
WEB: www.angelfire.com/realm/clovenshield/
EM: realmspbem@yahoo.com
Coeshaw, Mark, 10 Ellis Close, Glenfield, Leicester LE3 8DW
Coleman, Ian
WEB: www.thera.org.uk/engarde.htm
EM: ian.coleman@ukgateway.net
Colmar, Lorne
WEB: www.lordsoftheearth.co.uk/lote17/index.htm
EM: lorne@lordsoftheearth.co.uk
Cooksey, Dave, 2 Pemerton Rd, Basingstoke, Hants RG21 5LW
EM: dmcgames@aol.com
? Cooper, Quincy
WEB: http://timeofhonor.com/
EM: TimeofHonor@aol.com
Cozens, Richard, 16 Fox Close, Boston, Lincs PE21 8EE
WEB: website: http://web.ukonline.co.uk/r.cozens
EM: r.cozens@ukonline.co.uk
Crasiworld, 4 Barleyfield, Clayton-Le-Woods, Preston, Lancs PR5 8JQ
WEB: www.crasiworld.com
EM: andy@crasiworld.com
TEL: (Andy Smith): 01722 334878 (credit card hotline)
Crofts, Richard
WEB: www.chariot.net.au/~duncelin/engarde.html
EM: claudedelon@yahoo.com
? Cruikshank, Michael, 52/4 Bryson Road, Edinburgh
EM: mcruikshank@ntlworld.com
Cyclops PBM, 18 Knighton Road, Romford, Essex RM7 9BS
DareDevil, 178 Hall Lane, Upminster, Essex RM14 1AT
WEB: www.daredevil.f9.co.uk
EM: daredevil@dareorders.f9.co.uk
Dodd, Leslie
WEB: www.lordsoftheearth.co.uk/lote42/index.htm
EM: lords42gm@throneworld.com
Dracs Games, 21 Chipperfield Drive, Kingswood, Bristol BS15 4DP
WEB: www.dracsgames.co.uk
EM: derek@dracsgames.co.uk
TEL: (Derek Rainey): 0117 9607173 (9am-6pm Mon-Fri)
Dunedin Games, 65 Boswall Drive, Edinburgh EH5 2BE
EM: dunedin@crombie68.freeserve.co.uk
Dunks, Antony, Far Horizon, Sark, Guernsey GY9 0SE
WEB: http://www.xott.net
EM: xott@xott.net
TEL/FAX: 01481 832926
EFIFA
WEB: www.geocities.com/emailfifa/
Entertainment Plus More Games
WEB: www.epmgames.com
EM: ag@epmgames.com
Evans, Paul, 180 Aylsham Drive, Uxbridge UB10 8UF
EM: paul@pevans.co.uk
Faraway Games, 3 Maslem Rd, St Albans, Herts AL4 OGS
EM: jgibbons@faraway.co.uk
WEB: http://www.faraway.co.uk/
Flying Buffalo
WEB: http://www.flyingbuffalo.com/
EM: games@flyingbuffalo.com
? Forgotten Front
WEB: www.geocities.com/TimesSquare/Castle/6834/index.html
EM: Admiral-Drummond@forgotten-front.co.uk
Foster, J, Ten to Three, 75 Frensham Road, Southsea, Hants PO4 8AE
Fritz, Alarik
WEB: www.throneworld.com/lords/lote24/index.html
EM: lords24@throneworld.com
Fryer, Richard, 6 Flamingo Close, Woosehill, Wokingham, Berks, HP11 1SL
Fuel PBM, 48 Crest Gardens, Ruislip, Middlesex, HA4 9HD
EM: jeremy@fuelpbm.co.uk
TEL: 07980 334867 (8pm - 9pm, weekdays or weekends)
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Galactic Society Four, 1 Peter Coats, 31 Calside, Paisely, Scotland, PA2 6DB
WEB: www.gsfgames.co.uk
EM: graham@gsfgames.co.uk
Games by Mail, Bridge Street, Neston, S Wirral CH64 9UJ
WEB: GamesByMail.co.uk
EM: colin@gamesbymail.co.uk
TEL: (Colin, Yvonne, Trog): 0151 3361412
FAX: 0151 3361009
Gillard, Trevor,
WEB: http://horseguards.org/en_egarde.html
EM: trevor.gillard@horseguards.org
Glover, Adrian, 4 Srevanne Court, Lessness Park, Belvedere, Kent, DA17 5BG
Guild of Blades
WEB: www.guildofblades.com/interactive/1483/ww1/ww1.html
EM: 1483@guildofblades.com
Paul Green, 11 Belgravia Mews, Shaw, Oldham OL2 7TB
EM: clans@warriorgames.co.uk
TEL: (Paul Green): 01706 881344
Harbinger Enterprises,3 Nelson Square,Norton Green,Stockton/Tees,Cleveland TS20 1EH
Harlequin Games, 340 North Road, Cardiff CF14 3BP
WEB: www.harlequingames.com
AND
www.middleearthgames.com
EM: pbm@harlequingames.com
TEL: 029 2091 3359 (9-6.30 weekdays) - Middle Earth only
TEL: (Sam Roads): 029 2062 5665 (9-6.30 weekdays)
FAX:029 2062 5532 any time
Haynes,Nic, Flat 4, Brookfield Court, Victoria Road, Chichester, West Sussex, PO19 4GJ
Hemsoft Computer Consultants, 54 Crellow Fields, Stithians, nr Truro TR3 7RE
TEL: (Paul Hemmings): 01209 860116
Hill, Adam, 16 Shawfield Close, Sutton Hill, Telford, Shrops., TF7 4BB
EM: adamhill@cableinet.co.uk
Hollindale, Adam, 113 Coronation Rd, Brimington, Chesterfield, Derby S43 1EY
EM: psych-ent@mailcity.com
Hunky Monkey Games, 2A Guinea Street, Exeter, Devon, EX1 1BS
WEB:
www.hunkymonkey.co.uk
AND
www.sjasystems.co.uk/karadon/
EM: ape@hunkymonkey.co.uk
TEL / FAX (Tom Fyfe): 01392 420582 (4 - 8pm & weekends)
IB Postal Games, 90 Queen Elizabeth Way, Kirk Hallam, Ilkeston, Derbys DE7 4NT
? In Off the Post, PO Box 302, Halstead, Essex CO9 2LA
Incubus Designs, POB 263, Loughborough LE11 1ZG
WEB: www.incubusdesigns.co.uk
EM: inqbus@globalnet.co.uk
TEL: 01509 217957
FAX: 01509 558788
Interesting Times, 37 Whitehouse Way, Southgate, London, N14 7LX
WEB: www.interesting-times.co.uk
EM: startup@interesting-times.co.uk
TEL: 07050 658383
FAX: 07050 658384
Jade Enterprises, 127 Queen Adelaide Court, Penge, London, SE20 7EB
EM: jade@jdee.co.uk
TEL: 020 83256507
Jenkins, Brian
WEB: http://hijenks.com/engarde/
EM: engarde@hijenks.com
Kelem Games, 7 Claverdon, Hanworth, Bracknell RG12 7YN
WEB: www.kelem-games.com
EM: kelemgames@hotmail.com
KJC Games, FREEPOST, Thornton-Cleveleys, Lancs FY5 3UL
WEB: www.kjcgames.com
EM: enquiry@kjcgames.com
TEL: 01253 866345
Lancaster, Thomas, 16A Stodart Road, Anerly, London, SE20 8ET
Laughing Dog, 31 Leopold Road, Felixstowe, Suffolk IP11 7NP
TEL: (Sam Bennett): 01394 274452 (7-10pm weekdays)
Lindahl, Greg
WEB: www.pbm.com/~lindahl/fchain.html
EM: info@pbm.com
Lyakhovskiy, Pavel
WEB: www.klip.pbem.ru/
EM: klip_game@mail.ru
Madhouse, 13 Marchmont Green, Hemel Hempstead, Herts HP2 5BB
WEB: www.madcentral.com
