
The Mysterious Realm of Play-By-Mail Gaming
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What happens when your mailbox
becomes a wormhole of entertainment?



Nowadays the technological foundation and underpinnings to facilitate the
creation and proliferation of play by mail games is vastly magnified. That
people also play other games and/or people have become addicted to the digital
heroin that are their phones is largely irrelevant, for in order for PBM gaming
to grow and to explode in popularity takes nothing away from people's grand
romance with their phones. Games by phones, games by mailboxes, games by
trinkets and cardboard. Human beings just love to game.

Momentous DecisionsCharles Mosteller

It's amazing how far that views can shift in the
span of just a single week - or a single day, for
that matter. Yet, here I am at a realy late hour
pondering some rather momentous decisions.

Why am I here? Why am I bothering with any of
this? Perhaps it is time to go a different
direction, or just shut the whole thing down,
much like flipping a light switch. Why not just
save myself the time, the wasted effort, and the
countless headaches?

After all, if PBM gaming is headed in the right
direction, currently, then why try doing
something different? And if the play by mail
powers that be really don't want to come out of
their comfort zones, then why squander energy
trying to drag them in a different directions? It
is no sweat off of me if they have some
wonderful games, yet can't seem to persuade
people to try them. There is a certain irony in
that which isn't lost on me.

If there is to be a new era in PBM gaming, then
clearly, it is never going to happen as long as
there is an anchor of intransigence about PBM's
neck. And if it's simply a question of time, yet no
no one actually has the time to fix what ails
PBM, then it's not going to get fixed. It's that 

simple.

When I set about to put PBM Unearthed into
motion, my original "plan" was to just champion
a single PBM game. Namely the only PBM game
that I currently play, which is Hyborian War. My
thinking was this - let other PBM companies find
their own champions to advocate for and to
champion their respective PBM games.

Instead, though, what I ultimately opted to go
with was a different approach. Why not just
create a PBM magazine-in-miniature? I could
slap something together, put a sharp limit on
how many pages each issue would be, and just
bring everyone else along for the ride. Plus, I
could still talk about Hyborian War to my
heart's content. To me, it was a win-win
situation. Now, I'm not so sure.

Raven Zachary, an individual that I have called
The Most Important Man in PBM, has stepped
back from at least some of his PBM advocacy. I
certainly can't blame him. Clearly, he has better
sense than I do.

It's not that I never step back from PBM
advocacy. Over the years, I've stepped back
from it on numerous different occasions. This
whole PBM Unearthed thing is, rest assured, my
last great hurrah of PBM advocacy. And for that
very reason, I think that I'll just do my own thing
in my own way.
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My underlying objective is to promote the
hobby that is play by mail gaming. That's it, in a
nutshell.

It isn't to save any PBM company from itself, or
from it's own flawed or deficient or broken
practices. Likewise, it isn't to try and force
anyone to do anything. PBM companies are free
to plot their own course and to pursue their own
destiny, for better or for worse. We each walk
our own PBM path, and we are not all motivated
by the exact, same things. There are competing
priorities in and across PBM gaming. There
always has been. There always will be.

What players want is not necessarily the same
thing as what PBM companies or PBM GMs
want, and vice versa. No PBM company
promises any of us the moon, and similarly,
none of us have to play any particular PBM
games, nor do we have to play PBM games with
any particular PBM GM or company.

It's your money. Spend it where you want to. It's
your time. Allocate it however you wish to PBM
gaming - or don't, as you each see fit,
respectively. Dive right in, or jump right out! You
don't need anybody's permission.

PBM companies or PBM GMs that offer PBM
games for play are, in their own ways, engaged
in advocacy for PBM gaming. Some have been
doing it for many years, and were doing it well
before I or this PBM newsletter ever came on
the PBM scene.

Maybe paid advertising seemed to yield
diminishing returns on investment over time,
and PBM Companies and GMs have simply
looked for a better, more efficient, and more
effective way to continue forward without
diverting too much of their in-house resources
towards advertising mechanisms that cost more
than they are worth. Can you really blame them
for no longer advertising, if that is the case?

