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Charles Mosteller

Heading into Turn #10, my Kingdom
of Nemedia finds itself in pretty
good shape, overall. If you're reading
this and think that maybe you've
missed a few issues of PBM
Unearthed, just sit back and relax,
and rest well knowing that this
article starts in the middle of the
ongoing saga that is Hyborian War
game number HW-982.

Turn #10 is the third war season in
the second set of war seasons in
this particular game. Once we
receive the turn results back from
Turn #10 being processed by RSI
(Reality Simulations, Inc. operating
out of Tempe, Arizona), the horns of
peace will sound, for the gods shall
ordain that peace fall all across the
Thurian continent. For now, though,
we still have to get through this next
turn.

By the time that I write this, RSI has
already processed the turn, and so I
find myself waiting. While I am
waiting, why not sit down and write
an article about what I decided to
do on my turn orders for Turn #10, I
thought?

Hither came Charles. . .

So far this game, Nemedia has already
conquered Aquilonia's capital,
Tarantia, and another Aquilonian
province, Shamar. During the current
set of war seasons, the barbarians of
the Kingdom of Cimmeria came
looking for war with Nemedia, invading
the Nemedian homeland province of
Tor not once, but twice. Invading
hounds!

With Turn #7 being a peace years
turn, Cimmeria decided to bring the
flame of war unto my realm of
Nemedia on Turn #8 - where a mighty
Nemedian force lay in wait, preparing
to wreak havoc upon these vile and
backward Cimmerians!

On top of turning Tor into an
impregnable fortress of almost a
hundred troops defending, Nemedian
magic in the form of a Black Death

spell ripped into the
Cimmerians' ranks, as
they crossed the
border from
Gunderland into Tor.
Were they prepared
for it? Doubtful. Yet,
come they did. That
battle ended up
going open field.
Beaten like the dogs
that they are, that
battle turned into a
terrible defeat for
these would-be
conquerors. Back to
the province of
Gunderland, from
whence these
barbaric beings had
come!

Yet they clearly did
not learn their lesson.
Either that, or their
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arrogance knows no limit, for on
Turn #9, these hill vermin
returned for more.

Once more, the plague of Black
Death struck at their ranks,
thinning the numbers of the
invading forces before the next
battle would even be joined. This
time, however, they would be
denied the fortune of open field
battle. Fate decreed that set
piece battle would transpire.

Sending both of Cimmeria's
imperial armies into the fray, the
Cimmerian player played folly
with his hill warriors' lives. As both
sides' troops formed up for battle,
once more, in Fort A terrain,
Cimmeria's total invasion force
was comprised of 42 troops in all.
Will he send more reinforcements
to join these troops in his turn
orders for Turn #10? It's the not
knowing - the fog of war - that
really leaves 
players on edge.
Fate can be a
really cruel
mistress.
Hyborian
War is very
good at
fog of
war.

This is no war game where you can calculate a bunch of raw
numbers, and just automatically rest with complete confidence.
Even the strongest of kingdoms in Hyborian War must frequently
endure the indignity of not knowing what fate awaits them, from
turn to turn, many times. The mere fact that very experienced 

players may have decades of experience behind 
them does not give them a free pass, when the fog of

war comes calling.

with which to wage war. Two of my troops will be late for this
 Second Battle for Tor, leaving me 51 troops instead of the 53

that I had planned on having available. according to my battle
intelligence.

So, on my turn orders for Turn #10, I went ahead and assigned 7
more troops to Nemedia's 3rd Imperial Army, which is presently
encamped in the province of Tor in aid of Tor's 114th Provincial
Army (which already has 30 troops assigned to it). This should
give me a clear advantage over Cimmeria, in terms of sheer
numbers. Basically I'm trying to bring the 23 troop strong 3rd
Imperial Army up to typical full strength of 30 troops in it, as well.

In the set piece battle, the forces of my provincial garrison will
combine with the forces of that imperial army stationed in Tor.
Woe unto Cimmeria!

Nemedia at my disposal, I also have some really good troops
Cimmeria has some of the toughest troops in the game.  With 
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Along with giving players a
chance to control troops of
war, provincial armies, imperial
armies, provincial navies, and
imperial navies (depending
upon which kingdom out of the
36 different player kingdoms
available one is playing),
Hyborian War also places an
array of different characters at
your beck and call.