EM: madcentral@aol.com
TEL: 01442 252950 (answerphone)
queries/helpline: 01442 402763 (8pm-10pm Mon-Thurs, all day Sunday)
Maestro Games, PO Box 216, Farnham, Surrey GU9 8XA
McConnell, D, Ab Initio Games, PO Box 150, Beckenham, Kent BR3 5ZD
EM: danny.mcconnell@virgin.net
Miles, Richard, 27 Laytonia Avenue, Heath, Cardiff, CF14 3BQ
EM: richard.miles@hotmail.com
Mindless Games, 217a Ilkeston Road, Nottingham NG7 3FX
WEB: www.mindlessworld.net
EM: andy.mindless@virgin.net
TEL: (Andy Simmonds): 0115 979 0797 (9.30 18.30 weekdays only)
MMJ Enterprises
WEB: www.mmj-ent.com/ge/
EM: maiser@mmj-ent.com
Murdoch, Neil
WEB: www.geocities.com/floodlisoccer/home.html
EM: darkbluesNo1@activemail.co.uk
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Mystic Arena
MYS
WEB: www.mysticarena.com
? Necom Games, 19 Mostyn Road, Hazel Grove, Stockport SK7 5HL
NEC
TEL: (Neil): 0161 4831500
Ninth Legion, The, 40 Hykeham Road, Lincoln LN6 8AB
TNL
EM: ghempsall@hotmail.com
Oates, Jason, 6 St Georges Rd, Dorchester, Dorset DT1 1PA
OAT
WEB: http://freespace.virgin.net/jason.oates
EM: jason.oates@virgin.net
TEL/FAX: 01305 251451
Olympia Games, 6 Sandy Ln, Bramcote, Nottingham NG9 3GS
OLY
EM: pbm.dexter@talk21.com
TEL/FAX: (Trevor Dexter): 0115 9436197
Pagoda Games, PO Box 5155, Tamworth, Staffs B77 4QQ
PAG
WEB: www.pagodagames.co.uk
EM: orders@pagodagames.co.uk
TEL/FAX: (Keith Burnham): 01827 703251
Parr, Alan, 6 Longfield Gdns, Tring, Herts HP23 4DN
PAR
PBM Locomotive
LOC
WEB: www.mclink.it/com/agonistika/pbm/inglese/frame_ago.htm
EM: pbm.locomotive@mclink.it
Pinder, Mark, 139 Nelson Way, Laceby Acres, Grimsby, S.Humberside DN34 5UJ
PIN
WEB: http://communities.msn.co.uk/elvaria
EM: Markpinder@aol.com
TEL: 01472 753430
Play-by-Electron Games
PEG
WEB: www.pbegames.com/eldritch/
EM: moderator@pbegames.com
Premier Management
PRE
WEB: http://pmf.netfirms.com/
Pure Fantasy Games, Portland House, Bolsover Buisness Park, Chesterfield, Derbyshire, S44 6BH PFG
Reality Racing, PO Box 100, Devizes, Wiltshire, SN10
EM: help@realityracing.com
TEL: 01380 81819
Rebus Games, 70 Greenfield Crescent, Brighton, BN1 8HJ
REB
EM: dominicm@zoom.co.uk
Received Wisdom, 9 Oundle Road, Alwalton, Peterborough PE7 3UP
RCW
WEB: www.receivedwisdom.org
EM: bexja@btinternet.com
Richardson, Stephen, Guardian Games, 51 Amersham Rise, Apsley, Nottingham NG8 5QN
RIC
EM: stephen@guardiansr.freeserve.co.uk
Robey,Chris, 27 Bowness Avenue, Didcot, Oxon, OX11 8NF
RBY
Rzechorzek, Peter
RZE
WEB: www.geocities.com/TimesSquare/Alley/2187/tribenet.htm
EM: tribenet@netspace.net.au
Sabre Games, Mill Farm, West Lydford, Somerset TA11 7DA
SAB
EM: telbourn@hotmail.com
Seamer, Robin, Houseboat Tamara, Windsor Road, Datchett, Berks SL3 9BS
SEA
Sevenstar Games, 57 Olympia Gardens, Morpeth, Northumberland NE61 1JQ
SEV
WEB: www.sark.net/~xott/greensun.html
EM: greensun@nickel.globalnet.co.uk
Shore, Justin, 2 Langport Road, Weston-Super-Mare, Somerset BS23 1YR
SHO
Silver Dreamer, 174 Charles St, Greenhithe, Dartford, Kent DA9 9AJ
SIL
WEB: www.silverdreamer.com
EM: silverdrea@aol.com
TEL: (Justin Parsler): 01322 387195 (Mon-Fri, 11-6)
Skidmore, Matthew, Guru Games, 58 New John Street, Halesowen, W Midlands B62 8HH
GUR
Smith, Russell, Middleton Cottage, 7 Fennels Road, High Wycombe, Bucks, HP11 1SL
SMI
EM: smith_russell@hotmail.com
? Soccer Dreams Ltd, Deer Leap House, Moreton, Dorchester DT2 8BE
SOC
WEB: www.soccerdreams.com
EM: Info@soccerdreams.com
TEL: 01305 851900; FAX: 01305 854668
Software Simulations, Georgian House, Trinity St, Dorchester, Dorset DT1 1UB
SOF
Spellbinder Games, 51 Athelstan Rd, Cliftonville, Margate, Kent CT9 2BE
SPE
EM: Chris.spelbinder@btinternet.com
TEL: (Chris Dempsey): 01843 291558
Spencer, Jerry, 51 Elm Vale, Liverpool L6 8NY
SPN
EM: jerry.spencer@liverpool.gov.uk
Sporting Dreams, PO Box 5423, Derby, DE21 2ZB
SPO
WEB: www.sportingdreams.com
TEL: 01332 726376
Squibb, Geoff, 108 Teddington Park Rd, Teddington, Middx TW11 8NE
SQU
EM: crusader@intonet.co.uk
TEL: 020 8287 2592
StarCluster,
STA
EM: leif+pbmadmin@lysator.liu.se
State of Mind Games, 37 Balliol Drive, Didcot OX11 9RH
STM
WEB: www.stateofmindgames.co.uk/
EM: rob@stateofmindgames.co.uk
TEL: 01235 211696
Stoker, John, 63 Dunn Close, Eastney, Portsmouth PO4 9TX
STO
TEL: 01705 423449
Summit Soccer League
SSL
WEB: www.summitsoccer.co.uk/
EM: summitsoccer@ntlworld.com
Supersonic Games, PO Box 1812, Galston, KA4 8WA
SUP
EM: sam@austerlitz.co.uk
TEL: (Scott, Sam, Chris): 01563 821022; fax 01563 821006
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FRANCE
Abysse JPC, 1 sq de Bourgogne, 76240 Bonsecours (Feudal Lords, Continental Rails, World War IV, Blitzkrieg)
AMJ, 124 ave Aristide Briand, 92120 Montrouge (Melulice-Warlord)
Celtic Games (Fabien Leroy), 7 allee de la clairiere, 77420 Champs sur Marne (Les Seigneurs Orionides)
Ceteaud, Pierre, 30 Rue de Romagne, 79000 Niort (Warm Up 2)
EM: ceteaud@mail.dotcom.fr
Danard, Roland, 1 square Albert Einstein, 91000 Evry (Hypastia, Prohibition Chicayork 1920, Adventurer Kings, Empire
Stellaire 2, Orichalque (via Teletel), World Conquest, Conquest 2000)
Duelmasters, SFO/PHX/700705/MO1, BP 28, 93601 Aulnay-sous-bois Cedex
Finoldin Games, 10 rue Jules Ferry, 37300 Joue-les-Tours (Alliances Royales, El Mythico, Goal!, Projet Armagedon, WarmUp)
Icodis, 1 cite de Paradis, 75010 Paris (Monark - Minitel only)