Advertising isn't exempt from reality. The
Internet has impacted many things, including
traditional models of advertising. That said,
paid advertising is still around, and new
opportunities for paid advertising come into
existence all the time. The new Suspense &
Decision magazine is but one example of such.

It will reach readers that this little PBM
newsletter doesn't. Sure, there will likely be
some overlap of readership, but that overlap
will only be a mere portion of Suspense &
Decision's overall readership. So, if you're a PBM
GM or PBM company trying to figure out
whether you should buy ad space in the new
S&D, that's arguably one of the better reasons
to do so.

To some, PBM gaming is a business, and so,
they come at it from a business angle. For
players, they come at it from an entertainment
angle. For myself, I come at it from a hobby
angle. Competing interests, competing angles,
competing philosophies. Choose your own!

The title of this article is Momentous Decisions.
Why give out free advertising to PBM
companies? Well, I kind of like the underlying
concept. I offer free advertising to PBM
companies simply because I can, simply
because I want to. Plus, it costs me absolutely
nothing to do so. Yet, when all is said and done,
how effective is it? How effective has it been?
How effective will it yet prove to be?

What if I stripped out all advertisements in
future issues? Instead of ads, we could focus
more upon discussion of all things PBM.
Granted, it may strike some as counterintuitive
to eliminate all PBM ads in a PBM newsletter,
but that is neither here nor there. Free ads for
PBM games are a way that I try to give back to
PBM companies, just a small little something
that may or may not prove to gain them any
net increase in their respective player bases.
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PBM advertisements are something that I use to
break up the mass of whitespace on pages.
Thus, they are visual tools, of a sort, to aid the
reader's eye, whether they realize it or not. That
said, there are other things that I could use to
accomplish the same purpose. However,
whenever I read old PBM magazines such as
Paper Mayhem or Flagship, but two examples
out of several different possibilities, old PBM
ads would always tend to catch my eye. Me? I
considered them a good thing, even if I never
tried whatever PBM game(s) that they sought
to advertise, in a bid to drag more players into
the hobby.

The mere inclusion of any given PBM ad should
never be taken as a personal endorsement of
said game or company or GM. Most PBM
games, in fact, I have never even tried. Even
now, all these many years after I first entered
the PBM Zone, there still doesn't seem to be
enough time to try them all. Which largely
explains why I currently play in only one play by
mail game - Hyborian War.

Everything in life is a tradeoff - a tradeoff for
time. To publish this PBM newsletter means that
I take time away from other things in life that I
could otherwise allocate it to. When individuals
allocate time to running PBM games for others
to play in them, that is time that they will never
get back for other things. Similarly, whenever
PBM players play your PBM games, that is time
that they can never get back. My crafting and
publishing of this PBM newsletter, PBM
Unearthed, is likely the least momentous
decision of the bunch.

When Raven Zachary pulled back from his own
PBM advocacy, to be certain, that was a
momentous decision. He's more important to
this hobby than I am, than I've ever been, or
that I will ever be. The significance of it could
not be overstated. Alas! That said, we as a PBM
whole, are very fortunate that Raven still does

numerous things for play by mail gaming, in
spite of his self-inflicted reduced footprint in
PBM advocacy at the moment.

I can only imagine what a god-awful and lonely
job that it must seem to be for anyone, anyone
at all, that takes up the mantle of PBM
advocacy. It's tiring, it's enormously time-
consuming, and in its own way, it's truly the
epitome of a thankless undertaking. And no, this
is not a bid for thanks or gratitude or applause.

Rather, like so many other things associated
with PBM gaming, it's just one of many different
realities. And trying to overcome reality, no
matter what form that it takes, invariably ends
up being a chalenge of the first magnitude.

For my own part, perhaps the most momentous
decision of all revolves around whether to focus
upon the existing games and companies and
GMs associated with PBM gaming as it is
presently constituted, or whether to invest my
time, my energy, and my effort upon trying to
bring into existence a new incarnation of PBM
gaming.

If existing and long-entrenched PBM companies
truly have no real interest in bringing to market
a new range of PBM games, then should 100%
of everyone's focus remain lodged in the past?
What percentage of focus should be allocated
to PBM's future? Or is what there is now all that
there is ever to be, where PBM gaming is
concerned?