Characters are a
resource that you really 
never seem to have enough of.
There's always so many things
to do, and especially in the
beginning stages of the game,
nowhere near enough of any of
the main stuff that you need
(troops, armies, and
characters), that what
invariably tends to

happen is that players struggle
with some very tough
decisions. 

Play your hand wrong, and
disaster could be waiting for
you, next turn. Play your cards
right, though, and you may do
very well - or disaster could 

still strike, just where you least
expect (or need) it!

Hyborian War is a game where
I routinely end up having as
much fun, when I am on the
losing end of things, as I have
when everything is coming up
roses. The setting of the
Hyborian Age is as good as it
gets, and with 36 different
kingdoms that can be played
in any game of Hyborian War,
there is a tremendous amount
of variety that awaits you.

It really is a game that is very
difficult to master, and no two
games ever end up the same. I
mean that, literally.

But let me get back to HW-
982, now, and share with you
more of what's going on with
the Kingdom of Nemedia.

Nemedia's imperial armies
currently reside in the 

provinces of Gunderland, Tor,
and the Lowland Fiefs.

In the defense of Tor, I have
assigned three characters, in
addition to the troops that are
preparing to try and fend the
Cimmerian barbarians off.
Within the ranks of Cimmeria's
invasion force are counted no
less than 5 Cimmerian
characters. Pah! This stands to
make the Battle for Tor all the
closer. Hopefully, the 7 new
troops that I am sending to the
battle in my turn orders for
Turn #10 will offset this
advantage in character
numbers that Cimmeria
presently enjoys in Tor.

And in Gunderland, Nemedia's
1st Imperial Army has invaded
Cimmerian territory. Battle
intelligence there indicates
that my invasion force faces
no troops defending. Hah!

Battle intelligence in
Gunderland doesn't list any
Cimmerian characters being
present for the forthcoming
set piece battle in forest
terrain. All Cimmerian troop
types fight with increased
ability in hill terrain, so praise
be that neither of these two
set piece battles will hand the
terrain advantage to Cimmeria.
Surely, the Cimmerian player
curses his poor luck, where
terrain is concerned. Indeed,
this is only fitting, for what
need have barbarians of luck?
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Against no opposition (unless
Cimmeria or Cimmerian allies
send troops to defend
Gunderland on Turn #10), I
have 20 Nemedian troops - a
combination of heavy infantry
and heavy cavalry - prepared
to try and wrest control of
Gunderland from Cimmeria.
This would be a major loss for
Cimmeria, if it loses, because
Gunderland is one of
that kingdom's
imperial goals (the
other one being Tor).

To hedge my bets, I also
assigned 10 additional
troops to my invasion
force there on my turn
orders for Turn #10.

Neither of Cimmeria's only
two imperial armies are
available to respond to my
invasion of Gunderland, as
they are both locked down in
set piece battle in Tor. Fools,
knew they not that this is what
I had intended all along?

Nothing like laying a well-
prepared trap for another
player!

Elsewhere, in the Lowland Fiefs
of the Border Kingdom (which
is a formal ally of Nemedia in
this particular game of
Hyborian War - one of several),
Nemedia's 2nd Imperial Army
stands prepared to try and
defend that province from
possible invasion by the
dastardly Aquilonian player.

That imperial army currently
has 24 troops already assigned
to it, but I went ahead and
assigned my last 2 troops
awaiting assignment this turn
to it, which should raise its
strength to a total of 26
troops, as we head into Turn
#10.

And for the very reason that I
have less troops in this
imperial army than the other
two will have at the beginning
of next turn, once everyone's
turn orders have been
processed by the kind ladies
at RSI (Lee and Sandy), no less
than 4 Nemedian characters
are assigned to help bolster
this force acting to strengthen
Borderland defenses there.

Successful invasions in
Hyborian War are how
provinces change hands from
one player to another. More
than one kingdom can invade a
given province on the same
turn.

Invasions can be stopped - or
defeated. Peace treaties
negotiated by characters are
the most common way that an
invasion force gets turned
back to where it invaded from.

Disrupt warpact, if successful,
is another tactic that can be
used (sometimes) to send
invaders packing.