Jyrki Sundman, Porvarinkatu 8, 65230 Vassa
Divisio Tactica, Limingankatu 24 B 8 A, 90120 Oulu (Austerlitz, Olympos)
WEB: www.netppl.fi/~ewing
EM: ewing@netppl.fi

FINLAND

DENMARK
Martin Bilgrau, Stadionvej 1 st tv, Hornum, 9600 Aars (Ashes of Empire, CSS, WdG)
EM: 100414,3430@compuserve.com
Tino Andersen, Cant-Games, Box 73, 4930 Maribo (European War)
EM: t_a@post10.tele.dk
FLP, Blaabaerhaven 7-1th, 2980 Kokkedal (Pollux)
Morten Larsen, (War of the Dark God, Throne of Cofain)

BELGIUM
ART PBM Games, Kasteeldreef 11, 2950 Kapellen (Quest)
Sava Valser JPC, 105 Rue Irma Fievez, 7021 Havre (Football Champions, also licensed for France)

AUSTRIA
CSS Fritz Berger, The Vienna Wizard, Hergergasse 13/1/13, 1030
EM: Fritz.Berger@f150.n310.z2.fidonet.org
Hausler, J & B, Keplergasse 16/5, A-1100 Wien (Fantaworld)
Huttner, Thomas, In der Auerpeint 13, 4040 Linz
Skala, Wolfgang, Krottenbachstr 122/9/1, A-1190 Wien (Magus)
SSV Klapf-Bachler OEG, Postfach 1205, A-8021 Graz (Legends, Epic, CTF 2187, World Conquest, Austerlitz)
WEB: www.telecom.at/ssv.graz/
EM: klaus.bachler@telecom.at

Time Patterns, 14 The Hollows, Exmouth, Devon EX8 1QT
WEB: fly.to/timepatterns
EM: ken@timepatterns.co.uk
TEL/FAX: (Ken Mulholland): 01395 276632
Timewyrm, 2A Guinea Street, Exeter, Devon, EX1 1BS
WEB: www.timewyrm.co.uk
EM: colin@timewyrm.co.uk
TEL: (Colin Forbes): 01392 420582
Titan PBM, 10 Green Lane, Rainbow Hill, Worcester WR3 8NY
EM: wayne.morris3@virgin.net
Touchdown, 17 Acacia Dr, Whitby, Ellesmere Port, Wirral
Trident Games (Glyn Cary), 9 Trent Drive, Hucknall, Notts, NG15 6GR
EM: jeremy@fuelpbm.co.uk
TEL: 07980 334867 (8pm - 9pm, weekdays or weekends)
Turner, Daniel, 5 Salthouse Road, Millom, Cumbria, LA18 5AD
EM: jdodgers@aol.com
TEL: 01229 774664
Ulaidh Games, 62 Beechgrove Avenue, Belfast BT6 0NF
EM: chrisjan.morris@virgin.net
Ultra Sports
WEB: www.ultra-sports.com/
EM: tim@ultra-sports.com
Undying King Games, 31 Littlemore Road, Oxford, OX4 3SS
WEB: www.ukg.co.uk
EM: info@ukg.co.uk
TEL: (Mo Holkar): 01865 452921
Varela, Juan,
WEB: http://people.ne.mediaone.net/javar/intro.htm
EM: javarmediaone.ne
Verein der Feunde,
WEB: www.eds-verein.de
EM: The_Weapon@gmx.de
Viking Games, 38 Park Avenue, Hounslow, London TW3 2LX
EM: flergus@btinternet.com
WEB: http://members.tripod.co.uk/Flergus/
Viking Saga
WEB: http://oghma.tripod.com/vikingsaga.html
EM: vikingsaga@egroups.com
Wayne (Shambhala), 59 Kiln Court, Newell Street, Poplar, London E14 7JP
White, Stephen, PO Box 137, Burnley, Lancs BB10 2UG
Wightman, Mark, 31 Churchill Avenue, Gilesgate, Durham DH1 1PX
Williams, Mark,
WEB: www.geocities.com/Area51/station/5676/sat.html
Williams, Simon, 8 Osier Close, Ely, Cambs CB7 4AY
WEB: www.chaostrail.co.uk
AND
www.ultimatetest.freeservers.com
WORG PBM Productions, 23 Bendigo Street, Belfast, BT6 8GD
WEB: www.worg.ie
EM: pbm@worg.ie
TEL: (Kain): 070 2099 WORG (9674),
FAX: 0870 052 7521
Wright, Chris, 10 Fosse Way, Wilby Way, Wellingborough, NN8 2LQ
EM: chris@strikeforce.fsbusiness.co.uk
Zen Games, 25 Cromwell Road, Parkstone, Poole, Dorset BH12 2NW
EM: zengames@quista.net

TURKEY
M.B.O., Bestekar Sk. 11/15, Besiktas Istanbul 80700 (Futbol 2000, Sultans of Stars)

SWITZERLAND
Golser, Thomas, Baecherwiesstr. 76, 8196 Wil (Andromeda Connection)
Matthias Heer, Wasserwerkstr. 42, 8006 Zuerich (Diplomacy, Grand Prix, Zueri Connection)
Ledergerber, Andi, Harfenbergstrasse 29, 9000 St. Gallen (United - Swissleague)
Meng, Roman, Schwarzackerstr. 30, 8304 Wallisellen (Battles of Europe II, Universum V, WAR & WAR-X 1-2)
Mueller & Misch KG, Postfach 288, 4102 Binningen (Gladius et Pilum)
Schmitter, Peter, Schuetzenstr. 45, 9443 Widnau (Ashes of Empire)

SWEDEN
Magnus Cassersjoe, AEMP, Georg Luckligs v. 22/209, 352 52 Vaxjoe (Daemonikum, Fantasy Blitzball League, Orkz!,
Svartfolk)
WEB: www.geocities.com/Area51/Aurora/8479
EM: jpebu96@student.vxu.se
R Rystrom, Box 294, 731 26 Koeping (Trolls Bottom, Heptarchy, Conducting Chaos)

SPAIN
Central de Jocs, C/ Numancia 112-116, 08029 Barcelona (MiddleEarth PBM)
WEB: www.centraldejocs.com
EM: centjocs@intercom.es
Dragonmania, San Telmo 43, Bajo, 28016 Madrid (Quest)
WEB: www.dragonmania.com
EM: mario@dragonmania.com

SOUTH AFRICA
D Hamp-Adams, 7 Conistonway, Pinelands, 7405, Cape Town (African Simulation)

PORTUGAL
Associacao Portuguesa de Jogos Por Correspondencia, R. Diogo de Silves, 142-3E-Tr, 4400 V.N. Gaia

NORWAY
Arctic Circle Games, Box 6142, N-8018 Morkved (Dark Age, Isle of Crowns, Soccer Stats)

NETHERLANDS
Pegasus Games, Postbox 33, 5420 AA Gemert, Netherlands (Legends)
EM: pegasus-games@planet.nl

ITALY
BAM/DaS Production, via Giusti 15 a/b, 50121 Firenze (Quest, Top o’the League)
Repetti, Christiano, META srl, via Galilei 19-Gariga, 29100 Podenzano (PC) (United)
The PBM Locomotive, 6 Via Pisacane, 00152 Roma (Adventurer Kings, Godfather, Medioevo, World War IV)
WEB: www.mclink.it/com/agonistika/pbm/cover.htm
EM: r.flaibani@mclink.it

GREECE
Kaissa, Kallidromiou 8, 114 72, Athens (Warlords)
EM: Kaissa@compulink.gr
Sphinx O.E., P.O. Box 25 020, GR - 100 26, Athens (Austerlitz, Godfather, Total Conquest)
EM: ireppas@softlab.ece.ntua.gr

GERMANY
ABAS, Alfred-Bucher-Str. 63, 53115 Bonn (Grand Slam, ABAS-Soccer, Hollywood, Juwelenraub am Alexanderplatz,
Aufstand in Tortuga, Abenteuer im Kaufhaus, Sherlock Holmes Criminal Cabinet, Die Irrfahrt des Odysseus, Der
sichere Schulweg)
WEB: http://home.t-online.de/home/abas-spiele/index.htm
Birkl, Peter, Hochriesstr 13, 83043 Bad Aibling (Empire)
CSPP, Alfred-Bucherer-Str. 63, 53115 Bonn (Ashes of Empire)
WEB: http://home.t-online.de/home/ashes_of_empire
Dahlhausen, Peter, (World War IV, Adventurer Kings, Godfather)
WEB: www.nc-daglhape2@netcolgne.de
Hubmann, Thorsten, 30459 Hannover, email THubmann@xyhora.de (Mandragore)
Jacke, Andreas, Im Wiesengrund 118, 27356 Rotenburg (Dynasty Wars)
Jahnke, Gerhard, Theuerstadt 16, 96050 Bamberg (Myra)
EM: Gerhard.Jahnke.BA@t-online.de
Moeller, Martin (En Garde!): goemoe@goemoe.de
Niemann, Jens (WWII): JWA Abt. IIIa, c/o Jens Niemann, Brunnenstr. 24, Boblingen 71032
WEB: www.ike.uni-stuttgart.de/~www_tfd/jens/ww2/ww2.htm
PBM Studio, Strahlerweg 33, 76227 Karlsruhe (Spiral Arm, El Mythico, The Weapon)
Quirxel Games, Postfach 1564, 47595 Geldern (Gladius et Pilum, Austerlitz)
Stevens, Peter, Zeppelinallee 64, 45883 Gelsenkirchen (Duell, Feudal Lords, Galaxis, Prometheus, Qasar, Quest: PBM
& PBeM, Shogun, Starweb, Railway, Ringzauber)
WEB: www.stevens.de
Stange, Timmo, Altstter Kirchgasse 2, 34369 Hofgeismar (Szenario)
EM: Szenario@t-online.de
STS Strategisch Taktische Simulationem, Nulsenstr 17, 31848 Bad Muender (Tangrad)
Wettach, Wolfgang, Beim Schloss 17, 72074 Tubingen (Myra)
Xyhora, J Dreuller & Andr Starkloff, Postfach 900308, 60443 Frankfurt/Main
WEB: http://xyhora.de