These kinds of questions - or at least, this kind
of thinking - was once very relevant to play by
mail gaming, even if it wasn't necessarily
articulated in the exact, same way. Ask yourself
this question: Are you content with PBM gaming
as it presently is?

Personally speaking, I'm not. You are each free
to speak for yourself. Happy gaming!
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When the first announcement about the game
came out some months back on the PlayByMail
Facebook page, I went to the website and poked
around a bit, and then emailed asking about the
game. The reply I got was it was still being built.
Give it some time, and here we are months later.
The game's up and running, and I, along with 26
others, are in the game.

As of this writing, I've just sent in my 4th Turn, and
from looking at the Adventurer's page on the
website, a lot of others are still setting up their
characters. So, right now, not a lot of interaction
is going on between the players.  

There's a spot on the website called 'Tavern Talk'
for rumors and the like, and a few of us have
posted there, and I hope down the road we'll see
more interactions between players. I know more
and more MMO's are becoming solo-fests, and I
hope that doesn't happen here.

As to what's happening in game:

 "It was the Winter of my Discontent," or if nothing
else, 'It was an icy wind cutting through my cloak.'

After investigating the city of Narabad and
listening for rumors and job offers, I settled on
checking out 2 of the offers.

The first was running a message to the village
south of the city for some priests. Sounded
simple enough - except there are rumors of
plague down there (and upon arriving at the
village gate, there were cartfuls being brought out
- not a good sign, of course it also means less
people inside, so finding who I want should be
easier).

ILKOR: Dark Rising
Ira Lee Gossett

The Harbormaster who was offering the job didn't
particularly think much of how I looked, so
decided the only way I could prove myself was
by an arm wrestling contest. I tried backing out,
since I already had the messenger job, but he had
some men grab me and drag me over to his table.

With no good prospect of coming out of this
alive, I was saved by my tattoo on the back of my
right hand; that of a fouled anchor. Upon seeing
my tat, the Harbormaster declared me a true and
trusted mariner, and had a beer thrust into my
hand. I was informed I had the job, and to return
in a few days after a storm had passed to
confirm.

With that, I left the tavern and headed south to
deliver my sealed scroll. I'm hoping to get the job
done and return for the Noble's escort job, but ..... 
who knows what the future holds.

The second was escorting a noble
via ship down to the same village.
Where getting the first job was fairly
straight forward, the second not so
much. 
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PBM
Memories

Photographs from
 PBM's past in this issue

come courtesy of Wayne.



First-glance, first impressions
Alex Bardy explores PBM websites

Franz Games
Star Fleet Warlord — at first glance this looks like a
usable website, but most of the links open things in
the same tab, rather than in new tabs, making
navigation quite a headache. At least it includes
plenty of examples of what orders and turnsheets
might look like, reference sheets, etc. and doesn’t
have browsers jumping through hoops to
investigate the game and the 80+ page rulebook...
I note that here there is an option to sign up for a
“Beginners Game” — now that IS significant, but I’ll
get to that...

Rick Loomis PBM
Starweb — interesting that this website does allow
access to the relatively compact rulebook and
packs a lot of information into a relatively small
space.

Heroic Fantasy — the link to the Downloads page to
check out the rules gave me the dreaded 404 Error:
Page Not Found.   

Covert Operations — Another 404 Error.   

Feudal Lords — Another very compact set of rules
(only 12 pages!) and nowhere near enough help for
new players or even giving them a clue what to
expect. The link to a Feudal Lords strategy article
gave another 404 Error. 😢

Galactic Conflict — No information at all for anyone
new – it’s Starweb without the character types.
Okay, then....   