And, of course, whenever the
next peace years turn comes,
it is the gods, themselves, who
ordain that peace shall fall
across all lands. During peace
years, kingdoms can raise
more troops than during war
season turns - plus, kingdoms
also often receive new
characters, as well!
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All things considered, I feel pretty good about my
kingdom's chances for success on Turn #10. On
Turn #9, Cimmeria was invaded by the Kingdom of
Vanaheim in the Cimmerian homeland province of
the Western Clans. The red-bearded Vanir seized
control of this province in open field battle, and
this really was a blow to the Cimmerian player.

I think that I have a pretty good chance of winning
both battles - in Gunderland and in Tor. If so, then
Cimmeria is really going to be hurting.

My kingdom's avoidance of Cimmeria's influence
was raised to SUPERIOR on Turn #9. Hopefully, this
will preclude Cimmeria from successfully
negotiating peace with Nemedia on Turn #10 -
which he may well strive to do, and especially
since he is coming fresh off that loss of the
Western Clans to Vanaheim.

However, since I have fought Cimmeria this set of
war seasons without even making an attempt to
slap a peace treaty on his kingdom, preferring
instead to let him invade me that I might smite his
troop base something fierce, there's a chance that
he might just let us fight it out in both battles,
come what may. I sure do hope so, anyway!

And that's it, for now, from here in the Kingdom of
Nemedia in Hyborian War game number HW-982.
If you've never played Hyborian War before, I hope
that you will give it a try. It's a great game, one that
I first began playing way back in the mid-1980s.
Some, however, have actually been playing it a lot
longer that I have - and that says something!

To play Hyborian War, you will first need to get RSI
to assign you a player account number. You may
do this by contacting them at CSR@reality.com.

Once that is done, you can then get RSI to assign
you to a game of Hyborian War. The fastest ways
to get started in a game is by either joining a game
already underway as a standby player (if there are
any open slots in it), by asking RSI to place you in
the next available opening (though you may not
end up receiving one of your first choices of
kingdoms to play), or you could head on over to
WarBarron.Com, and try to sign up for a game that
is almost already to launch. 

Warbarron.Com is The Road of Kings, a forum site
that is home to the largest gathering of Hyborian
War players in the world. There, you will also find
numerous different kinds of organized games of
Hyborian War that are forming or already
underway. Organized games tend to increase the
competition factor, as hordes of players of many
years or decades of experience seek out those
organized games, thereby all but ensuring that you
will find others ready to test your mettle upon the
fields of battle in the Hyborian Age.

RSI's website is located at Reality.Com.

You can also find lots of Hyborian War materials
over at GrimFinger.Net (The Hyborian Tome).

Terrablood's PBM Archives is another Hyborian
War fan site that you might find useful.

Crom count the dead!
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Manifestation Games
Richard Lockwood

I have no idea why I picked
that as a name for my PBM
firm. None, whatsoever.
Seemed like a good idea at
the time.

I figured that I could write as
good prose as the GMs in the
games I played (at the time,
Saturnalia, Æs and Pangea). I
also had a scenario, a city I’d
come up with during my
tabletop rôle playing days in
the tatty rooms above 

Millennium Games In
Milnsbridge, Huddersfield.
And so, with a creation myth
born of a silly joke in the pub,
a bunch of  “rules” and “game 
mechanisms” pulled from out
of my arse, Xanoth was born.

Initially only intended for my
friends in Newcastle, when I
got kicked out of university, it
became a business option.

Infamously described in one
fanzine as “A pub crawl by
post” (thank you Natalie de
Pace for that review), Xanoth

grew to around 250
characters (probably too
many, in retrospect), and
managed to acquire a ,
reputation as the silliest,
most drunken single
character, hand moderated
RPG out there. Hideous jokes
(most new characters were
directed to a second hand
weapons shop in the market 
run by a lady called Joan.
Joan’s Armour Trading), the
most prominent God was
the God of beer, Srolyat
(Taylor’s, backwards), and
the high priest of Srolyat was
called Keith. Keith Lee.
(Timothy Taylor’s beers are
brewed in Keighley).

I loved it. It was the first
game to offer laser printed
turns - a novelty back in the
1980s! And I loved being
invited to the GM Panel at
conventions. The same old
questions, every time; 

“Where do you see the future of PBM?”,
“Can you make a living out of PBM?”
(Answer: No)

But more than anything, I loved the
friends. 

