ISSUE 95

Flagship

THE POSTAL AND EMAIL GAMING MAGAZINE

In this issue
Aspects of Might

Austerlitz

Chevian Chronicles
Eldritch

Great White Hunter
Middle Earth
Neutral Zone
Quest GME

plus ...

All the Sports News
Bob McLain

Spiel 2001

Steve Tierney

Zine Scene

. and much more!

£4.00



WWW.MADCENTRAL.COM

Epif
Fan’ra55
in

DungeonWorld

FTE'E P]‘aﬁ
in the
Broken
Lands

Mat[hwse ot
ﬂwe t[arl(er

side.




Jolelg
from

the Bridge

... AND ONWARDS!

SOME OF Y OU have already heard the sad news
that my husband Ken died at Christmas. If not,
you’'ll understand why this issue has been
delayed. Ken was the inspiration and support
for my wholelifeand | misshimterribly. | do still
intend to continue editing Flagship, despite this
great loss. | know that the Flagship team can count
on your support.

Our major incentive is the liveliness of the
PBM hobby: itsgames, its moderators and - most
important, of course - its players.

You' Il be pleased to see what awide range of
games we cover this issue. Among them is the
exciting new power- and adventure- game Aspects
of Might from Justin Parsler of Silver Dreamer:
hot stuff. If wargames are your thing, we've an
article on the well-regarded Napol eonic wargame
Austerlitz. If you love sportsgames, you'll gladly
join with us to welcome our new Sports Editor
thisissue, and beinterested to read the description
by the designer of Neutral Zone of his work in
getting thisup and running. A fantasy wargames
addict? Learn what it'sliketo start Middle Earth
PBM as a newcomer, and about the varied
challenges offered by the splendidly-named
Eldritch, which hasbeen running for several years
now without much coverage in our pages. Yes,
yes, there's even more: Elvaria, Quest GME,
Chevia and the new safari game Great White
Hunter (it's good-hearted, honest: no animals
really getinjured).

John Harrington continues his series about
the amateur zines, with an article on Railway
Rivals. We welcome Paul Evans, who has agreed
towrite about non-PBM gameson aregular basis,
and startsthisissue with an account of new games
seen at the huge German gamesfair, Spiel. Steve
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SPEAK - NEWS

Justin Parsler of Silver Dreamer
77 . . . .
vy writes about designing his
Aspects of Might in thisissue,
but we’'ve also learnt that a
second version of hiscelebrated
powergame Absolute Power has
just been launched as Absolute Power 11: The
Regency. Play will beweekly, at £5 aturn, and
the scenario is set in the future of the old
Absolute Power universe. Good hews, as there
was some uncertainty earlier about whether this
relaunch would happen. Therewon’t be agreat
deal of space for new players, so if you're
interested contact Silver Dreamer right away.

Adrian Bagley has decided to close his
L egend of the Stars, aroleplaying game setin
outer space. ‘The players all seemed to be
enjoying it,’ he reports, ‘but took longer and
longer to send in orders, until eventually the
gamejust stopped. The curse of theteam game,
| suppose... People don't mind sending in
computer-moderated letter and number codes
to adeadline, but they like to roleplay at their
own pace.’ The game ran for severa years,
though, starting in 1998, so it's not done too
badly.

Mike Absolom is currently running the
South area of Saturnaliafor free but the game
iscurrently full. Following the birth of hisfirst
child, Mike's time is somewhat limited, so a
waiting list is in operation. Prospective new
players should note that they may have a
lengthy wait beforethey can jointhe game. Note
that other areas of Saturnalia do have room for
new players, so it's worth asking around.

WORG are starting anew areaof Saturndia.
The Viridian Islands is a group game: over-
the-table Saturnaliagaming sessions have been
around for years, but this is probably the first
postal group PBM in the Saturnalia world.
WORG are also working on two games (acquired
from Lombot), namely Throne and Battle
Dirge. The latter received a good review in
Flagship, so it's encouraging to see the game
may be continuing later this year.