Mobius — Hats off to them for providing a lot of
very decent explanations of orders and order
interpretation here, but the rulebook as a whole is
seemingly over-complicated with syntax trees, flow
diagrams for orders, and a lot of tables and
numbers to absorb. Oh, and there’s another ‘helpful 

Middle Earth Games
Middle Earth core rules — these look quite clear,
but there are 340+ pages of them, which is enough
to scare anyone away. A lovely website, but the
whole palaver of loading the software and getting
started SEEMS scarily complicated... Thankfully, the
‘Getting Started’ page looks super helpful, but alas,
as a ‘newbie’ clicking on the ‘Learn More’ link I am
instead taken to an ‘About Our Games’ page and
then promptly invited to ‘Join Game’... I appreciate
the ‘Getting Started’ page is accessible through the
Help & Advice Link, but for those who are already a
little bemused, this should have been one of the
first pages to send new players to — here’s the link
to it, btw:  Getting Started - Middle-earth Games
(middleearthgames.com)

Harlequin Games
Legends II — The core Harlequin rulebook for these
modules is 320+ pages long, and extremely
intimidating... It would have been nice to be told to
check out the ‘About’ page first, because this is 
much more approachable if you haven’t a clue what
is going on...  About - Harlequin Games

Ilkor – Dark Rising — Initially I couldn’t get
anywhere or click on anything without the website
wanting me to register, and I loathe this kind of
barrier to some honest-to-goodness browsing
around! Thankfully, clicking on the ‘Library’ header
at the top of the website opened things up a little
for me, and at least allowed me to check out the
Player Guide, which at least looked rather neat and
tidy upon first glance, and it was another
hyperlinked document which would probably be
more useful to existing players once they stumble
through their first few turns...   

Incidentally, clicking on nearly anything else on the
Ilkor website required signing in or registering
before I could go any further, was disappointing.
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strategy advice’ link that leads to a 404 Error.... Oh
dear! 😢

Nuclear Destruction — This looks like a very easy
game to introduce some basic PBM concepts to
new players, but alas, there is no proper
information about turn costs, etc. (and arguably
this is a game that should be very cheap and easy
to run for newbie players).

Rift Lords — This was one of my very first
temptations when PBM Unearthed dropped into my
Inbox, but alas, there is no enough information on
the site to let me know what to expect within the
game. Sample turns or orders, anyone?

Rick Loomis PBM clearly has a lot to offer new PBM
players, but across the board, the information is
presented in a mess of dodgy links and infodumps
that fails to guide anyone new to the right place. I
challenge any one of your readers to visit this
website and tell me exactly how much it costs to
play each game, specifically Nuclear Destruction
(and how long it took them to find that
information), because even the Product Price List
page doesn’t tell you! Alas, the whole website looks
like it belongs at the back end of somebody’s
1990’s bulletin board, and could really benefit from
a good overhaul, perhaps with a section or link
specifically for the new player who doesn’t have a
clue what PBM is, what they’re expected to do,
what they’ll get for their time and money, and what
all these awards and fancy stuff mean.

Dark Age II — another relatively compact rulebook,
and the sample game report PDF is also really
helpful, even if the map and graphics within the
game look like they belong to the dark ages of
ASCII characters and wiggly lines. That said, there
is also an enticing option to play for FREE via email,
and a not unreasonable membership cost that’s
under £25 for a year — that’s actually not a bad
deal, and rather tempting for somebody like me, in
all honesty... I may do some more research on this,
but again, the help for new players seems a tad 

‘bitty’... Here’s the direct link to the How To Play for
FREE bit, for those who’d like to find out more: Dark
Age II | How to Play for Free  (darkage2.uk)

Austerlitz PBM — most of the download links here
gave me a “Invalid or Corrupt PDF file” error, so I
struggled to explore this in any meaningful sense. I
did however manage to download the rulebook, all
300+ pages of it, including several sections listing
numerous Error Codes. Eeek!

As interesting as this looked, I’m afraid it scared the
willies out of me... and the inability to check out so
much of the content that shows examples of what
to expect made this one a tough one to even
consider. There’s a helpful What is PBeM section,
but then they’re asking you to send them money
before you get anywhere near a new game. The
alarm bells were ringing my ears for this one.

Alamaze
Fantasy Kingdoms — there’s no obvious option to
download a rulebook here, although there is a
bewildering array of information on the site and
examples of turns, etc. Alas, there was in fact so
much information to absorb that it put me off
because I couldn't simply click a button to find out
more about accessing the full rules.

Maelstrom — I gather this is their newest release,
but again, there’s no obvious way of accessing the
rules, etc..

There is a section here about ‘Service Levels’ which
initially looked quite promising for ‘newbies’, but it
seems everything needs paying for in some form or
other.