Rob Harper, Seán Dillon, John Goodrich,
John Tode, Nigel Matthews - and the
rest. I’ll tell you a story about John
Goodrich in the next episode.

Cheers,
Rich
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Dear reader, I should like to point out that
this article deals with a time, long, long ago
in the UK – four decades or more – and like
most stories from that era dredged up from
the dark recesses of the mind, they should
be treated with a modicum of scepticism.
The events that took place are true in my
mind, but others may disagree or have a
completely different interpretation of events
– it’s all a matter of perspective, and in
some cases, partiality. That said, the areas
covered in this article may provide ideas
and suggestions that may help fire the
imagination of even the most experienced
PBM player. . .

For me, my gaming addiction began in the
mid-to-late 70s. I was at work, having lunch
in the canteen eating my sandwiches whilst
reading my RH Howard Conan novels. Out of
the blue, another similarly long haired work
colleague, who I hardly knew, approached
me and uttered those fateful words, “So, you
like all that sword and sorcery stuff, then?”

After I answered in the affirmative, we
chatted about our favourite fantasy authors.
Like me, he disliked Tolkien, but loved
Moorcock, and a bond was made between
us right there and then. During the
conversation, he explained that several
weeks ago, he had bought this new fantasy
role playing game called Dungeons &
Dragons, and he had no one play it with.
Would I be willing to play with him after work
at 5pm? I agreed, and the next day he
GM’ed me on a 1-2-1 basis in the canteen.
We played till the building closed that night
at 9pm, and that was the day, to use drug
community terminology, when I was hooked
“through the bag and back again.” 

Wayne

The Ramblings of a PBM
   and Gaming Addict

We played a few more games after that, but I wanted
more. John, the guy who GM’ed for me, told me he
bought the game in a shop called The Games Centre
(Store?) in London’s Tottenham Court Road, so Saturday
morning, I jumped on the tube and went there.

I was amazed at what I found. The shop was an Aladdin's
Cave full of role playing treasures. I distinctly remember
being served by the guy called Joe, who chatted to me
about what I needed and what I should buy. I walked out
of there with a mass of D&D stuff, some Judges Guild
material, some Runequest supplements and a magazine
called White Dwarf. By the way, the guy called Joe, who
served me, turned out to be none other than Joe Dever,
creator of Lone Wolf Franchise. Many years later, I
reconnected with Joe, and he turned out to be a friend
until the day he sadly died.

I managed to find a D&D game based near where I
worked, and Friday night I would go straight from work,
play all night Friday, drive home in the night, then repeat
the same pattern Saturday and Sunday. I played that
game for years, but like addiction, I couldn’t get enough.
I needed more gaming experiences during the week.

Then I found an advert in White Dwarf, which advertised
a “play-by-mail” game that was, and I paraphrase here,
“a hand moderated, sword and sorcery, postal role
playing experience.” It was as close to saying “this was
postal D&D,” without saying it. The game was 
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Crasimoff’s World run by KJC Games in Blackpool.

“This is a bit of me,” I thought, so I sent away for the rulebook and was
immediately impressed: A deep, immersive, colourful and detailed world
awaited. I set off my start up turn  - and instantly caused trouble.

In my start up, I wanted to worship the God of animals and creatures –
B’romadin, if my memory serves me well - as I was a vegetarian then IRL
(now a vegan for many years, for what it’s worth), and thought I’d go for
some kind of violent, yet creature friendly, crusaders in the game. I also
wanted to call the The Rebel Army Faction after a political group I read
about, and abbreviated this to the RAF.  I wanted other players to be
confused and think, “Why is the Royal Air Force in a fantasy game?” They
may think I’ve got some aerial troops or some special flying abilities, which
may cause them to reconsider attacking a total noob. 

The GM at KJC at the time, wrote back and informed me that B’romadin
was an NPC god and that political names were not allowed – the GM was
up with the politics of the day and twigged what I was up to.

I wrote back suggesting that as RPG was all about fantasy and game rules
are meant to be bent, if not broken, and I wanted to challenge the norm.
The GM liked the idea of being challenged, and made some suggestions. In
the end, we reached a compromise: my team of five adventurers could
worship B’romdin but they would be called The Rebel Animal Faction.
Game on.

