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SUSPENSE & DECISION 

 
Issue # 3 

 

It's the dawn of a new 
year, and Suspense & 

Decision is ringing the 

new year in with issue # 
3. 

 
And who better to grace 

the front cover of the 
first issue of the new 

year than Bigfoot? 
 

Getting more women to 
try their hand at playing 

PBM games was always 
a challenge for the 

genre, and for many 
women, PBM games had 

about as much appeal 

as getting abducted by a 
Bigfoot. 

 
Yet, women are no 

strangers to many other 
forms of turn-based 

gaming. Why, then, was 
Play By Mail largely a 

cryptid form of gaming 
for the fairer sex? 

 
Or was PBM more 

popular with women 
gamers than we give it 

credit for? 
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The Changing Face of PBM - A Decade On 
By: Mica Goldstone 

 

In response to Charles’s comments on an 
old Flagship article, I have a few 

comments of my own. 
 

First, it was about decade ago, so some 
of what was relevant then is no longer 

the case. I was somewhat frustrated 
back then, as like the companies around 

us, we were watching a decline of player-
base with customers that were prepared 

to comment about the reasons - often 

quoting costs of playing our games 
against the alternatives. I suppose if we 

didn't see ourselves as very different 
from other gaming industries, why would 

our customers? 
 

It has taken some years to come to 
terms with exactly what we are as an 

industry. I now see us as the personal 
service of the game industry. We offer a 

premium product with a lot of hands-on 
care. As the Savile Row tailor is to 

Primark, we are to the gaming industry. 
Yup, we are so niche we occupy the 

equivalent to a single postcode, 

compared with the rest of the world. The 
analogy also goes further, in terms of the 

product, itself – a suit from Savile Row is 
an item of longevity that will be with the 

customer for years, possibly decades, 
much like their positions in our games.  

 
For a long time, we attempted to 

compete with other gaming markets, by 
decreasing our turn fees to the point of 

being in danger of actually pricing our 
self out of business. Since then, we have 

wised up. Our customers will not thank 
us for going bust. Rather, they would see 

the games they enjoy playing continue, 

and understand that we, also, need to be 

paid to deliver them at a professional 
level. 

 
My hobby outside the gaming industry is 

beekeeping, and I can see parallels 
between the two. I sell a handful of jars 

of local honey for £6/lb, compared with 
£2.50 from Tesco. When asked what the 

difference is – I explain that, for starters, 
you cannot buy my honey from Tesco. 

Our products are unique to us, and we 

are proud of them for being superior in 
many ways, and charge appropriately for 

our time and the product. We are neither 
greedy, nor seeking to become 

millionaires, but have to cover overheads 
- and as we are not shifting hundreds of 

thousands of units, the mark-up per unit 
has to be higher, as a consequence (also 

honey, like PBM, is not to everybody’s 
taste). 

 
As to Charles’ charges of not acting as a 

group or even talking to others – I 
concede the point, to some degree. We 

attempted a few joint operations, though 

they simply failed, for various reasons; 
failure of the magazine we were working 

with; lack of understanding of what our 
games were at the shows we attended, 

and ever more frustrated by the lack of 
appropriate places to advertise. In the 

end, the climate was not right, and it 
was becoming foolhardy to keep 

chucking money at it. 
 

I also think that quite a few people back 
then thought creating and running a PBM 

was simple. Somebody once described 
Phoenix as ‘just a text editor.’ This 

staggering level of naivety will likely 

remain a stumbling block to new  



 

http://www.phoenixbse.com/index.php?a=signup
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customers for any PBM game without a 
fully interactive online user interface like 

Nexus*. Often, PBM is a fine port in a old 
musty bottle! 

 
So, here we are eight years later, and 

the industry appears to be going through 

a change for the first time in at least 
fifteen years. Personally, I think it is in 

our favour. 
 

It looks like the MMO industry has got 
itself stuck in a rut, with new games 

attempting to mimic the success of WoW 
or seeking merely to generate short term 

revenue on initial subscriptions and sales 
of the game pack. Even console games 

that seem to explode onto the market 
last, at best, a couple of months, then 

disappear into the background – take 
Skyrim, for example. Some of our 

players were raving about it on our 

forums, but they never considered 
leaving Phoenix. 

 
This is being reflected in the rise of board 

and role playing games industry, proving 
that contrary to popular belief at the 

time, the computer games industry has 
not killed off traditional games. Rather, 

they have made gaming mainstream, 
while at the same time, not being 

capable of fulfilling all aspects of gaming 
needs. You could say that they have 

actually spawned addicts looking for a 
different fix. 

 

I have noticed that there are a growing 
number of board games, where the 

options available in a turn are so 
numerous and with such big 

ramifications that games can stall, as 
analysis paralysis sets in. Board games, 

therefore, have a glass ceiling set by the 
time to take a turn. Step up and take a 

bow, PBM – where there are no 

drawbacks of over-thinking a turn 
(unless you miss a deadline). Combined 

with its ability to play at convenient 
times, like online and console games, 

this makes PBM the perfect 
procrastinator's board game. 