Talisman Games
Galac-Tac — This one initially appealed to me, and I
think there was a vain hope that it might be quite
easy to get started in a new game given the
plentiful downloads of reports and introductions to
the game, etc. But alas, the 50+ page rulebook has
what looks like a decent bit of math-based 
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decision-making throughout, which had me a little
worried, tbh. Despite this, I think Talisman do a very
good job of explaining what you might expect in
your turn results, and how to interpret the
information. It’s a shame there’s not something else
a little more accessible for beginners —like a
beginners game— because I think the idea of 

$5 / month regardless of how many games you
were in is actually a very reasonable pay model in
light of the economic plight of Western nations at
the moment! The website could certainly do with a
magical dusting of sheen as well, to wipe away the
90s retro-vibe, imho.

Overall, things do look in a bit of a sorry state, I
think, and there’s little to excite or entice new
players in from all the above websites, although I
was quite excited to see that there is at least a
Beginners Game option for Star Fleet Warlord.

I don’t know if there’s still a place for introductory
or beginner-only PBM games in the market (or even
if it could be supported financially), but perhaps
some of these PBM companies could consider
offering a scaled-down, possibly FREE alternative
game to help introduce new players to the concepts
behind their core games, or even open a new
world/game and allow players a nominal
complimentary 5-10 turns to find their way before
offering to teleport those characters into the main
fantasy world where everyone else is playing,
thereby holding off the meat and bones hard-sell of
asking for money upfront? To put things in
perspective, the costs still remain relatively
reasonable given the current economic climate,
easily comparable to those of 20+ years ago, which
is something of a double-edge sword in many
ways... Hmmm!?

In the above foray into the worlds and websites of
various companies, I admire the way some
companies continue to help newer players with free
setups and a couple of free turns (just like it used to
be), and particularly liked the Dark Age II model of 

paying a generic annual fee for the year, or even
utilising their very enticing ‘Freemailer’ option
(which allows players to explore the game for FREE
via email-only turns). Talisman Games also offers a
reasonable $5/month option which allows unlimited
access to their online games for a single cost, even
though the actual number of games to choose from
is only one just at the moment...

Do please bear in mind that all of the above
comments are purely a ‘first-glance, first
impressions’ round-up of what I’ve seen this
evening, just by exploring some of the links in your
PBM Unearthed newsletters!

And that, my dear Charles, has taken most of my
evening up, to be brutally frank with you, so I’ll bid
you goodnight, and hope you can make some kind of
useful summation from my findings.

Best wishes, and take care,

Alex Bardy

Editor's Note: Alex, I can't thank you enough for
taking so much time out of your schedule to offer
up such a substantive amount of feedback.
Indeed, it warrants the status of an article, which
is what I have afforded it.

Know that you have my personal and lasting
thanks and appreciation, Mister Bardy!

Note: The Starfleet Warlord rulebook that I
clicked on weighed in at 117 pages.
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Get well soon fella!

I really appreciate what you’re doing for the hobby
– I probably wouldn’t’ve got back into it, if it wasn’t
for you. 

So, thank you!

(Yes, you can publish that quote!)

Cheers,

Rich Lockwood

Editor's Note: Thank you, Rich! For those who
don't know, I suffered a fall this past Monday.
Nothing's broken, as far as I know. Fortunately,
my forehead missed a cement sidewalk by two
to three inches. I lucked out! Just a bunch of
general soreness, and most of this issue I actually
put together on the day of publication.

Separate from all that, I'm glad that you came
back to the PBM hobby, Mister Lockwood. You've
been one of PBM Unearthed's most loyal of
supporters. Your articles have been enjoyed by
myself and others. Have you ever given any
consideration to creating your own YouTube
video channel to discuss PBM gaming? Alex
Bardy feels that you would be a good choice to
host such a thing. Think it over.

Page 12

The Isles is a hand-moderated Play By Mail
game run via either the postal system or via
eMail. It is set in a fantasy world where trade and
commerce are held in higher regard than Lords
and Kings and where life can be brutal, terrifying
and often short for those who do not belong.

Players take on the role of an Outcast, someone
who is newly released from Prison with only a few
possessions, little money and no tangible
memories of who they are, what their past life was,
or why they were imprisoned for so long.

