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* Consider joining our staff!

It seems like we've been here, before. On. Off. On. Off. Surely,
there must be a better way?

Not only has Suspense & Decision been missing in action, the
eagle-eyed among you will notice that our assistant editor, Bernd,
is missing, as well. Multiple attempts to contact Bernd in recent
weeks have yielded no response. This is a major loss to our
publication, as Bernd was one of its best writers. Even still, the
decision to resume publication necessarily requires that we move
forward, regardless. If Bernd returns, I'll be glad to add him back to
the masthead. For now, though, my primary focus is to just get
things back underway, once more. Forward, ho!

If you're wondering just who, exactly, managed to succeed at
persuading me to take up the gauntlet, once more, then that
dubious credit goes to Jason Oates (whether he realizes it, or not)
of Jason Oates Games. Be sure to thank him (and not me) for the
magazine's return. Are you glad that it's back?

Enjoy this issue! I'm already working on the next. Happy reading!

— Charles
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Special Thanks!

* This issue's front cover art features
Jim Gagliardi starring in the role of
Tom Krieger, aka Baron Mazas, of
Galactic Trade & Transport - or as it
1s more affectionately known, the GTT
- in the game Phoenix:BSE.

Please consider submitting something for a future issue!
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Adventure Awaits!

Check out these great sword and sorcery adventure modules
set in the World of Xoth:

XP1: The Spider-God’s Bride

A critically acelaimed collection of ten blood-red sword and sorcery
adventures, inspired by the pulp era tales of Robert E. Howard and
Clark Ashton Smith. Suitable for character levels 1-10.

XPZ: Song of the Beast-Gods

Intrigue and dark sorcery in the deserts and catacombs of Yar-
Ammon, the Kingdom of Tombs. A mix of wilderness travel, palace
intrigue, and delving into forbidden underground vaults -- a chance
for every character class to shine! Suitable for character levels 2-3.

XP3: The Citadel beyond the North Wind

As a regional sandbox, the module details the never-before-seen
northern landsand races of the World of Xoth. Suitable for character
levels 8-10.

XP4: Land of the Silver Lotus

Narcotic plants, hostile pygmies, giant slugs, and ancient evils — face
them all in this mini-campaign! Suitable for character levels 4-6.
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Dilithium Ramblings

Has editorial madness taken hold?
Charles Mosteller

I'll cut straight to the chase. The
magazine is back! Suspense & Decision
has returned. What does any of this have
to do with dilithium or with madness,
though?

Glad you asked. Pull up a chair, and sit a
spell, and I'll tell you a little story.

You may have thought that things were
back on track, before - with issues ten or
eleven. Apparently not, however, as
Suspense & Decision went missing,
again. How do we ensure that this will
never happen again?

Apparently, we can't. You see, there are
no guarantees in this world, not as it
relates to the publishing of PBM
magazines, anyway. As near as I can
tell, we'll just have to make do with what
we have, when we have it. Granted,
that's far from an ideal situation, but as I
have explained before, we live in an
imperfect world.

And so it is with that thought of
imperfection in mind, I have resumed
command. I have the Conn. This ship
comprised of letters and words, of
paragraphs and columns, of articles and
art is moving forward, once again.

Unlike the building of the U.S.S.
Enterprise, no United Federation of
Planets - no united federation of
anything - produces this magazine. The

only way that it gets done is if we publish
it, ourselves. And for that very reason,
the way forward will always remain
haphazard. Its future will always remain
in doubt.

Once upon a time ago, there was no
Suspense & Decision magazine. It came
into existence because myself and a few
others became energized enough to
make it happen. The transition from
concept to reality requires a certain
degree of energy, it seems. Isn't that
always the way that it is, though?

By now, our publication's readers have
probably long since given up on us - and
who can blame them? We've left them
stranded - again!

We've let them down. We've
disappointed them. We have failed.

I ask myself, "What would James
Tiberius Kirk do in a situation like this?"

Which is why I now explain to you the
nature of this issue. Issue #13, you see,
iS @ rescue mission.

Who, exactly, will we be rescuing?

All of us. You. Me. Everybody else.
Anybody and everybody that retains any
inkling of interest, at all - no matter how
small - in seeing this literary vessel take
to the stars of our imaginations, once

Issue 13 www.PlayByMail.net Page 8
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Failure always demands that a price be
paid. No matter how steep a price that
failure commands, we are not obligated
to let our failures determine for us the

value of our next undertaking.

