


Is NUCLEAR WAR unavoidable?

Is Nuclear Escalation inevitable? Is Nuclear Proliferation inescapable?
Are Weapons of Mass Destruction ever going to be found?

We don't know either, but we do know that the card game NUCLEAR WAR is the most fun

you'll ever find in a box that size. — —

Originally Invented in 1965, this game makes fun ' '
of the very idea of trying to "win" a Nuclear War.
2014 marks the 49th Anniversary of the invention
of this hilarious game. Watch our website for
news of the special 50th Anniversary edition.

Nuclear War has THREE expansion sets: Nuclear
Escalation, Nuclear Proliferation, and Weapons of
Mass Destruction. All these games should be
available at your favorite local game store. If not,
you can find them on our webpage at
www.flylngbuffalo.com or you can mail us a check
or money order (add $5 postage if you are in the
USA, or $19 postage for outside the USA).

We accept Visa, Mastercard, Discover, American
Express, and Paypal.

Suggested US retail prices:

Nuclear War - $29.95

Nuclear Escalation - $29.95

Nuclear Proliferation - $29.95

Weapons of Mass Destruction - $19.95

Flying Buffalo, Inc.

P.O. Box 8467
Scottsdale, AZ 85252

www.flyingbuffalo.com &

games@flyingbuffalo.com



http://flyingbuffalo.com/nucwar.htm
http://www.flyingbuffalo.com/
mailto:games@flyingbuffalo.com?subject=Nuclear%20War
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The Statistical Excellence Award that was
announced for KJC Games in Issue # 5 of
Suspense & Decision magazine was awarded in
recognition of information provided by that
company's programmer, who goes by the name
of Darak on the Phoenix:BSE forum. The true
current size of the overall PBM player base
remains an elusive figure. Darak's example of
transparency warrants commendation.
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Balance is restored, and
harmony returns to the play
by mail gaming universe,
once more, as Issue # 6
finally materializes in the
eager hands of its waiting
digital readership.

Ah, the profundity of the
moment!

I know what you're thinking,
though. You're a glutton for
punishment, and you want to
slay a few words, yourself.
You have an eye on an article
that you want to write, and
you're right on the verge of
begging me - begging
anyone - for the chance to
unleash that verbosity beast
that dwells deep within you.

You'll have to fight your way
past the throng already
gathered at my electronic
gate, first. Your article will
have to find its way through
the omnipresent avalanche of
articles that I pull at random
from the stack, each time.

Seriously, though, send me
something. Send your email
to:



mailto:GrimFinger@GrimFinger.Net
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Magazine Meets Ragnarok

Is Suspense & Decision doomed by burnout?

Charles Mosteller

The Great Concern, if I may call it that,
shared by numerous individuals who have
provided feedback to me about this
magazine since its very first issue, has been
the issue of burnout.

I have been cautioned time after time, again
and again, to not let the pace of publication
of Suspense & Decision lead to burnout. The
fear, it seems, is that a monthly rate of
publication will invariably and inevitably lead
to burnout.

Indeed, it may. It just might. But, speaking
from the perspective of being the one who
publishes it, it really isn't the prospect of
burnout that concerns me nearly so much as
other things do. If the continued survival of
Suspense & Decision is the worry, speaking
as both the Managing Editor and Publisher of
the magazine in question (namely, this one),
I can think of numerous other things that
pose a far greater threat to the continued
publication of this magazine than burnout.

Honestly, I don't even know if I would
include burnout within a Top 5 list of
potential threats most likely to bring the
publication run of this magazine to a
grinding halt.

The single biggest threat to this magazine's
continued existence is the prospect of
absence of content. In other words,
submissions of articles, advertisements, and
other material that I can use to publish each
and every issue. Far too many readers and
game moderators, alike, seem to think that
the flow of content to the magazine is

assured. Yet, it isn't. Nothing could be
further from the truth, in fact.

The sheer number of individuals who
genuinely seem to like the magazine a lot is
substantially greater than the number of
individuals actually bothering to send
something in for me to include as content for
all readers to enjoy.

The single best way to ensure that the
magazine continues well into the future is for
people who enjoy it to participate in
submitting material for me to populate the
pages with. Complacency, when it comes to
submitting material for publication, could
unquestionably lead to the magazine's
demise.

A core readership base for the magazine's
content has already sprung into existence.
Six issues out, now, numerous individuals
across a fairly wide spectrum have already
become accustomed to downloading and
reading each new issue. That's not to say
that, when they do, they necessarily just
start signing up for new PBM games to play.
Rather, they find the subject matter
interesting, and they continue to want more
of it.