‘You recall a ship. It has to be a sea-going vessel
of some kind because it rolls from side to side in a
storm and you remember vomiting into the hood
that covers your head and is secured at your neck
by a steel band. You remember panicking that you
may drown in your own puke if you are sick again,
but the hood is porous and eventually the bile
drains through. You hear gulls, for three days and
nights you can hear seabirds and eventually the
bellowing of men up on the deck making ready for
the ships destination. You hear the sounds of a
Town or a City before the nausea returns and you
lie down to sleep.‘

https://the-isles.co.uk/
https://the-isles.co.uk/ilanthor-west-harbour
https://the-isles.co.uk/


Crown of Chaos 27
Game Won

Ongoing Exploration

Swords of Pelarn 28
Game in progress

Game full

North Island 75
Game won

Ongoing Exploration

Twilight Crusade 5
Game not yet started
Accepting startups

Immortals’ Realm 9
Game in progress

Game full

The One Ring 9
Game in progress

Game full

Harlequin Games
Home of Legends PBM

https://www.harlequingames.com/games/module/twilight-crusade/twilight-crusade-5/
https://www.harlequingames.com/games/module/immortals-realm/ir-9/
https://www.harlequingames.com/games/module/the-one-ring/the-one-ring-9/
https://www.harlequingames.com/games/module/crown-of-chaos/crown-of-chaos-27/
https://www.harlequingames.com/games/module/swords-of-pelarn/swords-of-pelarn-28/
https://www.harlequingames.com/games/module/nic-75/
https://www.harlequingames.com/


Quest is a great fantasy adventure through a world
of powerful gods, strange magic and dream cities,
of mystical beasts guarding untold treasures. Take
up your spellbooks and sword and begin your
Quest.

Quest is run by KJC Games.

http://www.kjcgames.com/quest/quest.htm
Play-by-mail allows you to participate in a vast game
with dozens of other people from across the country.
Each player fills out an order sheet and sends it in.
About two weeks later, each player receives a
package that describes the results of his orders. This
process repeats until victory is declared. In War of
the Avatars, each player controls a realm that
consists of units, communities, leaders and items.
Each realm is just a small part of the Savage Frontier
of the Forgotten Realms setting. Up to 50 players
participate in each War of the Avatars campaign
(game). In addition to these 50 realms, there are also
roaming bands of monsters and humanoids and
neutral city-states spread across a 5,000 hexagon
map. Not only are multitudes of creatures swarming
across the land, but the very gods themselves are
soon to enter the fray. Twenty turns after each
campaign starts, the gods begin to choose sides. You
must make your kingdom powerful enough to
summon a god's avatar to join your realm.

Forgotten Realms: War of the Avatars is run by
Reality Simulations, Inc. (RSI).

http://www.reality.com/frprosp.htm

Galac-Tac is a single unit level, science fiction war
game. 10 to 15 players start equally. Turns are
processed on any schedule the players agree to and
all players move simultaneously. Each game is
computer generated, no two games are alike. You can
design your own ships. Only your economic and
military decisions will decide your fate in the game.

Galac-Tac is run by Talisman games.

http://www.talisman-games.com/
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 Duel2--the game formerly known as Duelmasters--is a Play-by-Mail game of ancient gladiatorial combat.
Duel2 is run by Reality Simulations, Inc. (RSI).

http://www.reality.com/dmprosp.htm

http://www.kjcgames.com/quest/quest.htm
http://www.reality.com/frprosp.htm
http://www.talisman-games.com/
http://www.reality.com/dmprosp.htm
https://playbymail.net/forum/
http://www.kjcgames.com/quest/quest.htm
http://www.reality.com/frprosp.htm
http://www.talisman-games.com/
http://www.reality.com/dmprosp.htm
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The results for Turn #10 of Hyborian
War game number HW-982 brought
with them some great victories for my
Kingdom of Nemedia. Let the heralds
proclaim that Nemedia defeated the
Kingdom of Cimmeria in set piece
battles in both Tor and Gunderland.
Praise be!