FINLAND
Oy Penninkillinki Ltd, Hellaksentie 5, Fin 65280 Vaasa (Timelapse)

Ideojeux, 1 route de Versailles, Villiers-le-Bacle, 91190 Guf-sur-Yvette (Necroverse)
JESA, BP3, 22540 Pedernec (Dragon’s Horde, Synaps)
Korum, 4 allee du chante Ruisseau, 91330 Yerres (Legende Viking, Nemak, Almery)
Linee, Yann, 73 rue du Col. Fabien, 94460 Valenton (Soccer)
Ludexpress, 30 rue de la Devise, 33000 Bordeaux (Chronos)
Maison pour tous, 6 rue Pierre et Marie Curie, BP 151, 13744 Vitrolles Cedex (Curadmir)
Mangani, Centre MBE 333, 208 rue de la Convention, 75015 Paris (Quest, Survivor One)
Laurent Millard, 11 rue Viollet-le-Duc, 54710 Ludres (Odysee Galactique)
Pelletier, Remi, 14 square Beaudelaire, 78760 Jouars-Pontchartrain, Teletel (1) 34898542 Tues/Fri eves (Shaddam)
Styraps Corp, Richard Piedel, 193 bd de l’egaltite, 59200 Tourcoing (Grands Anciens Galactique)
Terre de Jeux, 88 avenue de Jussieu, 91600 Savigny-su-Orge (Ksar Exo, Ksar Solar, Tatanka, Echec&Mage)
EM: isasol@club-internet.fr
Trahison, 99 bd Raspail, 75006 Paris (Diadoques, Empires in arms, Dune, Stellar Conquest, etc.)
Tribu de Meth’Kaff, La, 11 rue des groux, 78440 Gargenville (La course aux Emeraudes)
Vopaliec, c/o J.-P. Maulion, 97 rue Edouard Vaillant, 49800 Trelaze (Diplomacy, Amiraute, 1940, Football,
Civilisation)
Vortigern: Jean-Yves Priou, 16 rue de Chateaudun, 94200 Ivry (La Foi et Le Glaive, Britannia, Empires of the
Middle Ages, Diadoques, de Constantin a Charlemagne, Grand Siecle, Diplomacy)

Process
Game
C-O
1483 Online
M-O
523 Sweet FA
M-O
A Day at the Races
C-O
A&D Soccer
H-O
ABPW
M-O
Absolute Fantasy
M-O
Absolute Heroes
C-F
Adventurer Kings
C-F
Adventurer Kings
M-O
Aeroball
M-F
Agamemnon II
C-F
Alamaze
M-F
American Civil War Battles
M-F
American War of Ind. Battles
M-F
Ancient Empires
C-O
Apex PBM Soccer
M-O
Aspects of Might
M-O
Assyria’s End
C-F
Atlantis
C-F
Austerlitz
M-O
Away the Lads
H-F
Bakufu
H-O
Barony of the Rivers
C-O
Basketball
C-O
Battle Plan
C-F
Battle Robots
M-O
Beyond
M-O
Beyond Green Sun
M-O
Beyond the Stellar Empire
M-O
Bledian Diary, A
H-O
British Wrestling Association
H-O
Centre-Earth
C-O
Championship Football
C-O
Championship League
H-O
Chaos Trail
H-O
Chicken Run
C-O
Clans II
C-O
Clovenshield
M-O
Coeshaw Postal Football League
M-O
Come On You Reds
M-F
Company Commander
M-F
Conclave
C-F
Conquest of the Stars
C-F
Continental Rails
C-F
Covert Operations
M-O
Crack of Doom II
M-O
Crasimoff’s Quest World
C-F
Crisis!
C-F
Dark Age II
C-F
Diadochi
H-F
Diplomacy
M-F
Directive 32
M-O
Dragonhelm
C-O
DungeonWorld
H-F
Eagle
C-O
EFIFA
H-O
EG!: Blarpo
H-O
EG!: Delon
H-O
EG!: Horseguards
H-O
EG!: King & Cardinal
M-O
EG!: LPBS

Type
Fantasy War
Sport - Soccer
Sport - Racing
Sport - Soccer
Sport - Wrestling
Fantasy Power
Superhero RPG
Fantasy War
Fantasy War
Sport - Fictional
Fantasy War
Fantasy War
Historical: Power
Historical: Power
Historical: Power
Sport - Soccer
Adventure
Historical: Power
Fantasy War
Historical: Power
Sport - Soccer
Fantasy RPG
Fantasy RPG
Sport - Basketball
Modern War
Futuristic - Robots
Adventure
Sci Fi
Sci Fi
Fantasy Tribal
Sport - Wrestling
Fantasy Power
Sport - Soccer
Sport - Soccer
Fantasy RPG
Sport - Motor Racing
Fantasy Tribal
Fantasy RPG
Sport - Soccer
Sport - Soccer
Modern War
Fantasy Power
Space
Railway
Economic
Fantasy Tribal
Fantasy Tribal
Modern War
Historical: Power
Historical: Power
Historical War
Sci Fi
Fantasy RPG
Adventure
Historical War
Sport - Soccer
Historical: EG!
Historical: EG!
Historical: EG!
Historical: EG!
Historical: EG!

GM
GOB
CAM
DRC
A&D
BOO
SIL
JAD
PAG
LOC
WIG
KEL
PAG
AGE
AGE
OAT
APE
SIL
AGM
VAR
TBA
DRC
WRG
HIL
CAM
FBI
GSF
CRA
SEV
KJC
SPE
TUR
BAR
HEM
SUP
WIL
RCW
GRE
CLO
COE
CAM
OAT
UKG
PEG
FUE
FBI
HAQ
CRA
TIM
SOF
CYC
TIW
COZ
ULA
MAD
SAB
EFI
BLA
CRO
GIL
COL
EVA

Medium
e
p
e, p
p
p
p
p
p
e
p
p
p
p
p
e, p
p
e
p
e
e, p
e, p
p
p
p
e
e
e, p
e, p
p
e, p
p
e
p
p
p
e, p
p
e
p
p
e, p
e, p
e
e, p
e
p
p
e, p
p
p
p
p
e, p
e, p
p
w
e
e, w
e, w
e, w
p

Xtra £ FlagRef.
Start-up Free Turns Turn Fee
94s
Free
No
Free
41a
£0.00
£7.60 per season
42s
(a)
£2.00
0
Free
81s
£1.50
1
Free
92a
£1.00
0
£1.00
£4.00
2
£15.00
91a
(b)
£4.50
2
£15.00
35a, 72-74d, 88a
£2.50
0
£5.00
35a, 72-74d, 88a
70 euros for a full game 62-63a
£1.25
1
£2.00
76a
£2.00
5
£12.00
71a, 80a
£3.50
1
£15.00
60s
£2.80
0
£6.40
78s
£2.80
0
£6.40
58a
£1 month
£3.25
2
£4.00
35a
£3.00 for 2 games
0
£1.50
94s
(c)
£2.50
0
£2.50
90a
£5.00
0
£5.00
Free
0
Free
34s
(a)
£3.00
0
£10.00*
42s
(a)
£2.40
0
Free
£36.00 for a whole game
£2.50
3
£10.00
£10 per season
19a
(a)
£3.50
0
$5
85a
Free
0
Free
86a
(a)
£2.95
3
£9.95
87a
£4.00 - £6.00 0
Free
22a, 83a
£2.50 - £6.00 1
Free
80a, 81-84d
£2.25 - £3.25 $
2
£7.50
57a, 92a
£1.00
6
£7.00
Free
0
Free
41s
(d)
£2.00
5
Free
53s
£1.95
0
Free
47a, 86a
(d)
£1.25 S
0
Free
£0.50
0
£0.50
38a, 84a
£2.00
2
£10.00
93a
Free
Free
70s
(d)
£1.50
0
Free
34a, 41a
£1.00
1
£1.00
68a
£3.50 + £1.50/month
2
£12.00
91s
£4.50
2
£10.00
TBA
TBA
TBA
TBA
21a
£2.25
2
£5.00
n/a
$25 per game 0
(d)
£4.50
1
£10.00
7a
£2.50
2
£9.95
7a, 85a
£2.20*
2
£5.00
51a
£9.00 for 3
3
£5.00
- 78a, 79d, 81d
£2.50
2
£5.00
?
1
£10.00
73s
£6.00
0
£10.00
79a
£3.50
1
£4.50
(d) 77-80d, 92-94d
£2.00
2
£5.00
£10.00 for 3
1
£10
94s
Free
0
Free
Free
Free
93a
Free
Free
93a
Free
94s
Free
Free
34a, 93a
£2.00
4
£10.00