In the movie Star Trek II: The Wrath of
Khan, it was Khan Noonien Singh who
said about that which he pursued, "He
tasks me. He tasks me and I shall have
him! I'll chase him 'round the moons of
Nibia and 'round the Antares Maelstrom
and 'round perdition's flames before I
give him up!”

Compared to that, what then is it to
pursue another issue in this, our ongoing
saga in the annals of play by mail
gaming?

While the lineal descendants of PBM
gaming continue to struggle, continue to
contend with what to call whatever it is
that they have become, from this
Captain's Chair, I can say with absolute
certainty that the term PBM - Play By
Mail - continues to prevail in the hearts
and in the minds and in the vocabulary
of the hobby's most die-hard stalwarts.

Our absence from the publication scene
for a bit may have persuaded some that
PBM's time has come and gone. They
may have persuaded themselves that our
absence was a tacit admission of defeat.
They may have even concluded that
Suspense & Decision had, at long last,
been vanquished to the dustbin of
history.

If that is the case, then Issue #13 rises

A PBM Magazine for the 21st Century!

to refute their case. It appears once
more on their horizon. Suspense &
Decision is back - and with a vengeance!

Issue #12 never materialized. Yet, while
its absence is conspicuous, its absence
does not bind us to never publish again.

Clearly, as this issue demonstrates, we
can - and we do - reject such a false
destiny.

People can think whatever they want to.
After all, they typically do. It is no
different, just because what we are
dealing with here is the publication of a
magazine in digital form.

When Suspense & Decision first started
out, we proceeded at what I feel was a
good pace. Along the way, we
encountered obstacles. Indeed, we have
faced danger in the form of an uncertain
future every step of the way.

If you ask me, everything about this little
adventure of ours has a distinct air of
uncertainty about it. I suspect that some
never thought that this magazine would
materialize in the first place. The
possibility is very real that there were
some who never thought that Suspense
& Decision would publish as many issues
as it did. Likewise, the probability is very
real that there are some who are reading
this article who believe that Suspense &
Decision magazine will never capture
anew the regularity which our first
several issues enjoyed.

All hands - battle stations! This rescue is
underway. Full speed ahead!

Issue 13 www.PlayByMail.net Page 9
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1929-1939

Along a course marked by pylons in front of a huge grandstand,
“the Thompson” was the greatest aerial contest of its time. Pilots
raced to their planes from a starting-gun'’s signal, flew off from a
standing start, and then raced at speeds of hundreds of miles an
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Drakensang Online

A new post in a multi-post thread
Jim Kemeny aka Greybeard

I have been playing on Drakensang
Online for about 6 months, and have
nearly 20 posts on this topic on
PlayByMail.Net. This is the latest (1st
June 2016).

My best character is now a Spellweaver,
who uses magic to attack with.
There are four character

types - Ranger (bow),
Dragonknight
(sword/axe melee),
Spellweaver, and
Steam Mechanicus.
The latter is dwarven
and specialises in
steam mechanics,

can build a temporary
fortified position on the
field to support the
character, and has access
to various mechanical aids
like a steamroller. This is the one
character-type I have not tried.

Each new character you start up begins
with being led through an introduction to
the game, which is based on quests, and
which takes your character to level 6.
This is very useful. NPCs can be
approached if an exclamation mark (!)
shows above its head. Once you solve a
quest the NPC who gave it to you shows
a question mark (?) above its head.
Sometimes this is when you have

There are
necromancers
who worship this
god and have the
power to summon
undead to attack
their enemies.

brought an item the NPC wanted you to
get as your quest.

I would urge anyone playing this to take
all the quests you can. They are in a
sense the key to playing effectively.

My Spellweaver has now reached level
28 and operates entirely out of
the Resistance Command
Centre. Resistance
against what, you may
ask? In the game at
large the main
enemy is the
undead, and there
are necromancers
who worship this god
and have the power
to summon undead to
attack their enemies.
You can actually watch this
happen when one of the
Nefertiti you are confronting does
this.

The Resistance Command Centre has a
second task to confront Pillaging Dragon
Berserkers that have the power to breath
fire as an attack (in addition to melee).
My Spellweaver's main area of operation
is on the Burning Coast, accessed
directly from the Resistance Command
Centre. I believe the pillaging dragon
berserkers were responsible for turning
the Burning Coast into a burning hell,

Issue 13 www.PlayByMail.net Page 12
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littered with burning buildings, ruins and
abandoned wagons, etc. But no doubt all
will be made clear later in the game.