Now comes the Peace Years turn of
Turn #11. More troops! More
characters! A replenished royal
treasury! Great and powerful the
Kingdom of Nemedia is becoming, a
scourge to some and a faithful ally to
others. Yet, no one truly knows what
the fates hold in store for any of the
players still in this game of Hyborian
War.

Nemedia ended the second set of war
seasons, which turned out to only be
three turns long, with a total of 151
troops, total. My troops defeated the
warriors of Cimmeria in a total of
three different battles during this set
of war seasons - once in open field
battle, and twice in set piece battle.

Now, these hill dwellers have been
pushed back away from the border of
the Nemedian homeland.
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When peace years turns come, players have no
way of knowing just exactly how many new
characters that they will get. It's possible to end
up with no new characters (which really sucks big
time!), but usually, players do receive new
characters for their kingdoms' royal courts.

Unfortunately, peace years turns are also when
characters die of natural causes from aging (yep,
just like in real life!). Different kingdoms start the
game with different amounts of characters. One of
the best things about Hyborian War is the
asymmetrical design of the different kingdoms in
contention with one another. Altogether, games of
Hyborian War usually start with 36 different player
kingdoms in play, all at the same time.

Is Hyborian War the perfect game? Oh, of course
not! However, that said and conceded, it is a game
that is truly one heck of a lot of fun. It has vast
replayability, from one game to the next, with no
two games of Hyborian War ever turning out 

exactly the same.

During Turn #11, my kingdom's characters will be
doing a lot of actively ruling. I don't want any troop
rebellions, after all - and actively ruling helps to
keep rebellions to a minimum. So far this game, I
haven't had any rebellions, per se, aside from a few
troops defying my commands and dispersing, after
I issued some conscript troop orders (which isn't
an abnormal occurrence, and especially if you issue
multiple conscript troop orders turn after turn after
turn.

So far this game, there have been waves of
assassins send against my court members (aka
characters) on no less than three different
occasions. Accordingly, I plan to continue
protecting my royal court (or at least try to), and to
counterspy my court, as well. Sometimes,
depending upon which kingdom that you are
playing, you may or may not have any characters
suitable for such tasks. In that case, pray!



The only characters that can actively rule in
Hyborian War are your monarch and your
provincial rulers. Not all characters make good
rulers, but again, players invariably must end up
playing the game with whatever characters that
your court is blessed with - be they good or bad
at whatever you assign them to do.

There are two basic kinds of orders in Hyborian
War. These are Command Orders and
Declaration Orders. Actively ruling is a Command
Order for monarchs and provincial rulers, and here
is an example of what that command will look like
on my turn orders sheet for next turn.

I Command Lady Zenobia Numa NEME-13 to (A)ctively (R)ule

The report on a given character's assignment for a
given turn can vary, depending upon the degree of
success or failure that they experience during any
particular turn.

For example, here is the report on one of
Nemedia's nobles for my Turn #10 results:

The report for Skirios Amalric's success in Shamar
was somewhat mixed. I cannot greatly praise him
for his rule there. The province bears watching.

Sometimes, your best characters fail at their
mission, even as your worst characters succeed.
This is not the most likely scenario, but it does
happen from time to time. Apparently, there is a
percentage based chance of any character
succeeding or failing in their assigned mission on
any given turn. This adds to both the fog of war

and to the replayability of the game. Everything in
Hyborian War isn't predictable, and this is actually
one of the game's redeeming qualities, even
though it can admittedly be somewhat frustrating,
at times. One of the problems with some PBM
games is that after awhile, they become rather
formulaic and predictable in their outcomes.

The span of years that each Peace Years turn
covers varies, from Peace years to Peace Years. If
memory serves me correctly, the Turn #11 Peace
Years turn will be 23 years long. This should
hopefully replenish Nemedia's royal treasury,
during the last set of war seasons.

Here's what the Treasury Chart for Nemedia
looked like in my Turn #10 results:

War faction bribes paid for raid and invasion
intents not carried out are one of the quickest and
surest ways to make a kingdom's treasury dry up.
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Hyborian War will track each of the 36 player
kingdoms' progress towards victory. It only
displays the player kingdoms in the Top Ten, but
at game end, it will list the victory placement of all
36 player kingdoms. I learned from another player
that my Kingdom of Nemedia was ranked 28th out
of 36 places, as of the end of Turn #10. So, I've got
a long way to go, if I hope to win HW-982.