I played Crasimoff’s World for years, and it was a life changing experience
in real life for me. As far as the game went, I achieved a lot. We became
friends with lots of creatures, including The Swampies, a half frog/half
human hybrid who lived, naturally enough, in the swamps. They were being
hunted for their heads, and we eventually put a stop to that. We set up
intricate defences, concealed traps, ambush and choke points, drilled the
Swampies in hit and run defensive techniques, to name but one. Players
who raided them for their heads and easy bounty found the tables had
turned. What was easy money for their group, turned into a difficult, if not 

impossible task. 

Their characters were
getting badly wounded, they
were being harassed from
the moment they set foot in
the swamps and in the end it
was not worth their while.
Years later, when a more
powerful group entered the
swamps to see what was
going on, they saw my group
standing there along side a
congregation of absolutely
huge man eating alligators.
They thought better of
combat and left:
Worshipping B’romdin the
god of creatures for years
and forsaking leather armour,
the use of mounts, not
eating animal flesh and not
killing creatures (who didn’t
attack us) made us some
serious NPC friends.

But that was just one aspect
of the game. I sent a letter to
KJC owner Kevin Cropper
and suggested that we have
a meet up of CW players at
the Games Workshop
national event in London,
when GW was open to
games that were not
exclusively produced by GW.
He loved the idea and
advertised it. If my memory
serves me well, about 30
(including Kevin himself and
GM Nigel) of us met up and
drunk a shed load of beer at
the Con. There were some
very powerful players there,
a group of Norwegians, who
had laminated maps, tons of 

Page 9

http://www.play-by-e-mail.com/


in-game tokens (that contained juicy
info) and a wealth of games
knowledge. The Norwegians loved a
beer, as did most of us, so our meet
turned into a CW meet at a games
convention. After the convention
was over, we all went down the pub
and continued drinking.

During that time, alliances were
made, information swapped, plans
created and much fun had. BUT what
was most important to me, although
I didn’t know it at the time, life long
friendships were made. I’m still in
contact with some CW players to
this day, and they are good mates.

The next day, I woke up with CW
information – and most importantly,
maps, which were like gold dust –
strewn all over my bed. I also had,
apparently, collected about a dozen
or so CW players, who were strewn
all over the floor of my flat, and who,
like me, had massive hangovers.

And then an idea hit me: “Let’s do
this again, regularly, but forsake the
convention and just go straight
down the pub.”

I put the idea to Kevin and he loved
it. Lo and behold: The KJC Pub meet
was born.
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4 - 8 players
World Domination

Rick Loomis PBM

Overall impression: Looking good.
 It's in beta, so things might change and
hopefully, he'll evaluate the feedback we
give him, but so far it looks like it's going
to be a good retro play by (e) mail game
of the old school. He is doing it on his
own (GM), so you have to wonder where
his 'I'm swamped' point will be. Looks like
we're up to 20 players now.

Personal impression is he's got some
extra boxes on the turn sheets, but
maybe they'll come into play down the
road. Player/GM Notes and Player/GM
messages seem like there's some overlap
there.

Right now, there's a bit of confusion / lack
of use of the various game forums he has
on the website, but I just saw a post
where he put out what should go where,
so I think that'll get itself straightened out
as time goes by.

Nebless - Ilkor player

On first look, it looks gorgeous, a lot of work has gone into
this, and, as I vaguely remember Gads from old school 80s
and 90s games like Saturnalia and Æs, I’m really hopeful for
this.

Rich - Ilkor player
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Thank you very much for Issue #3 of your zine. It's
my favorite, so far. I enjoyed Richard Lockwood's
article the most. When you list PBM games, could
you please give an address, so convicts can contact
those companies, and maybe get in those games.
With no address, we are stuck. We can't Google
them. Thank you, sir. The Middle Earth one looked
interesting, but no address.

The Bushido article was OK, but had no context. I
read every word, but have no idea what in the heck
they were talking about. Was that a PBM game,
back when? I always give the zine to my co-worker,
who plays in his first game of HyWar, now. He
enjoys it.

Jason Wilcox

Editor's Note: Jason, it was good to hear from
you, again. I'm glad that you and your fellow
inmate are both enjoying PBM Unearthed. Know
that I greatly appreciate your feedback on some
of the newsletter's shortcomings. The Bushido
article, though, specifically mentioned the
game, TribeNet, right after the word "BEWARE"
at the very top of the article.