My best character is now a Spellweaver,
who uses magic to attack with. There are
four character types - Ranger (bow),
Dragonknight (sword/axe melee),
Spellweaver, and Steam Mechanicus. The
latter is dwarven and specialises in
steam mechanics, can build a temporary
fortified position on the field to support
the character, and has access to various
mechanical aids like a steamroller. This is
the one character-type I have not tried.

Each new character you start up begins
with being led through an introduction to
the game, which is based on quests, and
which takes your character to level 6.
This is very useful. NPCs can be
approached if an exclamation mark (!)
shows above its head. Once you solve a
guest the NPC who gave it to you shows
a question mark (?) above its head.
Sometimes this is when you have
brought an item the NPC wanted you to
get as your quest.

I would urge you to take all the quests
you can. They are in a sense the key to
playing effectively.

My Spellweaver has now reached level
28 and operates entirely out of the
Resistance Command Centre. Resistance
against what, you may ask? In the game
at large the main enemy is the undead
and there are necromancers who worship
this god and have the power to summon
undead to attack their enemies. You can
actually watch this happen when one of

A PBM Magazine for the 21st Century!

the Nefertiti you are confronting does
this.

The Resistance Command Centre has a
second task to confront Pillaging Dragon
Berserkers that have the power to breath
fire as an attack (in addition to melee).
My Spellweaver's main area of operation
is on the Burning Coast, accessed
directly from the Resistance Command
Centre. I believe the pillaging dragon
berserkers were responsible for turning
the Burning Coast into a burning hell,
littered with burning buildings, ruins and
abandoned wagons, etc.. But no doubt
all will be made clear later in the game.

NOTE: Be sure to read Greybeard's
multi-post thread about Drakensang
Online in the forum at PlayByMail.Net.

Drakensang website

Drakensang forum

Drakensang on Facebook

Issue 13 www.PlayByMail.net Page 13
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War throws the land of Alastari into chaos by the Rirorni horde invasion.
Swept up in the conflict is My-re, a girl living near the Rirorni plains.
Regarded as a spoil of war, she is raised in a Rirorni family.

Now, life in the Rirorni Empire is dangerous, brutal, and short. Her
troubles begin as warlords within the Empire fight each other for
prestige, property, and honor. For mutual protection, the family
teaches My-re the Wall of Steel combat style, when executed correctly,
no blade, no weapon can penetrate.

Confronted by a prominent warrior, My-re kills him. Found guilty, she
is sold to a slaver and exiled back to Alastari. However, there is no
joyful return, as she is sentenced to fight in the Blood Games arena.

My-re’s one chance of freedom is winning the tournament. However, to
become champion, My-re won't have to best her opponents, but
slaughter them.

Throughout the years, many fine managers | Blood Games official release date was
have enjoyed the play-by-mail game of 6/30/2016, and the novel’s link is below.
Duel II by Reality Simulations, Inc.. One http://www.blackrosewriting.com/sci-
very intense period was during the Rirorni | fifantasy/bloodgames

War, which threatened to engulf all of
Alastari. The novel is also available on
Barnesandnoble.com, Amazon.com,
This event serves as the backdrop for the and Kindle, by searching under the
author, Mark G. Manley to bring to light author Mark G Manley.

this epic story. Since the release of the
novel Dark Arena, he has worked to bring | The novel is a treat to read and provides a
his next novelization to life and make the rich background to the play-by-mail game
story of the Rirorni War and the of Duel II at www.reality.com.

subsequent events available to the greater W
public.
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Why I Choose Play-by-Mail

Reason after reason after reason
Ned Leffingwell

[Note: For this article I will be using
the term play-by-mail, even though
turn-based game, correspondence
game, and other terms are in use
today.]

We live in a golden age of gaming, as
there are many options when it comes to
games and entertainment today. Video
and computer gaming are billion dollar
industries, and app games have brought
gaming to a wider audience. Eurogames
and strategy board games are now
mainstream and are sold in stores such
as Target. Role playing games are over
40 years old and are attracting new and
old gamers through the internet and
Kickstarter. There is easy access to
various types of quality gaming. Out of
these choices, why pick play-by-mail
gaming?