 

For many years, I have been looking for 
a term to describe our industry, because 

PBM no longer fits the bill, especially for 
games such as Phoenix where people 

often do not even use email, having 
become reliant on the Nexus* for all 

aspects of gaming. I think, though, that I 
may be missing a trick. Take American 

football, for instance – despite its 
misleading name, it is accepted for what 

it is, as it has evolved over time. To 
suddenly rename it, now, would be to 

cause confusion. The term PBM is 
synonymous with remote playing, turn-

based, low graphic use, strategic, and 

more often than not, simultaneous 
control of many units that distinguishes it 

from other genres. That PBM has 
evolved, is probably not a reason to seek 

out a new term. Rather, use this as the 
springboard to explain the evolution of 

the hobby in the post-PBM universe. 
 

So, all in all: 
 

· Console and online gaming have 
become mainstream. 

 
· Board gaming is on the rise, fed by 

the console and online markets, 

together with the children of pre-
console gamers becoming gaming 

adults. 
 

· Board games have a glass ceiling 
turn length, due to analysis paralysis 

(and a small player limit per game). 
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· PBM targets those wanting 
something more from a board game 

with the convenience of an online 
game, and often, the overtones of a 

role playing game complete with 
moderator. 

 

Now, it is just a case of bringing the 
knowledge of the PBM industry in all its 

forms to the prospective customer – not 
an easy challenge, but probably easier 

than it was a decade ago. 
 

*Nexus – the name of the online 
interface for Phoenix has been an 

ongoing development for five years, and 
has everything from a custom built wiki, 

forum, turn editor, position editor, data 
mapping resource, and so much more. 

These aren’t an off-the-peg wiki or forum 
linked to a bunch of static pages, these 

are fully integrated. This said, this is 

nothing compared with the depth that 
there is in the game. I’m not just saying 

that – read the article I submitted for 
this issue on handling damage in 

Phoenix. We may come across as a bit 
arrogant, but we have worked bloody 

hard for many years to ensure that 
Phoenix is cutting edge Post-PBM without 

pretensions that it is any other genre of 
gaming. 
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We are planning a new play by mail / 

play by email game called REGIME 

CHANGE. It is going to be quite different! 

Players will command a spaceship, and 

are on the run from the Terran Solar 

Federation. As such, you are heading 

through uncharted space, facing 

unknown perils in your bid to survive, 

while dreaming of regime change to 

overthrow the hated evil empire of the 

TSF! 

There will be star maps, environmental 

reports, and news of latest technological 

developments (changes are so fast your 

upgraded spaceship will soon be 

obsolete, again!). You’ll give orders and 

perform actions as you battle against the 

conditions and a host of hostile 

elements! This is a space opera, and 

you’re the actors! 

The really big difference is the inclusion 

of the Terran Solar Federation’s (TSF) 

News Mediacast. Each game turn, on top 

of your own information, you’ll get the 

‘official’ view via an audio mediacast (in 

mp3 format)! This will be censored by 

your enemies in the TSF, but give hints 

of what may be going on (or it could just 

be misleading propaganda!). 

 

 

So, each turn you’ll have pdfs containing 

your own information, and an mp3 audio 

file of the radio broadcast from the TSF, 

all delivered via email! Alternatively, 

you’ll be able to play by mail through the 

post, and get printed turns - plus a CD 

copy of the audio file! AGEMA is entering 

the future with this new concept in 

gaming! 

Regards, 

Richard 

 

Agema website 

Agema forum 

Agema downloads 

Agema books 

 

 

Pay for turns 

Contact Agema 

Regime Change 

By: Richard Watts 

http://agema.org.uk/
http://agema.darkbb.com/
http://agema.org.uk/page38.html
http://agema.org.uk/gallery.html
http://agema.org.uk/page9a.html
mailto:agema@hotmail.co.uk
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REVIEW OF ALAMAZE 
By: HeadHoncho 

I grew up in the 80's, when Play-By-Mail 

games were quite big. Duelmasters, 

Hyborian War, Legends, and a number of 

others, but for me, the best of them all was 

Alamaze, winner of a number of "best" 

awards at Origins and elsewhere. 

After the Internet became big, I occasionally 

conducted a Google search for Alamaze, so 

fond were my memories of the game. In the 

90's or early 2000's, I found the former 

proprietor, who was still running the 

occasional game. Unfortunately, due to a 

lack of players at the time, I waited for over 

a month for a game queue to fill (you need 

15 players to start a game), and with no end 

in sight, I reluctantly withdrew and forgot 

about it. 

Fast forward to earlier this year. I conducted 

one of my occasional Google searches, and 

voila! What did I find this time? A new 

webpage at http://www.alamaze.co (that's 

right, .co and not .com), and more 

importantly, a player community at 

http://kingdomsofarcania.net/forum which 

was vibrant and fun! 

This time, I got into a game within a week or 

two, and embarked upon a fantasy quest to 

attempt to lead the Black Dragon kingdom to 

victory over the rest of the world! I came up 

against Gnomes, Giants, Warlocks, even the 

shadowy Underworld. At the end of the 

game, I came up a bit short, but it was fun 

seeing my Sorcerer and Ranger allies coming 

up on top. 