New Entries: Clovenshield, Continental Rails, Saturnalia: the Viridian Islands, Atlantis, Galaxy, Galactic Invasion 3, Space Troopers, StarCluster, The
Weapon, EdS (Evolution of the Stars), Flootlit Soccer, Centre-Earth, EG!: Blarpo, EG!: Horseguards, Continental Rails, Great White Hunter, Isle of Crowns II,
Mighty Heroes, Mystic Arena, EFIFA League, Premier Management Football, Smuggler's Run.
Deletions: Ancient Fantasy Empires, Children of the Morning Star, Gemini Football, Legend of the Stars, MMCII, Wyrdworld.
Changes: Extra Time, It's a Crime, It's in the Net, Monster Island, Pro Soccer, Quest, Soccer Star, Warlord, Xott. Note that Saturnalia areas are now listed in a group,
rather than individually.
Total: 258 games (+17) Note that all prices are for the UK and are given in £'s except where noted. Non-UK European rates are usually about 25% higher, and
overseas rates can be up to double.

HOW TO READ THE GALACTIC VIEW TABLES
Process shows if the game is run by computer (C), human (H) or mixed (M). The Duration of the game is shown by O (Open-ended) or F (Finite).
GM is the GM’s code shown in our listing of UK & Web-based firms.
Medium shows whether a game is available via email (e), paper (p) or web-based play (w).
Start-up shows how much you will pay to begin playing the game. * indicates deposit returnable if you play to the end of the game, or prepayment discounts
available (see moderator for details).
Free Turns - many GMs will give you a number of free turns at the start of the game
Turn Fee - how much each turn costs. * means that return postage is paid by the GM each turn. S means you need to send an SSAE or at least pay for the GM’s
postage.
Other Fees - the following footnotes apply:(a) more for larger positions or later turns in the game, (b) more for battle reports, (c) more for extended orders/longer
reports, (d) more for several possible extras, (e) lower cost if you join the club $ indicates no credit refunds available.
Flagship Ref. shows the issue of Flagship where you can find the best description so far: a=article, s=Spokesmen Speak, d=diary. Thus, 4s means ‘Spokesmen
Speak issue #4’. € indicates a ‘Euro-friendly’ game: deadlines at least two weeks apart and prices for Continental players not more than 30% above those listed
here.
Note - occasional optional extras like a newsletter are not included in the prices unless we judge that they are fairly frequent and essential for enjoyment of the
game. Some GMs give discounts if you pay for a batch of turns in advance. Some offer reduced fees for email play.

EG!: Orc
EG!: Orleans
EG!: Slumbers
EG!: Sun King
EG!: Time of Honor
EG!:Dangerous Liaisons
Einstein’s Lot
Eldritch
Election Year
Empires of Corinium
Endless Time and Space
English Civil War Battles
Epoch of Might
Evolution of the Stars
Exile
Extra Time-Chairman
Extra Time-original
Falcon
Fall of the Roman Empire
Fallen at the First
Fantasy Cycling 2001
Fantasy Soccer
Feudal Lords
First Crusade
Floodlit Soccer
Food Chain
Football Maestro
Football Predictions
For God, King & Country
Forgotten Front
Galactic Conflict
Galactic Empires
Galactic Invasion 2
Galactic Invasion 3
Galaxy
Gameplan
Gameplan Baseball
Gameplan Boxing
Gameplan: Advanced
Games Guru
Gobbal
Godfather
Godfather
Gorlos
Grand National
Great White Hunter
Gridiron Stats
Gryphon
Guardian
Gunboat Diplomacy
Heavens Above
Heroes of Olynthus
Heroic Fantasy
Hoopplan
Horse Racing
In Off the Post
In The House Today
Iron Kings
Isle of Crowns
It’s a Crime!
It’s a Crime!
It’s in the Net
JWA Wrestling
Kickabout
Kings of Karadon
Kings of Steel
KLIP
Knights of Christendom
La Gloire du Roi
La Ultima Cruzada
Lands of Elvaria
League Soccer
Legends
Legends of Israa
Lizards
Lords of the Earth: 24
Lords of the Earth: 17
Lords of the Earth: 24
Lords of the Earth: 34
Lords of the Earth: 42
Lords of the Earth: 92
Middle Earth PBM
Mighty Heroes
Mobius I
Monster Island
Monster Island
Monsters
Mortis Maximus

H-O
H-O
H-O
H-O
H-O
M-O
H-O
C-O
C-F
M-O
H-F
M-F
H-O
C-F
H-O
C-O
C-O
M-F
M-F
M-O
C-O
C-O
C-F
C-F
M-O
C-O
C-O
C-O
H-F
H-F
C-F
C-O
C-F
C-F
C-F
C-O
C-O
C-O
C-O
M-F
C-O
C-F
C-F
C-O
M-O
C-F
C-O
H-F
H-O
M-O
C-F
H-O
C-O
C-O
C-O
C-O
H-F
C-O
C-O
C-F
C-F
C-O
M-O
C-O
C-F
H-F
C-O
H-F
M-O
H-F
H-F
C-O
C-F
C-O
C-F
M-O
C-F
C-F
C-F
C-F
C-F
C-F
H-O
C-F
C-O
C-O
C-F
C-O

Historical: EG!
Historical: EG!
Historical: EG!
Historical: EG!
Historical: EG!
Historical: EG!
Modern RPG
Fantasy War
Political
Fantasy World
Sci Fi
Historical Wargames
Fantasy RPG
Sci-Fi
Fantasy RPG
Sport - Soccer
Sport - Soccer
Historical War
Historical War
Sport - Horse Racing
Sport - Cycling
Sport - Soccer
Historical War
Historical War
Sports Soccer
Misc
Sport - Soccer
Sport - Soccer
Historical: Power
RPG: Space
Sci-Fi
Sci-Fi
Sci Fi
Sci Fi
Sci-Fi
Sport - American F'ball
Sport - Baseball
Sport - Boxing
Sport - American F'tball
Economic
Sport - Fictional
Crime
Crime
Empire
Sport - Horse Racing
Misc
Sport - American F'ball
Historical: Power
Fantasy RPG
Historical: Power
Fantasy War
Fantasy RPG
Adventure
Sport - Basketball
Sport - Horse Racing
Sport - Soccer
Misc - Politics
Fantasy War
Fantasy War
Crime
Crime
Sport - Soccer
Sport - Wrestling
Sport - Soccer
Fantasy Empire
Fantasy War
Economic
Historical: Power
Historical: Power
Historical: Power
Fantasy RPG
Sport - Soccer
Fantasy War
Adventure
Fantasy War
Historical: Power
Fantasy War
Fantasy War
Fantasy War
Fantasy War
Fantasy War
Fantasy War
Superhero
Sci-Fi
Adventure
Adventure
Adventure
Sport - Fictional

ARA
e, w
JEN
e
BRM
e, w
CRU
p
COP
e, w
SPN
p
ULA
p
PEG
e
FBI
e
VIK
e, p
SAB
p
AGE
p
WRG
e, p
VdF
e
HAQ
e, p
KJC
p
KJC/CRA e, p
SAB
p
OAT
e, p
DRC
e, p
ULT
e
KJC
p
FBI
e
KEL
p
FLO
w, e
LIN
w
MAE
p
DRC
w
AGM
p
FOR
e
FBI
e
MMJ
e
WRG
e, p
ARN
e
REB
e, p
SOF/McC p
McC
p
McC
p
SOF/McC p
GUR
p
SYN
p
PAG
p
LOC
e
CAL
e
CAM
p
ARN
e
McC
p
SAB
p
RIC
p
AGM
e, p
FUE
e, p
TIW
e, p
FBI
e
McM
p
REA
p
IOP
p
SAB
p
PEG
e
ABM
p
KJC
p
ABM
e
WRI
p
FRY
p
SPE
e, p
HKM
e, p
WHS
p
LYA
e
SAB
p
AGM
e, p
SAB
p
PIN
e, p
NEC
p
HAQ
e, p
VIK
e, p
TNL
p
BRU
p
CLM
e
FRI
e
ALB
e
DOD
e
BLO
e
HAQ
e, p
RCW
e, p
FBI
e
KJC
p
ABM
p
PEG
e
MAD
p