Recently, I was told that a 100+ page issue
was a bad idea. Personally, I thought that it
was a damned fine idea, but clearly, not
everyone agrees with me. Being very early
in the magazine's life span, the object is to
build interest. The mere fact that we were
able to offer a triple digit issue, and so soon
in the publication sequence, is not something
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Suspense & Decision
that I regret in the least.

Indeed, if at some point, I decide to close up
shop and shutter the digital presses from
whence Suspense & Decision emanates, then
so be it, regardless of whatever the reason
to end the magazine's publication run might
prove to be. But, at least let it not be said
that we didn't dare to dream big on at least
one occasion.

The prospect of failure is a real one. It ever
remains our constant companion on this
journey from page to page and from issue to
issue. It is something that will always be
with us. No doubt about that. None at all.

Yet, is doubt something that I want to chain
the publication of future issues to? If
Suspense & Decision's ultimate fate, it's
eventual destiny, is to be only a short run
magazine, then what of it? By God, at least
our readers, some of them if not all of them,
feel that there is an actual, honest-to-God
PBM magazine in existence, once again.

God doesn't promise us tomorrow. Neither
do I promise anyone a ten year run, nor a
five year run, nor even a two year run. The
immediate goal before me is to try and
publish at least one full year's worth of
issues. This issue, in fact, marks our arrival
at the halfway point of that goal.

If you were to roll back the clock and the
calendar, who out there would have
imagined only a single year ago that we
would be where we are, today, with this
magazine?

More than one previous PBM magazine
couldn't meet established bi-monthly
publication deadlines. Yet, here we are, six
issues into our run as a digital publication,
and how many of our readers have had to
wait even a single extra month to read the
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issue of our magazine that they were waiting
on? Not a single, solitary one, insofar as I
know.

Have we met every deadline, to date? Nope,
not at all. But, where others chose to
measure deadlines in terms of months, I
have chosen to measure them in mere days
or hours or minutes.

I can - and do - appreciate the fact that
those who caution me to be careful about
getting burned out, due to the frequency of
publication or due to the page count of
particular issues harbor a concern that this
magazine has value, and that their natural
desire is to guard against what seems to
them to be a very likely and tangible threat
to this magazine's continued existence. They
like the magazine. They perceive it to have
at least some merit. They want it to
continue.

But, I submit to these very same individuals
that the stakes warrant a bolder approach
than to them might seem most prudent.

At six issues, we're barely out of the starting
gate, and I'm already being admonished to
pull back on the reins. Why?

Some of what I personally feel to be
amongst the very best of ideas for the
magazine haven't even been implemented,
yet, but I should slow things down? How
slow does everyone want me to dial it back
to? How about once a year? How about once
every five years?

My gut instinct tells me that offering readers
and gamers more is a better approach than
offering them less. I have no doubt that
others would do things differently, if it were
them instead of me being the one doing the
deciding on such things. If we're not willing
to risk burnout, then what will we risk?
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It's Diplomacy with the gloves off.
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At Face Value

A look at the Facebook numbers

April 30 th , 2014

Facebook Page # of Likes
Flying Buffalo, Inc. 1,401 Likes (+1 2)
Empires at War 1805 349 Likes (+ 8)
Takamo Universe 232 Likes (+2 4)
Clash of Legends 113 Likes (+ 5)
Phoenix: Beyond the Stellar Empire 95 Likes (+ 6)
| Diplomacy on USAK 83 Likes ( +1)
Starweb 82 Likes (0)
Rolling Thunder Games 66 Likes (+ 1)
Duel2 65 Likes (+2)
Fallen Empires PBE 39 Likes (+1)
Rimworlds 35 Likes (0)
Galactic Prisoners 29 Likes (+2)
Alamaze 27 Likes (+1)
It's a Crime 26 Likes (+2)
PlayByMail.Net 15 Likes ( +6)

April 30 , 2014
Facebook Discussion Group # of members

Hyborian War 52 members (0)
Middle - Earth PBM 45 members (-2)
Phoenix BSE 36 members (+1)
Forgotten Realms 37 members (+2)
Legends 30 members (0)
Starfleet Warlor d 30 members (+ 4)
Science Fiction Writers and Artists Group for Takamo Universe | 24 members (0)
Postal Diplomacy Zine Archive 22 members (0)
Lands of Nevron 19 members (0)
Duel2 11 members (+ 2)
Fall of Rome 2 members (0)
Play By Mail Games 1 member (0)

* NOTE: The numbers in parenthesis
maintaining of the status quo since the previous issue.
that was added, this issue.
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N/A denotes an en try
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