One reason for choosing play-by-mail
gaming is that it allows me to play
against many opponents at once. If we
exclude party games, most strategy
board games have a practical limit to the
number of players that can be involved.
My favorite board game, Diplomacy,
maxes out at 7 players. Play-by-mail
games allow for games with many
opponents. Games with players in the
double digits are the norm. Because the
company adjudicates the game turns,
usually with computer help, games with

many players are easy and feasible.
These games give me the feeling that I
am a player in a grand struggle of global
(or galactic!) scope.

Play-by-mail also gives me access to
opponents. Finding opponents for games
can be a challenge. We have to
coordinate schedules, block off a 2-3
hour (or longer) time slot for the game,
and find a place to play. Play-by-mail
takes care of those logistics. Opponents
are already located and are dedicated to
the game. The venue is my own home,
office, or wherever I find the time and
space to work on my turn. Finding a
block of time is not as big of an obstacle.
A player does need to invest time into
planning and crafting their turn, however
they do not need to do it in one sitting. I
can work on my turn at my leisure as
long as I have it ready by the turn
deadline.

Because play-by-mail games are
moderated, I can focus on just playing
the game. When I gamemaster a
session of Dungeons & Dragons, I have
to be knowledgeable of all of the game
rules, the stats of the player characters,
and the plot of the story. When I play a
strategy board game, I also have to
know all of the rules of the game and
make sure that my opponent and I follow
them faithfully. When I play a play-by-
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mail game I can focus on how the game
plays and let the moderator do the heavy
lifting. While I still need to know the
rules and strategy, I focus more on my
participation and my enjoyment.

The time factor is another reason I
choose play-by-mail games. I used to
brew my own beer and wine.
Homebrewing involves a lot of work up
front and then a lot of patience as you sit
and wait for your product to mature.
Part of the process is staring at a bottle
of wine on the shelf, wondering how the
flavors are developing. Time will pass,
and as you go about your everyday
existence your batch of beer or wine is
slowly developing its way to greatness.
A play-by-mail turn is the same way. I
can ponder correspondences, research
plans and rules, and craft strategies.
Once I write down the turn, all I have to
do is wait for my plans to ferment.
Opening an envelope of game results is
like opening a bottle of aged wine, and I
can savor the sweetness of victory or the
bitterness of defeat.

I find that play-by-mail offers a
sophisticated gaming experience. My
social and cognitive skills are pushed to
their limits. I can engage in a complex
simulation game that is hard to duplicate
in other formats. The time between
turns helps to mitigate the industrious
task of planning turns. I will probably
never be the head of a nation-state or
galactic empire, having to juggle
alliances while crafting plans of
diplomacy and battle. Play-by-mail is
the closest that I can come to that

Issue 13 www.PlayByMail.net
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experience.
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HYBORIAN WAR'™ is a Play-By-Mai
game which allows you 10 rule any
Kingdom in the Hyborian Age of Conan
Your Kingdom will respond 10 your every
command with NS Own uUNQUO ArMees,
leaders and culture — Authentically re-
created from the Conan series

In the imaginative setting of Play-By-
Mail gaming you can play against 35
players from all across the nation. Each
game turm your commands, and the
commands of the rulers surrounding
you, will be resolved simuitaneously at
Our processing center. After each turn
you will recerve back extensive writien
accounts of your countries fortunes in the
battle, intrigue, dplomacy and adventure
which is HYBORIAN WAR™

Now you can create the legends! Forge
by your decisions the tumult and glory of
the Hyborian Age. Your game turns will
be simple to Kl out but will cover a
fantastic range of actions you may
take Across the Hybonan
world, from the howling Pictan

T tems e 55 87 o S5 dependieg on Pe Suw of Country you Chose 10 phay  Jow
™ e o OArds et ardly et It Ny, T vied Fhenaciien Carmet ondy made

wilderness in the west, 10 slumbenng
Stygia gathering her wizards, 10 the

Hyrkanian kingdoms with nders in
steel and silk and goid, 10 the fantas- |

Kambulia in the east the Cry of empire
s the air
Send forth your tested lords and generals
10 lead the host Send forth your spys and
heroes 10 steal the treasures of the world,
Kidnap a mighty noble, or even assasinate
your foes most gifted wizard! Decree the
policies of your land, giving your subjects
good government or bad. Call forth your
priests from their temples 10 speak proph-
ecy and council. Command such wizards
as you have for the tde of war may turn
upon their arcane magics. Rule and con-
quer! The jeweled thrones of the earth
await thy sandaled tread

www.reality.com

€ 19 Coren Pagetes e Al fghe reserved
Trmomrarnn of Coran Frogeses v
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