The game itself is played on a square map, 

26 x 26 in size, divided up into ten regions 

with six terrain types (plains, sea, forest, 

mountains, marsh, desert). The map has 12 

cities marked on it, as well as dozens and 

dozens of unmarked towns and villages. 

The game plays like a classic 4X computer 

game (explore, expand, exploit, and 

exterminate), in the classic turn-based 

format. If you've ever enjoyed games like 

Civilization, Warlords, Heroes of Might and 

Magic, or many others, you'll probably enjoy 

Alamaze. Turns run three times every two 

weeks, for approximately seven turns per 

month. Most games take anywhere from 15-

30 turns to complete, which is about two to 

four months. 

If that sounds too slow to you, fear not, 

there's plenty to take up your time. 

Negotiations with the other 14 players in the 

game can take as short or as long as you 

want, and although you're not required to 

negotiate, you will tend to do better (or even 

much better) if you do. 

In this regard, the game is like the classic 

board game, Diplomacy, with simultaneous 

turn submissions resulting in a surprisingly 

large amount of tension and excitement as 

you await your turn results, to see if people 

did what they said they would do! 

The game play itself has all of the elements 

of a classic fantasy world. You have Kings 

and political emissaries, whose jobs are to 

run the empire and convince cities, towns,  
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and villages to join your Kingdom. You also 

have covert emissaries, known as agents 

and fanatics, of varying levels of skill, which 

carry out missions for your kingdom such as 

assassinations, kidnappings, thefts, bribery, 

and others. 

Of course, you also have armies, with many 

different troop types, from light infantry to 

elite guards, to various cavalry types, to 

skirmishers and horse archers, to dragons, 

giants, trolls, ogres, orcs, wyverns, to 

special magical troops such as skeletons and 

wights. These armies are led by basic 

captains, all the way up to powerful 

warlords, which can multiply your army's 

effectiveness by close to double. Armies go 

into the field to fight each other, or to attack 

or siege cities, towns, and villages. 

Finally, last but not least, you have wizards, 

which are my favorite part of the game. 

Ranging in power from the lowly adept, who 

can only cast a self-invisible spell for 

protection against harm, to the mighty 

Power-9 and even Power-10 wizards, who 

have dozens of spells at their disposal which 

can affect entire armies or regions. 

In order to use or develop all of these 

resources, you have finite gold and food and 

"orders" used to execute your kingdom's 

plans. Gold and food are produced by your 

cities, towns, and villages, while orders are a 

function of your King's influence, which can 

increase or decrease based on certain 

occurrences in the game, but most 

commonly based on gold spent to increase 

influence. 

All of this requires a careful attention to your 

balance sheet, and a prioritization of 

absolutely critical needs compared to merely 

strong wants. In order to become good at 

the game, figuring out which orders to 

execute, and which to set aside, is absolutely 

essential on any given turn. 

Please note, the game itself is relatively 

complex, with proficiency coming after a 

couple of games, perhaps, but true mastery 

continues to elude me even after over a 

dozen games both pre- and post- relaunch. 

And the replayability of the game is 

immense, every game is different, and you 

can try any of 15 different kingdoms, nearly 

all of which are vastly different. 

If you decide to give it a shot, don't get 

discouraged by initial failures and errors, 

they happen to everyone, and even veterans 

like me still make the occasional order 

mistake. The player community is fantastic, 

and you'll find no shortage of players who 

are willing to lend a hand in terms of 

strategic and tactical advice, and answering 

rules questions. 

Finally, a special shout-out to the game's 

programmer and main gamemaster, Cipher, 

who is pretty much one of the friendliest, 

most responsive, timeliest, and most 

competent people I've ever met in gaming. 

He keeps things running and on time, with 

an attention to detail that is simply 

immense. The head of the company, Ry Vor, 

is also incredibly knowledgeable about the 

game, its history, and is constantly 

participating on the forums and taking 

feedback into account. The game has already 

changed and in my opinion improved since 

the old days, and it is still evolving and 

getting even better. 

I hope this review is helpful to you, and that 

you'll give Alamaze a shot!  



 



 

http://www.flyingbuffalo.com/
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As a boy growing up, I used to shoot bows a 

lot and even did well enough to win some 

competitions at the area conservation clubs. 

I was decent enough at archery, in my step-

dad's eyes, to hunt my first deer at the age 

of 14. We planned a trip to West Virginia, my 

step-dad, a friend of his and myself, to 

hopefully thin the herd a little bit. 

It was beautiful there, with the colors of fall 

and the creeks, cliffs, hills and hollows. A 

hint of winter in the air and the smell of oak 

burning. Our first day there we found a 

campsite to put the camper on, built our fire 

pit, then decided to explore a bit. We drove 

the truck down some roads that were 

basically just two ruts in the mud - you 

know, the kind of road you couldn't take 

some yuppie car down. 

We ended up driving for hours and hours, 

enjoying the land of 'ol Devil Anse himself. 

Eventually we stumbled upon a small, beat 

up, aged, all wood shack with a sign that 

read "General Store". We voted on whether 

we should stop and grab something to eat, 

like some chips and a candy bar, and the 

vote turned out to be 3-0 in favor of the 

snacks. As I browsed the 3 wood plank, 

dusty isles in the store, a comic book rack 

caught my eye. 