Unfortunately, I get to be the bearer of bad
news, because not all PBM games that receive
mention in PBM Unearthed are playable in
paper format by inmates - including Middle-
earth PBM.

On August 5th, 2022, in an e-mail to John Davis
of Middle-earth Games, I touched on the subject
of whether they still run paper format turns.
Here, read for yourself what I said on that topic:

You guys don't run paper format turns anymore,
do you? I ask, because I've received some e-mails
from inmates, recently. They weren't asking about
Middle-earth, specifically, but they do seek greater
variety in PBM games that inmates can play. And
there does seem to be quite a few PBM gamers
within prison populations.

And in his reply to me, here was John's response
on the subject:

No, we don't run paper-format games anymore.
Though I do sometimes think it would be nice to
run a 'retro' game one of these days, sending out
results by post and getting players to send their
orders in by hand!

We've tried to run games for prisoners several
times over the years, but never found a way to
make it work. Too many issues with time delays,
material being confiscated by prisons, funds going
missing, etc.. So sadly, it is something we can't
really offer anymore.

Most PBM games that are still up and running,
these days, are lineal descendants of their paper
format forefathers. In other words, they've
transitioned to digital incarnations of their
former selves. Unfortunately for PBM gamers
scattered across our multitudinous fortresses of
incarceration, what this translates into is the
harsh and stark reality of there being precious
little that remains on the menu of PBM gaming
in paper format - the very format that gave life
to the entire PBM industry and hobby, once
upon a very long time ago. Sorry, my friend! I
wish that it were otherwise, but at the moment,
that's where things currently stand.
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Hiya Charles,

Thank you for the latest issue of PBM Unearthed
(#5) which I received yesterday —as it happens I’ve
now had the chance to read all five issues, and have
enjoyed every one, so thank you for that, too!

I think I previously said you’ve given yourself a
mammoth task of producing issues every Sunday,
but hats off to you for consistency thus far... I still
think every other week might be more achievable,
especially if you’re going to stretch the zine to 12
pages regularly, but again, well done you ‘cos I am
genuinely enjoying the read.

As you’ve probably guessed, I’ve also got a few
things to say, so here goes...

I was quite an active member of the ‘postal gaming
hobby’ / RPG / PBM community back in the 80s and
90s, designing and running my own games in
fanzines and playing several commercial PBMs – It’s
A Crime! seems to stick in my head more than most
(probably ‘cos of the simplicity and clockwork
turnaround times), but I played John Nicholson’s
Vorcon Wars religiously for years, too (even having
turns delivered to me while on holiday in Cyprus!),
as well as Starweb, Supernova, and several RPG-
based ones including Saturnalia (briefly). To be
honest, though, I struggled with a lot of them,
mainly because I was still at school, still exchanging
lengthy hand-written snail-mail letters with so many
‘hobby peeps’, and just generally very involved in the
roleplaying / personal / postal gaming scene at the
time. I also did some freelance work for The
Adventurer magazine, and had my own fanzine
column therein with Ben Goodale — yes, and all at a
time when I was still at secondary school (high
school in the US) and for a few years thereafter,
post-college...

Like many, I suspect as I grew older I just drifted
away from the PBM and ‘hobby scene’ — there were
things like girls, alcohol, and lots of other
recreational habits that combined to pull me away

and slowly, gradually, PBM became less important
and less significant to me.

In truth, I went through a PBM and gaming hiatus
that lasted a few decades — I joined the BSFA
(British Science Fiction Association) and started
reading a lot more books and becoming more
actively involved in a lot of things for them (incl.
helping to relaunch their magazine package –
magazine layout / editing has remained a huge
passion of mine, as sad as that may sound). Alas, I
eventually returned to gaming and game design
around 2015, this time with a renewed passion for
boardgaming and social gatherings around the
same, but clearly the world has moved on a lot if we
tried to continue framing it in terms of postal
gaming and the world of PBMs...

I have also enjoyed reading your own series on The
Restructuring of PBM, and figured I may as well
throw my tuppence-worth into the mix, bearing in
mind that I am not at all involved in the PBM scene
myself... Although you did get me to download the
Riftlords rulebook and check out a few websites, so
that’s progress for you!