Free
Free
Free
£8.00
2
Free
0
£5.00
5
£4.50
1
Free
2
$25 per game 0
Free
0
Free
0
£6.40
0
£10.00
2
TBA
0
£10.00
2
Free
1
Free
1
£10.00
1
£3.00
0
Free
0
Free
0
Free
0
$5
0
£10.00
5
Free
Free
0
Free
0
Free
0
£0.80
0
Free
0
$5
0
Free
5
Free
3
Free
Free
6
£5.00
0
£5.00
0
£5.00
5
£5.00
0
£5.00
3
£7.70
2
£10.00
2
Free
0
Free
0
Free
0
Free
£5.00
5
£10.00
1
£10.00
2
£5.00
0
£5.00
2
£10.00
0
$5
0
£5.00
2
Choice
0
Free
1
Free
0
Free
2
TBA
TBA
Free
2
Free
2
Free
1
£1.50
0
£7.50
2
£5.00
0
£5.00
1
?
?
£10.00
1
£5.00
0
£10.00
2
£10.00
3
£3.00
2
£20.00
1
Free
0
£5.00
2
£7.50
0
?
?
$3
0
Free
0
Free
0
Free
0
£10.00
2
£9.90 a year 0
$8
0
Free
0
$6
0
Free
0
£10.00
2

93a
93a
93a
£2.50
67a, 93a
Free
93a
£0.80
84s, 93a
£3.50
91a
$2
74s, 91s
£4.00
63s
£10.00 for 2
£2.80
78s
£3.00
63a
€0.5
(e)
£4.00
53a
£2.25
53a
£1.90
53a
£10.00 for 3
£1.50 + 50p per month
78s
£2.00
(a)
Free
£1.50
53a
$3.50
3a
£2.00
38a
Free
93s
Free
£2.00
84a
Free
£5.00
46s
Free
$3.50
$2.25
£2.00
29a
Free
£1.50
94s
£11.00 for 4
20a
£3.00
£9.00 for 4
£13.00 for 4
£1.75
£3.00
79s
£2.50
(a)
73a, 83d
4 Euro
73a, 83d
Free
65a
£1.75
38a
Free
94s
£8.00 for 4
£10.00 for 3
£2.00
(c)
53s
£5.00
£2.25
48a, 61a
£3.00
88s
$3
40a
£3.25
£1.25
(d)
71s
£2.25
(d)
33a
£10.00 for 2
$2
TBA
£1.85
$1.50
£1.00
65a
£1.50
£2.25
- 18a, 34a, 89a
£5.00
83a, 87a, 93a, 94a
£2.50
13a, 77a
?
?
89s
£10.00 for 2
£5.00
(d) 47a, 76a, 86-89d
£10.00 for 3
£3.50
(c)
59a, 93a
£1.80
- 22a, 35a, 37a
£3.50
(a) 81a, 84a, 90a,93a
£1.00
£2.50
54a, 90a
£2.00
84a, 94a
?
?
(84a)
$3
(84a)
$3
(84a)
£3.50
(84a)
$10
(84a)
£3.90
- 54a, 76a, 80a, 88a, 94a
n/a
$8
(a)
47a
£2.10
$6.50
Free
91s
£2.50
81s

Mundis
Mystic Arena
Napoleonic Battles
Necromancer
Neutral Zone
No Holds Barred
Nuclear Destruction
Offside Ref!
Overlord
Paloma League, The
Panzergruppe II
Penalty!
Phantasmech
Planet Soccer
Planetary Wrestling Syndicate
Pop Tarts
Portals & Palaces
Postal American Football League
Premier League
Premier Management Football
Primvs Inter Pares
Pro Soccer
Prometheus
Psyche
Pub Kickin’
Puma
Pure Fantasy Ftbll
Quest
Quest
Quest Online
Raceplan Grand Prix
Reality Racing
Realms of Israa
Riddle of the Sands
Riftlords
Royal Alliances
Rugby League Challenge
Rugby Stats
Run Chase
S/F
Saturnalia: NW
Saturnalia: S
Saturnalia: Serpent Isles
Saturnalia: Viridian Isles
Saturnalia VI Adventures
Serim Ral
Serim Ral
Serim Ral
Shambhala
Slamdunk
Slapshot
S-League, The
Smuggler's Run
Soccer Dreams
Soccer Manager
Soccer Sevens
Soccer Star
Soccer Stats
Soccer Strategy
Soccer-Six
Spaceplan
Space Troopers
Speculate
Squad Leader
SSFA
Star Empires IV
StarFleet Warlord
StarCluster
StarQuest
Starweb
Summit Soccer League
Takamo
Tartarus
Team Balance
Ten to Three
Terran III
The War to End All Wars
Throne of Cofain
Timelapse
TOTL
Touchdown
Tough At The Top
Tribal Kingdom Soccer
Tribe Net
Tribes of Crane
Ultimate Rugby
Ultimate Test
Ultra Cricket

H-F
C-O
M-F
C-F
C-O
C-O
C-F
M-O
C-F
H-O
M-F
M-O
C-O
C-O
H-O
H-F
H-O
C-O
M-O
C-O
M-O
C-F
C-F
H-O
M-O
C-O
C-O
C-O
C-O
C-O
C-O
M-O
M-O
M-O
C-O
M-F
M-O
C-O
C-O
H-O
H-O
H-O
H-O
H-O
H-O
C-F
C-F
C-F
H-O
C-O
C-O
C-O
C-F
C-O
M-O
H-O
C-O
C-O
C-O
M-O
C-F
C-F
C-F
H-F
M-O
C-O
C-F
C-F
C-F
C-F
C-O
C-O
C-O
C-O
M-O
H-O
C-O
C-F
C-F
C-O
M-O
C-O
H-O
H-O
M-O
C-O
H-O
C-O

Historical: Power
Arena
Historical: Power
Fantasy War
Sport - Am. Football
Sport - Fictional
Modern War
Sport - Soccer
Fantasy War
Sport - Soccer
Wargame
Sport - Soccer
Adventure
Sport - Soccer
Sport - Wrestling
Economic
Fantasy RPG
Sport - American F'ball
Sport - Soccer
Sport - Soccer
Historical: Power
Sport - Soccer
Fantasy Empire
Futuristic RPG
Sport - Soccer
Sport - Soccer
Sport - Soccer
Adventure
Adventure
Adventure
Sport - Motor Racing
Sport - Horse Racing
Fantasy World
Fantasy Power
Sci-Fi
Historical: Power
Sport - Rugby
Sport - Rugby
Sport - Cricket
Sci Fi
Fantasy RPG
Fantasy RPG
Fantasy RPG
Fantasy RPG
Fantasy RPG
Fantasy War
Fantasy War
Fantasy War
Fantasy RPG
Sport - Basketball
Sport - Ice Hockey
Sport - Motor Racing
Sci-Fi
Sport - Soccer
Sport - Soccer
Sport - Soccer
Sport - Soccer
Sport - Soccer
Sport - Soccer
Sport - Soccer
Sci Fi
Sci Fi
Economic
Wargame
Sport - Soccer
Sci Fi
Sci Fi
Sci-Fi
Sci-Fi
Sci-Fi
Sport - Soccer
Sci-Fi
Robots
Sport - Soccer
Sport - Soccer
Fantasy RPG
Fantasy War
Fantasy War
Sci Fi
Sport - Soccer
Sport - American F'ball
Sport - Soccer
Sport - Fictional
World
Fantasy Tribal
Sport - Rugby
Sport - Cricket
Sport - Cricket