Harlequin Games have been
having a hectic time with their
Middle Earth PBM. They ran
aFaceto Face session in Cardiff
over Christmas, where players
turned up at the office to play through a game
of Middle Earth. They say that ‘ everyone had
agreat time, averaging three hoursslegp anight’
and that ‘the atmosphere is awesome’.

Then, just a couple of weeks later, they
drove to Copenhagen and ran another game,
with the Scandinavian World Championship
team playing another team. ‘ Once again,’ they
say, it was a ‘fantastic ambience, as players
hurriedly collate and attempt to write ordersin
half an hour.’

Because these events have been so
successful, Harlequin are off to the USA in
June, and running another Faceto Facein Cardiff
in July. Phew, sounds like hard work but great
fun, too.

Their auto-input system for Middle Earth
isnow in play-test, and the Introductory game
is now in its final stages of playtest - you're
welcome to join up. (Just when you thought
things were calming down, eh?) For those
interested in the film Fellowship of the Ring,
they decided not to go for a big push on this
but new players have joined up al the same.

Oh, and their website has had a major
overhauled: feedback, as always, is welcome
on this:www.middl eearthgames.com

FANTASY WARGAMES

Harlequin’s most recent game of Legends,
NIC26, has nearly reached thefull 100 players,
so they will soon be closing it down to new
setups. Until then, any new players will be
given somehelpin catching up: they’ll be getting
accelerated setupsand will be allowed to do the
first month only adventures on their first turn.

Harlequin used a new technique to balance
the game start, with aweb-based sign up scheme
that let all the players see which races and
factions were popular. They’ve found that this
has led to the best game start since they’verun
Legends, and they’ ve resolved to use the same
method in al their future games.

Harlequin's Serim Ral 52 comes out in the
next two weeks. They apologise to those who
have had await for thisgame, but think the wait
will beworthit though. Thisisyour last chance
to get in at the game start!

Steve White reports that his relaunch of Kings
of Steel is now making steady progress. It's a
hand-moderated game, so quite hard work, but
Steve has been developing spread-sheets to
reduce the record keeping and isworking on an
improved appearance for the turnsheets.

Thenext KoS gameisfilling rapidly. There
may be some places still vacant in it, but you'll
need to be prompt if you wish to apply.

Time Patterns' Crisis! has
been suspended following
Ken Mulholland’s death,
but it will resume after a
pause. The existing games
will definitely runto their conclusion, and Time
Patterns are hoping to start new games of this
old favourite. Apologiesto any applicantswho
haven't been acknowledged yet: chequeswon’t
be cashed until the next game is ready to start.

Richard Miles has asked us to pass on an
apology to all players of his Squad L eader,
who haven't received turns since late summer
because he broke two fingersand stretched some
tendons (during akick-boxing lesson, noless!).
This left him unable to write, and only able to
type with discomfort. He also thanks his
playersfor voting for Squad Leader in our ratings
poll. Turnsin the game have probably resumed
by now.

KJC are offering free startupsin their next game
of Warlord for anyone who hasn't tried the
game before and who livesin Britain or Europe.
There'sno obligation to continue playing if you
don't like the look of the game, but note that
the number of places available will only be

NON-FANTASY WARGAMES

enough to fill the game, and allocated on afirst
comefirst served basis.

Warlord isset in apost-nuclear world, where
you seek to become the dominant world power.
Starting off with basic forces and technology,
you'll obtain more information and power as
your empire increases:

http: //mww.kj cgames.com/war lordf.htm

A waiting list is now open for the next game of
Prometheus, an empire-building wargame from
Hunky Monkey. Start-up is £10, though note
that Flagship readerscan claim afreeturn using
the discount coupon enclosed with this issue.
Stand-by positionsare also availablein existing
games, thisbeing agood way to learn the ropes.
Stand by positions are £5 plus two free turns -
existing players who have the rules can get a
standby position for free including afree turn!
All turns are £2.50. Play is available via post,
PDF email or full colour HTML email.

SubscribetoFlagship online

(all major credit and debit cards)
www.pbmgames.com/flagship
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. . CONVENTIONS
What is Play By Mail?
THE PROCESS is simple. Players send their  position. The other players won't know what . R OXCON 2002:
orders for each turn in the game to a central  you’ replanning unlessyou choosetotell them, & o February 15th-17th

moderator (or GM), who works out the results
and sends them back. This simple process
allowshundredsof playerstoenter gameworlds
of great depth, to contact each other between
turnsfor discussion and negotiation andto play
at atime that suits them.