That said, I don't typically play to win games of
Hyborian War, anymore. I won HW-165, a long time
ago, and when all was said and done, I felt that it
was a rather anti-climactic experience. That's why,
these days, I try to focus more upon having fun,
than upon trying to win the game, according to
RSI's built-in victory ranking system. To each their
own, though.

Here is what my set piece battle in Gunderland
against Cimmeria looked like, as our troops there
faced off against one another before the battle
started:

Cimmeria fielded no troops in that battle, and was
defeated as soon as the battle in Forest terrain
started.

Because Cimmeria's ally, Aquilonia, moved an
imperial army into Gunderland to help Cimmeria
defend that province against my invading Nemedia
troops, here is what that next set piece battle
against Aquilonia looked like, before the two sides
clashed in battle:
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Unfortunately for Aquilonia, a Fire Wall spell cast by
a Nemedian character in this set piece battle
pretty much wiped out most, if not all, of Aquilonia's
13 troops that the Aquilonian player had committed
to the defense of his ally's province. Long may this
Nemedian victory gnaw at Aquilonia's memory!

It's always fun to win battles in Hyborian War.
However, from my own long firsthand experience I
can also attest to the fact that you can still have a
lot of fun playing hyborian War, even when your
armies end up on the losing side of battles.
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And in the set piece battle for Tor in Turn #10,
while I won't share all 28 different depictions of
Nemedian and Cimmerian troops facing off against
one another over the course of the battle on each
hour or day of this momentous and hard-fought
battle, here are three different depictions over the
span of this battle in Fort A terrain.

First, our opposing troops arrayed against one
another before the battle starts:

As you can plainly see, there are lots of heavy
infantry preparing to oppose one another in this
battle between the barbarians of Cimmeria and
the soldiers of Nemedia's civilization.

Here we are, approximately mid-way through the
battle, and you can see gaps in the battle lines
forming. If you look close, you can also see that
Nemedia's troops (the ones on the left side with
the troop numbers beneath them) have begun
driving towards the right side of the battlefield.
Thus, Cimmeria's troops are losing ground, and it's
noticeable, once you know what to look for.

And here's the final depiction of troops fighting
against one another in this Battle for Tor, which is
both a Nemedian homeland province and one of
Cimmeria's imperial goals. Cimmeria's other
imperial goal is Gunderland, which the Cimmerian
player lost to me this turn, as well.

Note in this final depiction of troops that I am
sharing with the readers of PBM Unearthed how
Cimmeria only has one troop remaining depicted
on the field of battle. Plus, Nemedia's troops have

advanced to the far end of the battlefield. There
was but one more paragraph of text narrative of
the battle that appeared in my turn results after
this final visual depiction of troops on the
battlefield, and then the Battle for Tor ended.

Too much blood had already been spilled. The
battle was over and the morrow would not glint
upon our steel raised in battle.

High One, the gods have ordained that peace
should fall upon all peoples of Hyboria. The
seasons of war are now done. I have halted all
affairs of conquest, including all battles, war
preparations, and invasions.

This set piece battle actually saw combat
between Nemedia's and Cimmeria's opposing
forces over a span of four different days. Rather
than an outright defeat for Cimmeria, the battle
actually timed out. In other words, Cimmeria just
didn't manage to get the job done within the
amount of time that the battle raged for.

Cimmeria's troops were outnumbered in this
battle. They had already been hit with plague due
to a Black Death spell being cast against them, as
they crossed the border from Gunderland into Tor
the turn before. Black Death will kill anywhere from
20% to 50% of an invasion force, if properly
prepared by the defending kingdom which has
such a spell at its disposal.

Here's a little tip about Black Death spells in
Hyborian War. If you have more than one of them
at your disposal, and if you have the characters
who possess such Black Death spells to properly
prepare the spell and and have those characters
assigned to armies defending your province being
invaded, then invading enemy armies can be hit
with multiple Black Death spells, thereby
increasing the troop losses of the invaders.

Holding onto Tor was a huge victory, nonetheless,
from my perspective. I'm still celebrating!
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