My memory may be rusty, but they had 

some pretty old stuff on those comic book 

racks, and among them was an issue of 

SSOC (Savage Sword of Conan.) It looked 

pretty cool, so I picked it up and flipped 

through it. Lots of heads being chopped off 

by a massive man with an axe and sword, 

half naked women... Score! I bought it. Well, 

my step-dad did, but it was mine. So were 

the orange Hostess cupcakes, the Snickers 

bar, Slim Jim and the Mountain Dew... So we 

get back to camp later that night after eating 

some fish, hushpuppies and pumpkin pie at a 

nearby Long John Silvers. With my belly full, 

I climbed into my sleeping bag with my issue 

of SSOC in hand. I had been waiting for that 

moment all day, and now it was upon me. I 

stared at the cover for a minute, soaking in 

all the great artwork, then opened the pages 

and began to read them. Wow! What a story! 

As I finished the issue and closed it up, I 

noticed a game being advertised on the back 

of it called Hyborian War, by Reality 

Simulations Inc. As I read through the 

kingdom descriptions, at that very moment, 

I knew I had to play it. 

Soon after we got home from the hunting, I 

walked uptown to the local pharmacy and 

checked their book section. Sure enough 

they had SSOC and the Conan Saga comics. 

Intrigued further about Hyborian War, I 

decided that I'd play a game. I haven't 

stopped since. 

My first kingdom choice was Cimmeria, of 

course. I did well, sacking my Imperial Goals 

and becoming an Empire. Little did I know, 

though, that Aquilonia was a powerhouse. 

He (Jeff) wiped me out with mercenaries 

soon after I took Gunderland. And he wrote 

me a letter via snail mail that said he 

would... eh, probably better to not reprint 

that text. As fate would have it, I wrote back  

How I Found Myself In Hyboria 

By: J.D. 
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with some mean stuff too and my mom 

found it, read it, and freaked out. 

I understood. It isn't every day that you 

write a letter like that. My next game, I 

selected Shem. Home of the elite archers, 

which I soon found out were nothing but 

cannon fodder most of the time. Regardless, 

I stayed up until my parents went to bed and 

then got up and filled out my turn sheet and 

drew pictures of who I was sending into 

battle. It made the game all that much more 

fun. I still play. Between then and now? 

Hyborian War is more a game of your own 

imagination working with some simple words 

and icons. There is nothing fancy or pretty 

about RSI's Hyborian War. 

If you have no imagination, the game might 

not be for you. At least in my opinion. My 

favorite part of this game is using my 

imagination with what the words and battle 

icons are telling me, as well as the 

camaraderie with others of like mind. 

Matching wits with your fellow gamer is 

always exciting. 

The bread and butter of this game falls into 

three categories: Battle, Diplomacy and 

Intrigue. It's a lot like rock-paper-scissors, to 

be honest. Each has their place in the game 

and as such can counter the other. The only 

problem is that not every kingdom (very 

few, actually) can excel or even succeed at 

all three. So, you need friends. And needing 

friends leads to what? War. I suppose that 

may have been intended in the making of 

the game, or perhaps it's just human nature. 

Either way, it works out. You'll get your 

wars. 

Battle, of course, is army vs army, or navy 

vs navy in an all out brawl to the finish. Your 

Generals, Heroes and Wizards all play a 

large role, as do your kingdom's troop types. 

Most of the game is centered and dependent 

on this. Diplomacy is the act of your 

diplomats whipping your people into a frenzy 

to go to war, or convincing another kingdom 

that peace is the best option for the 

moment, thus leaving them helpless to 

invade. Not to mention breaking foreign 

alliances and gloating at the fallout. Intrigue 

is the cloak and dagger stuff. Assassinating a 

diplomat to shut him up? Check. Spying on 

your friends and enemies to see what they 

are really planning? Check. Maybe the most 

dangerous and risky part of the game, but at 

the same time the most rewarding to you 

and damaging to your enemies. 

The good about the game? Well, they do 

take into consideration many factors of 

actual warfare. Terrain, troop types, 

numbers of troops, technology (magic) all 

weigh heavily in battle, so there is indeed 

some thinking that you have to put into it 

and tinker with at first. Once you figure it 

out, though, it can be quite rewarding and 

quite a challenge to lock horns with an 

experienced foe. I like that. Imagination, but 

I think I covered that. The diplomacy and 

the intrigue can and sometimes do balance 

out, but as in life... win some lose some. 

Nothing is guaranteed. 

The bad? Hahahaha. There is so much 

wrong, yet right, that it keeps people coming 

back. My personal gripes are forced peace 

treaties, troop type disparity, lack of 

character types per kingdom (Generals, 

Diplomats, Assassins, Heroes, Nobles and 

Priests). Yet maybe that is the balancing 

factor. 

As Khal Drogo once said, "These are 

questions for wise men with skinny arms. I 

do not know." I will leave it at that. My 

rating would be a 7/10. 



 

http://www.eaw1805.com/
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What is Olympia exactly? 