SAB
p
MYS
e
AGM
p
MAD
p
SAT
e,
LAU
p
FBI
e
CAR
p
STM
p
SHO
p
AGM
p
CAR
p
CRA
e,
SCR
p
LAN
p
RCW
e,
HOL
e,
CLE
p
BOU
p
PRE
w
INT
e,
OLY
p
HKM
e,
COO
p
CAM
p
BUR
e,
PFG
p
KJC
p
ABM
e
KJC
w
McC
p
CAM
p
VIK
e,
SIL
p
FBI
e
HAQ
p
CAM
p
McC
p
SOF
p
RCW
e,
WLL
p
ABS
p
CAS
p
WRG
p
WRG
p
HAR
p
INC
p
MIN
p
WAY
p
McC
p
McC
p
SPO
p
ABM
e
SOC
p
RBY
e,
SEA
p
TRI
p
OAT
e,
SOF
p
CAM
p
SOF
p
KJC
e
SOF
p
SOV
p
BAY
p
SQU
e,
PAG
p
STA
e
HAQ
e,
FBI
e
SSL
e
ALG
e
FAR
e
BRR
p
FOS
p
BRD
p
GOB
e
TTN
e,
WRG
e,
BUR
e,
TOU
p
GBM
p
DND
p
RZE
e
ZEN
p
Ultra Sports e
WIL
p
Ultra Sports e
p
p
p

p

p

p

p

p

p

p

p

p

p
p

p

w

£10.00
1
Free
0
£6.00
0
Free
2
3.5
0
Free
2
$5
0
Free
0
£10.00
4
£5.00
0
£4.00
0
Free
0
£9.95
3
£5.00
1
Free
0
Free
0
£5.00
1
£54 a season 0
£8.00 per season
Free
0
£10.00
1
Free
1
£10.00
0
£20.00
1
£5.00 per season
£4.00
5
Free
1
Free
0
Free
0
Free
0
£5.00
1
Free
0
Free
0
£20.00
10
No
3
£15.00
4
Free
0
£5.00
5
£5.00
5
Free
0
£5.00
2
£5.00
2
£5.00
2
£10.00
2
£40.00 for 12 £10.00
1
Free
0
£5.00
3
£5.00
1
£5.00
5
£5.00
5
£5.00
0
Free
0
Free
1
£12.50 per season
£3.00
2
Free
2
£5.00
2
£5.00
5
Free
0
£5.00
3
Free
£5.00
3
Free
0
£5.00
0
£10.00
3
£5.00
0
Free
0
£10
1
$7
0
Free
0
$9.99
0
Free
0
39p SAE
0
?
0
Free
0
Free
0
TBA
TBA
Free
3
£4.00
5
£5.00
0
Free
0
Free
1
Free
6
£12.00
1
Free
No
£7.50
1
Free
No

£10.00 for 3
Free
94s
£2.80
71-73d
£2.00
63a, 70-71d
£1.25
92a
£2.00
69a
$2.50
£1.40
43s
£2.50
57a
£10.00 for 6
43s
£3.00
82s
£1.25
65s
£1.95
30a
£3.75
77s
£3.50
(a)
76s
£0.50
91a
£1.30
(c)
23s
- 29a, 85a, 88d, 93d
63s
Free
94s
£6.00/month
57a, 75d, 84a, 85a, 92a
£1.60
(c)
32s
£2.50
91s
£3.50
41s
£1.00
£1.75
(d)
57a
£2.10
- 36a, 47a, 94a
$1.75
- 36a, 47a, 94a
£2 for 10
36a, 47a
£3.00
60a, 90s
£1.75
89s
£4.00
(d)
62s
£2.50
(a)
89a
$4
(a)
£3.40
71a
£1.10
41a
£7.00 for 4
51a, 85a
£11.00 for 4
£1.10
62s
£4.00
£4.00
£4.00
£4.00
£4.50
50a, 92a
£3.50
50a
£2.00
(c)
50a, 78a
£3.00
£8.00 for 4
£8.00 for 4
53s
£20.00 for 9 wks
90s
$0.50
£1.60
83s
87s, 89a
Free
52s
£1.60
23a
£2.00
51a, 85a
£8.00 for 4
40s
£1.00
35a, 41a
£9.00 for 4
57a
Free
94s
£2.25
£1.50
82s
£15.00/seasonS
40s
£3.00
64a, 74-75a
£3.00
-72a, 78a, 91-93d
Free
£3.50
$4.50
(a)
9a, 32-37d
£2.25
$19.99 / month 89a, 90a
Free
(a)
75s
£2.50
22a, 34a
£4.00
Free S
Free
0
TBA
£2.00
46a
£1.00
£2.75
(c)
£2.75
85s
£2.60
77a
£1.80
86a, 90a
£4.40
(c)
37a, 79a
Free
£2.50
(c)
Free
91s
Sport - Tennis
Vampire RPG
RPG
Fantasy RPG
Historical: Power
Fantasy War
Fantasy War
Fantasy War
Wargame
Sci-Fi
Misc
Sport - Horse Racing
Sport - Wrestling
Historical: Power
Modern War
Modern War
Fantasy RPG
Sport - Soccer
Sport - Wrestling
Modern War
Modern War
Fantasy RPG
Fantasy RPG

Ultra Sports e
HRB
p
VIS
e
RCW
e,
CMB
p
TTN
e,
WWG
e
WWG
e
KJC
p
VdF
e
RCW
e,
GLO
p
BRY
p
AGM
p
PAG
e,
LOC
e
AND
p
CAM
p
SMI
p
PAG
p
PAG
p
DUN
p
DUN
p
p

p

p

p

Free
No
£10.00
1
Free
0
Free
0
£10.00
0
£6.00
2
Free
0
$7
5
£3.00
3
€3
0
£9.99/year
£25.00
10
Free
0
£5.00
0
£10.00
3
Free
0
£4.00
4
£10.00 per season
£3.50
0
£10.00
5
£5.00
3
£10.00
2
£10.00
2

Zine Listings

C-O
H-O
H-O
H-O
H-F
C-F
C-F
C-F
C-F
C-F
H-O
M-O
H-O
M-F
C-F
C-F
H-O
M-O
H-O
C-F
C-F
H-O
H-O

Free
£4.00
Free
£0.70
£3.00
£3.00
Free
$1.40
£2.20
€3
£2.50
£2.50
£3.00
£3.00
3 Euro
£4.00
£0.00
£3.50
£2.00
£1.50
£2.50
£2.50

60s
90s
(c)
62s
87a, 89a
61-62d
(e)
85a
58a
78s
-56a, 59-61d, 76a
-56a, 59-61d, 76a
92s
41a
92a
74s
64s
33a
-

Abyssinian Prince, Jim Burgess, 664 Smith Street, Providence, RI 02908-4327, USA (Email:
burgess@world.std.com)
Armistice Day, Stephen Agar, 47 Preston Drove, Brighton, BN1 6LA (Email: stephen@armisticeday.com)
Boris the Spider (Email: prbolduc@aol.com)
Cut & Thrust, Derek Wilson, 1 Juniper Road, Horndean, Waterlooville, Hants. PO8 0DY (Email:
derek.a.wilson@amsjv.com)
Devolution, Tony Robbins, Lincoln House, Creaton Rd, Hollowell, Northants, NN6 8RP (Email:
tony@hollowell.plus.com)
Flights of Fancy, Philip Honeybone, 11 Norfolk Square, Ramsgate, Kent, CT12 6PG (Email:
phil@melly98.freeserve.co.uk
For Whom The Die Rolls, 14 Stepnells, Marsworth, Nr Tring, Herts., HP23 4NQ (Email:
Keith@Thomasson.com)
Infinite Threads, (EMail: shaun@infinite-threads.co.uk)
Ode, John Marsden, 91 Westwood Avenue, Lowestoft, Suffolk, NR33 9RS (Email: John@ode_online.net)
off-the-shelf, Tom Howell, 365 Storm King Road, Port Angeles, WA 98363, USA (Email: off-theshelfolympus.net)
Psychopath, www.psychozine.co.uk (Web publication only.)
Rhein-Neckar-Zine, (German language), Lukas Kautzsch, An der Rossweid 18a, 76229 Karlsruhe,
Germany, (Email: lukas@oberfoul.de)
S.O.B. , Chris Hassler, 2000 S. Armour Ct., La Habra, CA90631 USA (Email: chassler@adelphia.net)
Serendipity, John Webley, Töpferreihe 4, 38259 Salzgitter, Germany (Email: jjwebley@aol.com)
Strangitude, Paul Sands, Flat 2, 432 Birmingham Rd, Wylde Green, Sutton Coldfield, B72 1YJ (Email:
strangezine@lineone.net)
To Win Just Once, Paul Evans, 180 Aylsham Drive, Uxbridge, UB10 8UP (Email: twjo@pevans.co.uk)
Underneath The Mango Tree, Alex Bardy, 29 Harrier Way, Evelyn Mews, Beckton, London E6 5YP
(Email: alex@mangozine.com)
Variable Pig, Jim Reader, Vredelanstraat 20, 3633 EC, Vreeland, NETHERLANDS
(Email:cj.reader@wanadoo.nl)

This list only contains details of Zines and Zine Editors who have been in contact with Flagship.