1. Available information not easy for the beginner —
This is probably one of the biggest hurdles, but not
insurmountable. Your own site could serve as a
springboard for change, but I note some other PBM
sites try to explain what PBM is – it’s very akin to
every RPG rulebook usually having to spend a few
paragraphs explaining what roleplaying is, what the
player does, what the GM does, etc. before throwing
readers into the full RPG ruleset. PBM websites
could quite easily do the same, or point potential
players to a website that explains it.

2. Current PBM websites look dated, etc. — This is
potentially much harder to get on top of, but with
the advent of free site providers like WordPress, etc.
providing easy-to-use tools to get sites up and
running, there is little excuse for dead links, etc.
(either take out the link or restore the page it points
to) and no-one needs to be a HTML expert to put a 
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basic website together. Our own website,
www.tabletopspirit.com is far from an all-singing, all-
dancing ‘cool’ site, but it’s easy to use, readable on
multiple formats, and put together with usability in
mind. I don’t wish to point fingers, but as a quick
example, I clicked on some of the links in PBM
Unearthed to see what the Middle Earth PBM was
all about. It’s a nice site, with plenty to navigate, but
there were also lots of different rulebooks and
several different game versions to join, and some
were marked as “(Gunboat)” – I had no idea what
this is, what it means, or how it pertains to the
game... I have heard of Gunboat Diplomacy, but still
had to do a bit of digging to find out. Making things
‘accessible’ is surely the very first part of this
particular step?
*Incidentally, the links in the magazine do not
always open the websites in a different tab or
window, meaning that if we click on them we leave
the mag, so you might wish to ensure they’re always
opening in new tabs / windows, rather than taking
people away from what they’re reading!

3. The hobby still feels obfuscated to the beginner
— Yes, it does, but I personally found Raven
Zachary’s excellent Introduction to Play-by-Mail
Gaming PDF rather handy — this is useful
information for anyone looking to discover, explore
and/or revisit PBM gaming. Handily, it includes a
brief summary of what a PBM game is and how it
works, and these paragraphs alone could potentially
be an extremely useful inclusion for any modern
PBM website or rulebook. Well done, Raven, and
thank you – I used it to have a nosey myself.

4. Wiki/PBM Lists — I believe something like this
might already exist in a very basic form (see above) 
 — could a Wiki site be updated to include examples
of turn orders / submissions and turn results?  Of
course it can, and moreover these can be created
by nigh-on anyone. I doubt many GMs or players
would be against the idea of making some of their
older turns and turn results publicly available (non-
relevant to the current state of the game, perhaps)
for players to have a look at. Many GMs probably

already do this with new players, I suspect, and if
they don’t, they should certainly consider doing so:
it shows the prospective player what they’re paying
for and what they can expect for their money, and
may even help guide them as to what they are
expected to put into the game for their turn(s), etc..

5. YouTube needs a ‘dummies guide’ — This could
arguably be the easiest and quickest way of bringing
attention to the PBM scene, but you need
somebody dedicated and personable to serve as
the lead presenter and content creator, which
means somebody comfortable on-screen, and
relatively cognisant with video production using
their mobile phone, for example. They should also
be passionate about it and willing to see it through
for at least 6-12 months. There are thousands of
YouTubers ‘doing their thing’ with boardgames and
gaming in general, but when I searched for “what is
a play by mail game” it gave me about 10 videos,
most of which were over a year old. Here’s the link
to that search — (133) what is a Play by mail game -
YouTube

Most obviously, I believe the increased interactivity
provided by smartphones, email services and social
sites makes ‘snail-mail’ largely redundant, and that’s
kind of where my personal worry sits with regards
the potential long-term future of PBM, if any – there
are obviously still a great many ‘die-hards’ (and
inmates) still actively involved and using PBMs to
keep themselves ‘in the loop’ and by turn, keeping
the scene ‘alive’, but I am genuinely surprised at how
well PBM Unearthed seems to have been received.
Truly. I have been editing Tabletop SPIRIT Magazine
for a few years now (a boardgame magazine which
is also FREE to download btw), and have been
actively involved in the layout of the magazine since
its inception back in 2018, but actually getting any
regular or tangible feedback from readers —and
there are 3000+ of them! — is literally like trying to
draw blood out of a stone. Maybe that’s just a sign
of the times, and when you give stuff away for FREE 
 it somehow devalues that piece of work, but
obviously the core audience of PBM Unearthed are
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a much more active group of readers, and I daresay
I’m rather jealous, but that’s by the by...