 - a pbem (Play By EMail), so you only need email 

 - a highly addictive social game 

 - a turn based strategy game set in a fantasy magical world 

 - a multiplayer game (50 - 200+ players) 

 

 How does it compare other similar games? 

 - it's open ended with no real victory conditions beyond what you set yourself. 

 - no solo win, game long alliances are the norm 

 - no hex map 

 - complex but therefore interesting timing system (movement and battles) 

 - the diplomacy is usually at alliance level 

 - 30 days of possibilities, no long or short turn orders, making outcome of the 

orders less predictable 

 - you have less units. 10-18 nobles with 1 key noble 

 - no races but lots of beasts 

 - the resource harvesting is pretty basic (nothing dynamic) - you can choose 

what you do: explore, produce, manage your holdings, build your empire,  

diplomacy, coordinate with allies, trade, mercenary, mage for hire, thief or just 

conquer. 

http://www.shadowlandgames.com/olympia/
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What's so special about Olympia then? 

 - as you have less units and you invest more in them on a long term 

 - one person's units can be very effective. 

 - you get attached to your nobles because they are characters! 

 - it permits more flavour and role-play 

 - less micromanagement because you don't have to manage 100-1000 

units 

 - the timing is complex but it adds more tactical decisions in 1 turn, and 

that's what strategy games are about 

 - you have a lot of variety in magic, you are free to choose your schools 

which can stack 

 - the same applies to skills, a lot of variety and it all can stack 

 - this means you don't have to specialize your faction 

 - the map is very interesting, you have the surface world with locations 

and (hidden) sub locations as well as Hades, faery, the tunnels and the 

cloudlands 

* It's open ended after all, so everyone will find their fun in 

this game. 

* If you want to join, send an email to 

tom.droeshout@gmail.com, so we can add you to the game. 

* The turns run once a week. 

* The game is open source and free 

* A fresh game has started (turn 4) and has grown to 125 

players, already. 

http://www.shadowlandgames.com/olympia/ 

mailto:tom.droeshout@gmail.com
http://www.shadowlandgames.com/olympia/
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When Chris Dempsey decided to replace 

Keys of Bled with Bledian Diary I still had my 

three clan positions, all active positions. 

They were transferred to the new game 

together with my account. This in itself was 

not problematic, at least while I explored the 

new world, the mapping, interacting with 

NPCs and the building of communities. Chris 

himself became more visible and we used an 

internet type forum for asking the GM 

questions and discussing the new ideas. 

Spellbinder Cost - - set up is £6 with you 

first two turns free prices then range from 

£1.95-2.95 dependant on orders This is a 

tribal game in which you take on the role of 

a tribal leader in which you lead your band of 

merry men & women to your own chosen 

goals. You may decide to be a Trader, 

Warrior Lord, Explorer, Political giant or just 

to take things as they come and go - the 

options are endless and completely of your 

own choosing. 

The game itself has evolved from a previous 

long running game called Keys of Bled now 

more expansive more options and generally 

a better game. A vast ray of non playing 

characters are always in abundance and 

meetings tasks and adventures are always at 

hand. There are no deadline dates in this 

game and you can play at you own pace. 

You make you more complicated actions like 

trading item buying and selling - ordering 

your people to make certain items and 

investigations and spying through a separate 

action called 'special orders' these are more 

GM interactive rather than computer 

randomised in other words these actions are 

not just put into a computer and see what 

comes out the other end, but is more 

complex with the GM working out all the 

different scenarios. As these actions give you 

the biggest scope in advancing in your own 

goal time and thought should be taken into 

issuing these orders get it wrong and it could 

put you back months. 

Maps are impressive in this game with detail 

down to the minutest detail available for 

instance you can have a map of the land of 

bled down to a map of the settlement that 

you are just about to enter. Maps can also 

change as tribes can alter the lay out by 

putting your clan to work on the landscape 

For a more detailed look at this game visit 

Spellbinder Games' website and down load a 

copy of the rules for free. 

http://www.pbm.ndo.co.uk/gamepages

/bled.html 

The website is unusual. This is the index 

page: 

http://www.pbm.ndo.co.uk/pbmgamesi

ndex.html 

But the game never really took off. This 

advert appeared in Flagship Issue 113 

(April/May 2005) p. 5. 

TURN-BASED GAME FOR SALE 

Chris Dempsey of Spellbinder Games reports 

that he’s decided to concentrate on running 

the football game Kickabout, and so is 

offering the software to run Bledian Diary for  

Bledian Diary 

By: Jim "Scribe of the Ages" Kemmeny 

http://www.pbm.ndo.co.uk/gamepages/bled.html
http://www.pbm.ndo.co.uk/gamepages/bled.html
http://www.pbm.ndo.co.uk/pbmgamesindex.html
http://www.pbm.ndo.co.uk/pbmgamesindex.html
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sale. Bledian Diary has been running for 

some years now, as an updated successor to 

Spellbinder’s Key’s of Bled, which was one of 

the earliest of all UK PBM games. In Bledian 

Diary, players lead their tribes of people 

across the fantastic landscape of a 

mysterious planet, Bled. If you’re seriously 

interested, contact Chris. 