Ultra Tennis
Vampire! 2
Viking Saga
Vitriol
War 1940
War of the Dark God
War of Wizards
War of Wizards
Warlord
Weapon, The
Wild World Web
Winning Post
World Fictional Wrestling
World War I Battles
World War IV
World War IV
Worlds Apart
Wottascore
WOW
WW IV Blitz
WW IV H2H
Xott
Xott Solo
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TAILPIECE - PERSONAL COMMENT

Playing with Pain
PATRICK GLEESON asks: Computer games or Books?
JUST AFTER finishing reviews of a couple of computer games for an
amateur zine, I came down with a bad flu for a couple of days: not the
porcelain kind, luckily, just the shakes / shivers / bad muscle aches etc.
Shuddering with chills and wracked with pain, I had no great desire to rise
from beneath the covers to sit before the cold blue screen of my monitor. I
could not concentrate on work or sit in a desk chair, so I just curled up and
read a lot - about 250 pages of very small print in a new, expanded and
unabridged edition of Twenty Years After, Alexander Dumas sequel to The
Three Musketeers. Love that book. Always felt I had the heart of a musketeer
(even if my college fencing coach thought I looked more like Alan Hale than
Errol Flynn). Another Dumas book in the series, Vicomte de Bragleone
arrived in the mail during my illness (thanks to Amazon online for that!) It
follows Twenty Years After. The next book after that in Dumas series is
Louise de Valliere; which is on order from Amazon.co.uk. It fills in the space
between Vicomte de Bragleone and Man in the Iron Mask.
These are books. They are like portable computer games. You can take
them anywhere. They even have a great save game feature (called a
bookmark). They do not require batteries or power packs or a wall plug.
(Although they do require a light source to activate; they are not solarpowered). They run on any operating system, sound or video card you have
installed in your brain, regardless of your RAM or storage capacity. Even
the oldest and slowest machines with fragmented memories can run them at
near-top efficiency. Amazing. I think the trend may catch on.
I am not being totally facetious. I spend a lot of time with computergames
and with books. I am constantly subjected to advertising that seeks to lure
me into buying a game by telling me it will take 20, 60, 100 or more hours
to get through the game. This is a selling point? Do you realize that for every
20 hours spent playing computer games you could read a great work of
literature, or two not so great works, or even a couple of dirty novelettes?
Or see ten movies (well, ten normal movies or six Titanic-size flicks or watch
the Sorrow and the Pity five times - but only if you have been very bad in
a previous life or were a rather nasty person in Europe in the 40's). Such
endless possibilities!
Telling me that a game is good because it will take 100 hours to play is
like selling me art by the foot. (Oh that Mona Lisa is quite charming, but don’t
you have something a bit wider, after all, it has to go over the sofa in the living
room.) Bigger is not always better (well, maybe in Playboy!) Bigger also
means more pain. Now, I love gaming. I live it, breathe it, feel it crunch beneath
my toes (well, maybe not that), but it is just that computer gaming, despite
its many wonders (and I do enjoy those wonders) has four serious
drawbacks. The first is PAIN. I am talking about the finger joints crackle,
neck-rick and spinal tap (not the band) kind of pain. Add to this menu of
self-inflicted torture serious, blurry eye strain, brain-in-a-vice headaches
and, yes, lower back stabs and flat-bottom / sweaty pimple butt melancholia.
To this agonizing and unrelenting physical pain we have to add another
malady: long sleepless nights. This is the second drawback:
The Groggy Grognard
Face it, when else can you put in this 20 or 60 or 100 hours required to
find the foozle, conquer the universe, build Cleveland or complete the
Daytona Disc 500 except late at night? It is either then, or give up family
time or work time. Even if you set aside a time: “Oh honey / kids, dad’s gonna
go play on the computer for the next six hours,” it is not the same as “honey
/ kids, dad’s going over to Charlie’s house to play games with the guys.” It
does not ring true.
You of course pay the price at work or with the family, as your blearyeye sleeplessness makes you grumpy and irritable, and of course robs your
body of the rest it needs to recuperate from the pain you inflicted upon it

by staying up all night to rescue Princess Metal Bra from the evil wizard or
to once again prove that Manchester United will win the Premiership once
again thanks to your your enlightened managerial skills. At about four in the
morning they all kind of merge together, so you may find you have tried to
substitute Princess Metal Bra for David Beckham for all you can remember.
This leads to the third in our litany of pains: Limited Social Contact.
Unlike board games, miniatures, cards, family games or sports, or even playby-mail, computer gaming is almost totally devoid of the face-to-face,
exchange a joke, look deep into the eye of the opponent kind of experience
that make other kinds of games more social events than contests or puzzles.
On-line gaming, even with someone you know, is a bit better, but only in
the way phone sex is a step beyond solo sex. Playing solitaire with a
computer game is a lot like playing solitaire with... ahem. (I’d better stop
there; I don’t want to wind up before the Congress.)
Were this all the pain, we might say “Lead on, Macduff” but it is not.
There is the greatest pain of all. The fourth and final step into the void: The
Pain of Waste. When things go wrong in a computer game, it is hard or
impossible to fix. You’ve watched games crash. You have been unable to
restore positions you’ve worked hard and long to acquire. You have run into
some bug or (even worse) some intentional block placed by a sick designer
that makes you want to scream or call tech support (which often costs, or
else may require hours or days of waiting).
When you fail to get a satisfactory answer or are told you have to restart
and write off the last ten hours of your life, you are likely to do as I have
done and hit the door on the drive, pop out the disk and play Frisbee. (Or
load the CD in the toaster for the “flaming CD poptarts” effect as in Small
Soldiers). You think I am kidding? Panzer General is still imbedded in the
wall on the other side of my office at home. Ask my wife.
Floppy disks sharing the Pain of Waste
A particularly heinous (and sadly commonplace) crime of computer
game makers is the Bug-Fix Patch Of No Return, that you install (sometimes
these are necessary to complete a game) after you're countless hours into
your glorious saved game. Oh, the agony! - when you discover that the fixed
version won’t run saved games from previous versions of the game, and/or
the patch replaced all of your saved game slots with blank entries!]
Now, many games are a joy, are enriching or are just plain fun and relaxing.
Others are or get to be a chore, especially those which come with the top
four downsides listed above. The frequency and degree of occurrence in 1,
2, 3, and/or 4 can really get you to the point where you curse yourself for
wasting so much time. You wish you could rub the lamp and get a wish to
turn back time, or start to pray for a power outage just so you can STOP
the PAIN. Now, lest you think I have gone waaaay off the deep end (instead
of just wading a bit and dipping my toes in the river of no return), let me
reassure you that I love gaming. I especially love board games, card games
and miniatures. Eleven of my board games have seen shelf life. I continue to
design board games. I have been doing computer game columns and beta
testing since the days of the 48K Atari 800. I have many favorite computer
games and there are many other computer games of which I have wonderful
memories of playing alone or with friends - on-line, hot-seating or, my
favorite, “us against the computer.” My nephew, who is 8, is especially fond
of “me and my uncle against the computer.” Proof that quality time and
computer gaming are not necessarily exclusive of each other. Rest assured,
I love games. I will keep gaming. I will keep writing about games. I will keep
introducing others to games.
BUT, I am tired of the pain. I also need to sit down, peacefully, with
a good book - nay, a GREAT BOOK - and enjoy that most wonderful of
all video cards, RAM chips and operating systems: the imagination.
May your motherboard never fry.

Aspects of Might
About the Game
Aspects of Might (AoM) is a fantasy game set in a unique world,
the mysticism and religion of which is drawn from the Tarot.
As two or more potent individuals, players take part in rebuilding
a crushed civilisation.
AoM is part role-playing, part adventure, part strategy and part
powergame: you can play it as any one, or all of these.

Playing By Email
AoM is run by email, with a turn every week. Turns are sent out
to you every week in ‘PDF’ format: this is really easy to read and
really easy to print off.

How To Join
All you need to do now is to send an email to:
Silverdrea@aol.com
We will send you the rules…free… for you to peruse at your
leisure. You only pay if you join the game.

What it costs
AoM costs a base £1.50 per turn, plus 50p for each character you
play (so that is £2.50 a week after your setup runs out).
Mention ‘Magician Advert’ when you apply and we will give you
your set-up and ten turns for your two characters for a tenner.
We take cheques, credit cards or payment via PayPal.

Silverdrea@aol.com
www.silverdreamer.com
Silver Dreamer, 174 Charles Street, Greenhithe, Kent, DA9 9AJ
Tel: 01322 387195 (telephone 11 till 6 weekdays only).
Tarot images courtesy of U.S. Games
AoM uses the Madhouse neXus engine.