As well as all of the above, I should add that I have
really enjoyed reading Richard Lockwood’s
contributions to the magazine, and found him a
hugely entertaining writer, so please try and keep
him with you on this potentially lengthy, hopefully
fruitful journey – he could well be your strongest
asset on this journey!  The other game
introductions, etc. are also very welcoming for
‘newbies’ like myself and made for interesting
reading, so do please keep up the great work!

Best wishes,
Alex Bardy

Editor's note: Alex, where does a man even
begin?

Truly, to be the recipient of such a gargantuan
chunk of feedback, especially coming as it did
from way out of proverbial left field, was akin to
La Grande Armée of PBM marching forth into the
fray. Just imagine, if I hadn't launched PBM
Unearthed out of the blue, then our paths would
never have crossed, and your words of heft and
substance would not now adorn these pages. No
mere words uttered merely in passing, but
rather, a massive missive thought out and
expressed at length. In one fell blow, you
breathed a strong wind into my sails, kind sir,
with this Tome of Feedback that calls down the
lightning.

You drew water from the Well of PBM Memories,
sharing a little bit from your own PBM past, 

which is a treasure all its own.

You offered praise, you pointed out
shortcomings, you even dared to recognize Raven
Zachary and Richard Lockwood (who, no doubt,
will raise a toast to your obvious good taste, I'm
sure). You speak from a vantage point of
experience with a far more successful publication
than this one will likely ever be, yet you took the
time out to provide such an extensive amount of
feedback, when you, yourself, readily concede
how hard             it is to extract feedback from
readers.               I thank you, Alex Bardy, for  

striding forth like a giant from
the Hills of Rumbling
Commentary.

I can't help but to wonder whether any
of our readers, and especially Richard 

Lockwood, himself, would be interested to know
that you also sent me a follow on e-mail - one
where you made mention of "rock star Wayne." 

Maybe that's something that we can save for
Issue #7, huh?

It's been a grand occasion to make your
acquaintance, Alex Bardy!

Charles
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Battle Plan
In Battle Plan, war (and lots of behind-the-
scenes intrigue) takes place on a map of Europe,
among 4-8 players all trying to conquer 29
countries.
$5.00 setup, $3.50 per turn

Heroic Fantasy
In Heroic Fantasy, you direct a party of up to
fifteen fighters and magic users through a
dungeon maze killing monsters, gathering
treasure, and hunting for magical prizes.
$5.00 setup, $3.00 per turn

Mobius I
Mobius I is a unique combination of science
fiction, grand strategy, diplomacy, and
exploration.
$5.00 setup, $8.00 per turn

StarWeb
Starweb is a play-by-mail game of 15 stellar
empires clashing over 255 worlds.
$5.00 setup, $4.50 per turn

Rift Lords
Rift Lords is a space trading game where you fly
from world to world buying and selling eighteen
different commodities in a universe of at least
1000 worlds, trying to make the most money.
$4.00 per turn and up based on position size

World Wide Battle Plan
In World Wide Battle Plan, war (and lots of
behind-the-scenes intrigue) takes place on a
map of the world, among 20-31 players all trying
to conquer 255 land and sea spaces.
$5.00 setup, $4 to $9 per turn based on size

Rick Loomis PBM

Mailing Address
Rick Loomis PBM

P.O. Box 8467
Scottsdale, AZ 85252

Telephone
(480) 945-6917

Email
games@rickloomispbm.com

 

Reality Simulations, Inc.
P.O. Box 22400

Tempe, AZ 85285

Talisman Games
Galac-Tac

$10.00 per turn + $0.10 per page + postage
$10.00 for printed rules

Mailing Address
Talisman Games
P.O. Box 861147
Plano, TX 75086

Telephone
No phone number available

Email
sales@talisman-games.com

Galac-Tac is a science fiction war game based
on economic expansion and military conquest in
space, in play since 1982. Compete for territory,
designing and directing your own fleets to rule
the galaxy.

ATTENTION: PBM games on
this page are all playable via
the postal service in the United
States.

An Extract of An Introduction
to Play-by-Mail Gaming

Modified from v1.1, 12 October 2021, created
by Raven Zachary (raven@rinzai.com)
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