All this was manageable but from around 

2005 I was getting interested in Ultima 

Online and the Age of Shadows (see 

Wikipedia article on this). with house- 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

building and crafting much emphasised. At 

first it seemed quite off-putting, too much 

about warfare, conflict and magic. A sort of 

precursor to World of Warfare, I suppose. 

But after lurking on the UO forums for a 

while I began to see the potential for 

peaceful crafting, and there was an entire 

community of role-players to interact with 

in-game. UO was to be my last game, and I 

spent a lot of effort in writing the 

background. A task of sub-creating that gave 

me a unique and rewarding last fling in 

gaming as failing health forced me to retire.  

 

http://olywiki.asciiking.com/wiki/index.php/Main_Page


 

http://www.takamouniverse.com/
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Turn 90 degrees from reality into the Realm 

of Shadows. There, the world is grey except 

for rivulets of glowing red blood that criss-

cross the landscape. This is where the dead 

and the unborn move from the afterlife to 

the prime material plane, guided by the pull 

of the glowing blood. Take another 90 

degree turn into the Wold, a place of magic 

and gods, where Witches tap ley lines that 

follow the paths of the blood, and where 

Fixers pull drops of the holy liquid into the 

living Wold, using it to repair the damage 

caused by the wars of the gods. 

This is the setting for WoldianGames.com, 

an online D&D world founded for a tabletop 

game in 1985 and played continuously online 

since January 1998. And the feature that 

makes it a good fit for the rhythms of a PBM 

audience? The Wold is a play-by-post game, 

with players checking in once a day, reading 

the posts from the game master and the 

other players, and then making their own 

daily post.  

Of course, people love D&D. And they love 

playing games online. There are forums 

upon forums filled with players seeking DMs 

and DMs starting games. But there are a few 

things that most of these games lack … 

things that make the Wold stand out. Based 

on my own 15 years of experience in these 

games, here are five tips to make your play-

by-post D&D game a long-lived success: 

1) Set Regular, Frequent Deadlines 

Some PbP games have an irregular schedule, 

with turns advancing when all the players  

 

have posted, or just whenever the game 

master has a chance to get online. At first, 

turns are processed daily, then a couple 

times a week, then a couple times a month. 

Player interest lags, and the game dwindles 

and dies. 

In the Wold, players must post every 

weekday. Sixty-odd players make about 

eight games, each with eight player 

characters and a GM – that makes a required 

nine posters, five posts a week, in eight 

games, for an ideal 360 posts a week total. 

The Wold has a Sherriff who tracks posting, 

and he reports that the Wold falls short of 

that ideal by about 20 to 30 posts a week. 

His weekly reports are widely distributed, 

highlighting games with good records, and 

noting those that need improvement. Players 

who miss too many posts are encouraged to 

step up, or get a substitute to take over their 

character, or maybe take a short break. This 

expectation for consistent posting, fostered 

by a community standard and active 

empathic engagement, keeps players 

invested in a game they know will not falter. 

2) Develop A Reserve Bench 

The real world always throws a spanner into 

your plans for a smooth-running game. 

People move or change jobs or get married. 

Computers and cars and enthusiasm dies. 

People get burned out. There WILL be 

turnover in every online game. For the vast 

majority of PbP D&D campaigns, that means 

the players fall below a critical mass, or the 

game master falls off the map. The game  

Five Tips To Make Your Play-By-Post 

D&D Game A Long-Lived Success 

By: Cayzle Alterio 

http://woldiangames.com/
http://www.giantitp.com/forums/forumdisplay.php?f=3
http://www.enworld.org/forum/forumdisplay.php?362-Gaming-Action-Play-By-Post-Center
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ends with a whimper. But there are ways 

around that. Run the game with a co-GM, 

which not only helps prevent burnout but 

keeps the game running if one game master 

quits. Decide on an ideal number of players, 

and aggressively recruit new ones as soon as 

there is a vacancy. Keep a reserve waiting 

list of people who might be interested in the 

game. 

In the Wold, playing eight to ten campaigns 

in the same game world means that there is 

always an extra GM to step in. That’s 

especially true since co-GMs are the rule. 

Each game also has an “Assistant DM” a 

player in the game who steps in when a 

game master is on vacation or falls sick, and 

who is often a game master in training. With 

a deep bench of active members, a player in 

the Wold can usually find a substitute to take 

over in emergencies. 

3) Foster A Sense Of Community 

The lesson we learn from Facebook and 

social media is that people like to connect 

with each other. For a long-lived game, 

provide ways for your players to become 

friends rather than just gaming 

acquaintances. Encourage out of character 

chat, jokes, and stories. And in game, look 

for ways to foster in-character friendship as 

well. 

In the Wold, there are out-of-character 

boards for real life chit-chat, as well as a 

weekly lottery to encourage posting. There is 

a board to discuss rules, and another to 

debate politics and other controversial 

topics. There is an in-character board where 

characters from different games can meet, 

get to know each other, and even play 

games and mini-adventures. Whenever a 

new person joins, every member is 

encouraged to send the newbie a welcome 

letter with some personal details about 

themselves. Also, GMs are rotated every so 

often from game to game, so that players 

get to experience different GM styles and so 

that our GMs get to know more people on 

the site. The fact that the Wold is entirely 

free (zero cost) also makes the members 

“friends” and “volunteers” rather than 

“customers” and “staff.” 

4) Offer Rich Content To Keep Players 

Interested 

For a short game, a prepackaged module set 

in a bland generic world is fine. But if you do 

not offer your players a rich gaming 

environment, with a detailed setting and 

interesting rules options to explore, they will 

get bored.  

The Wold has a decades-long history of 

creative development, with a unique 

cosmology, 20 gods and demigods, two new 

base classes, four unique races, 28 Woldian 

prestige classes, 14 campaign feats, new 

spells, magic items, monsters, and more. 

The vast majority of that content is found in 

a 930-page wiki. The Wold has also evolved 

with the game, from D&D 2.0 to D&D 3.5 to 

the Core Pathfinder flavor of D&D. This 

richness gives players a feeling that the 

Wold is a special place, not just a bland 

clone of a packaged setting – and that keeps 

them coming back. 

5) Embrace Churn 

It is inevitable that players (and game 

masters) will come and go. Some game 

organizers try to ensure stability by setting a 

high barrier to entry. If a player has to 

submit an application, or pass a test, or 

submit references, then the players who 

jump through the hoops will prove that they 

are devoted. However, my experience is that 

even devoted players may come and go. 

There is another philosophy. People will 

rotate in and out of your games – that's a 

feature, not a bug, because with time you 

select for players who do well in your 

setting. Let players enter your game freely, 

and leave freely, and eventually the ones  

http://www.woldiangames.com/Woldipedia/index.php/Woldipedia
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who like the game and do well in it will stick 

around. The Wold, for example, features a 

"no application or tryout policy." It is easy to 

join, and easy to leave. Those who end up 

staying prove themselves just by staying. In 

time, your stable of stable players grows. 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

For more information on play-by-post games 

or the Wold, contact Cayzle at 

cayzle@cayzle.com. If you are interested in 

joining the Wold as a player, contact site 

owner and Campaign DM Jerry at 

gericko@gmail.com. 

 

  

  

  

 

mailto:cayzle@cayzle.com
http://tbg.asciiking.com/
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After 30 years of gaming, one consistent 

problem has always been finding the great 

games quickly enough to give them a chance 

to survive, followed swiftly by GM burn 

out/lack of profit. The one thing i'd 

appreciate more than anything out of this 

magazine is a player sticking his hand up 

and saying in as few words as he fancies - 

'this game is great and here's why'. So... 

That's what I'm going to do. These are the 

games I balance between wife, kids, work, 

football coaching and everything else and 

they are all damn good! 

Xott (xott@sarknet): 

Frankly, if you enjoy hand moderated, 

traditional roleplay games then you should 

be playing this game. Its been running for as 

long as I've been around, costs circa £2.50 a 

turn and you get up to 15 pages of text back 

with maps and various. I play two positions, 

both parties.  

The Blades of Mekan, a large party of Mekan 

(war) worshipping orcs have spent their 

entire history exploring for treasure and 

fighting within Khan Dur, a massive, ancient 

dwarven city that was conquered by us orcs. 

Its full of competing and powerful orc clans, 

tricky trapped and secret areas and I've just 

started a major war down there between the 

major orc clans so its a great place to get 

experience! So far I've expanded my party 

to more like 20 individuals all detailed with 

histories, personalities and otherwise 

(Antony has amazing feeling for his game 

and can change your 2 paragraph turn 

response into pages of dialogue, thought and 

action), set up a temple to Mekan in the city  

 

 

 

 

 

above ground, successfully found several 

secret dwarven lairs where i gained plenty of 

loot but failed each time to breach their 

secrets - last time i failed some kind of 

pattern trap and the whole place got flooded 

- saved a halfling barbarian from slavery and 

started a major war that i'm hoping to whip 

up a bit more when i get my turn in later this 

week. This position worked so well because i 

wanted almost continuous action and 

opportunities hence sticking my party next 

to such an exciting place... they may never 

leave! 

The Misfits, an unruly band of mercenaries 

led by a troll shaman and her unruly ogre 

barbarian step daughters, was a very 

different position with different goals. They 

were mercenaries who wanted to help out 

others (suckers) in tricky positions. That 

makes my life harder as I only accept misfit 

types into the group rather than the 'good' 

adventurers... so far that basically means an 

ogre who had been turned into an elf, a 

creature with a disease known as Bane who 

now looks like a minotaur, a whore who 

wants to be a barbarian and a tiny rabbit like 

creature, a ghost (real useful). We're stuck 

in the middle of nowhere so we do travel 

quite a bit and have just finished our first 

run of weird quests just beating winter back 

to the town where we started. We'll so make 

our way down south to fight in the hobgoblin 

wars just as soon as I figure out how to 

travel through winter without freezing to 

death! 

The point I'm trying to make is that the 

game is cheap, full of information, large 

turns and exciting plot lines as you can quite  

Games You Should Be Playing! 
By: James Patterson 

mailto:xott@sarknet
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literally do whatever you like and Antony will 

turn it into something good however little 

you write. 

Legends (pbm@harlequingames.com): 

Another extremely long running game, this is 

almost entirely computer moderated which 

would normally mean it would be no good for 

me... but, with the rising of a new magazine 

like a Phoenix it jogged a few memories (I'd 

forgotten about Legends!) so i decided to 

give it a whirl having not played for 15 years 

or so. Having started I'm not entirely sure I'll 

ever stop! There is simply something 

addictive about the game that shouldn't 

happen with something where a computer 

does most of the work. To the basics... it has 

an extremely good program that acts as 

map, order system, information database 

etc. all integrated and easily usable - you 

can even import your allies positions (if you 

have any). That makes a big difference for 

me as it basically stops any mistakes and 

means i can do a turn in minutes once I've 

decided what I'm doing. You can take 

various positions ranging from things like 

Dukes who have cities and towns and armies 

as well as characters right through to the 

good old lair basher who starts with 3 

powerful characters... needless to say i 

started as a lair basher to learn the game 

and within this particular module (thrones of 

chaos) I'm automatically part of an alliance 

who know what they are doing - handy. The 

idea being for your team to fulfill certain 

criteria and win the game... being such a big 

game there are also mountains of individual 

things to aim for to help fill the gaps. Once 

I've got the basics, I'll have my lair bashers 

conquer or influence (i.e. convert) some 

towns etc over to give me the chance to play 

a more expansive role. 

A very clever aspect to the game is the 

massive element of the unknown... by which 

i mean that when I've (for example) 

conquered a lair through magic and combat i 

gain a load of items, weapons and bits... 

hurray... except I've no idea what they do. 

Spells can help there or trial and error but 

there's a certain level of excitement to 

wondering if in your next turn that item you 

are identifying might just teach you a new 

skill, improve your combat abilities, change 

your race, sex or religion or be something 

really special! Equally your character can 

gain statuses like vampire, werewolf, blessed 

or a religion, crusader, netherworld... the list 

goes on which all give powers and can 

morph either through combat or 'production' 

which happens once a month. Same goes for 

your familiar - he can morph too and gives 

you spells and extra powers (if you are have 

a mage skill that is). I'm sat writing this 

wondering if any of my characters are going 

to have anything morph this production - I'll 

find out Monday! 

I'm not going to go into huge detail here - 

there is loads of information on the website, 

helpful players and GM's who know far more 

than I do. The bottom line is that I didn't 

think I'd ever find a computer moderated 

game that I wanted to play - in fact, if the 

last issue hadn't come out and stimulated 

some movement on my part i probably 

wouldn't have bothered even now and I 

would certainly be missing out on the 

anticipation and in my view it's the amount 

of time i spend thinking about a game 

between turns that really matters. 

Fallen Empires (fallenemp@gmail.com): 

A relative newcomer only 18 months or so in 

but a game i am thoroughly enjoying. The 

way that it is run and the model used 

reminds me of things like Midgard, Crane, 

Clansmen... games where you have a few 

actions (2-8 depending on position) and a 

spreadsheet position where you can 

research, build, buy and make things. Issue 

1 covered Fallen Empires to a large degree 

(page 25 issue 1) so I'm not going to cover 

old ground but I think they have the balance  

mailto:fallenemp@gmail.com
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right between how much work they are 
doing for money they are getting w hich 
should see this game last and run for a long 
time. You can develop your position however 
you like, doing and researching into 
whatever interests you. There are currently 
some nasty NPC's out there and the players 
are starting to form blocks and allian ces 
which is starting to bring more diplomacy 
into the game via the in game newsletter. If 
you enjoy a position building, flexible open 
ended human moderated game with 
longevity then get a position now and get 
involved at the early stage where you can 
make  a difference.  

Empire Diplomacy 
( http://www.dragonfallgames.com/ED
/index.php )  :  

This is another great, long running game, all 
web based paid for by donation only. The 
basic premise being that you are in control 
of a nation with resource management, 
armies, covert agents, magic, magical items, 
R&D etc .,  etc .. You can then do what you 
want whether its invade a neighbour 
someone on another world or simply build up  

 

 

 

 

 

 

 

 

 

 

 

 

your nation exploring ruins and rattling your 
sabres!  

The game is constantly evolving as the 
program mers look at additional code -  they 
are currently revamping the battle model 
(hurray) and it is managed by human gm's 
in Becky and Dan who are outstanding in 
both their dedication and knowledge. The 
depth of the game is excellent and it can be 
consuming ta king a few hours to get a turn 
finished once you've got the hang of things. 
You can design your own units, build new 
cities, invest in new resources, trade on the 
market, cast a wide variety of spells, 
research technology, put your gladiator into 
games, us e spies, assassins etc. -  the 
personalisation is excellent.  

From my understanding, once the new battle 
model is ready they will be launching a new 
game (i.e. stop this one for the new) which 
is why now is a good time to get involved to 
learn the game pri or to relaunch! It is 
certainly worth a look and there is an active 
player base who can help you out in either 
the forum or chat room!  

  

  

 








































































