In most games everybody’s orders are
processed together for each turn,
simultaneously, but the results that are sent
back are the individual ones for your own

which offers many possibilities for joint and
covert action. Thereareall sortsof games, with
all sorts of settings: roleplaying, wargaming,
adventuring, empire-building, sportsgamesand
plenty more! Somearesimple, somearecomplex,
but they will all take skill and planning to play
them well.

If you've never tried Play By Mail, giveit
ago. It will beunlikeany other kind of gaming
that you've played.

¢ Harlequin  Games
i report that a new Star
Quest module is under
way, set in a galaxy
‘devastated by previous
5~ Warswherethevery stars
themselveswere among the
victims, leaving the remaining clans struggling
for space and survival amongst the debris of a
dying galaxy.’

The programmer has just finished a new
version of the front-end software. This allows
playersto receiveturns, write ordersand collate
information. Together with the mapping
programme and plansfor future updates, thisis
breathing new lifeinto aclassic game.

Various factions in KJC's Beyond the Stellar
Empireare seeking new recruits. Theseinclude
the Imperial Services, the Confederate Naval
Forces, the Hive, the Brotherhood and the
Imperial Stellar Patrol; each of these offersits
own take on lifein BSE and arange of benefits
to prospective alies.

Dominic Miller of Rebus Games, who's just
started moderating Galaxy, has decided to run
his first game as a free play-test because he's
made quite afew changesto the game.

Gaaxy isan sf wargame. You play theleader
of arace of peopleliving in agalaxy populated
by other, hostile races. So your challengeisto
conquer new worlds, defend your own planets,
build up a strong economic base, and then, of
course, to dominate the whole galaxy ...

dominic@rebusgames.com

Starweb is one of the earliest but best-ever
PBM games for those of you who enjoy
interacting with your fellow players. You choose
one of six different waystowinthegame- asa
Pirate, a Berserker, an Empire-Builder, a
Merchant, an Artefact Collector or an Apostle
- each with a different path to victory. The
winning number of victory pointsis chosen by
averaging out al the players' votes, so quite
when to make your decisive movesis something
that you have to judge for yourself.

» @ SCIENCE FICTION GAMES

Starweb isn’t available in Europe now, but
itsUSdesigner, Rick Loomisof Flying Buffalo
Inc, is offering free sample games for novices,
to be played by email. Each ‘trial game’ has
only six players (one of each character type)
and fewer worlds, and lasts exactly 12 turns.
One of the six playersisan experienced player
who will take the peaceful role of Merchant or
Artefact-Collector, and who will try to help
you out as amentor. At the end of the 12 turns,
the player with the highest score winsacoupon
covering the $5 setup fee for aregular game.

If you want to try this, send Flying Buffalo
your name, email address, postal mailing address
and your preference in character type and code
name (up to 9 letters). You may not get the
character typeyou prefer, of course, asthereis
only one of each per game.

This won't give you the whole experience
of playing Starweb, but you'll learn alot about
the game, and have the benefit of amentor, and
it'sall for free.

Incidentally, if you prefer to play a paying
game from Flying Buffalo, they can accept
payment via PAYPAL, or Visa, Mastercard,
Discover, American Express, Diners Club, the
JCB card or a postal money order made out in
dollars.

www.flyingbuffalo.com

Steve Arnott reports that the waiting list for
the next game of Galactic Invasion |11 isnow
filling up. Thissf wargameisbased on the same
system as Battle of the Planets, run
successfully in the past by Harlequin but now
discontinued. The gameisfree and runsto two
week deadlines by email only, from:
gi3@notreally.co.uk

POLITICAL GAMES

A new American political game, E Pluribus
Unum - Inside the US Government, should
be approaching its launch around now. More
information is obtainable from its GM, Bryan
Tribble, at:

http: //epu.omega-games.net

at Keble College,
‘ Oxford. There's a
Laser Quest on the Friday evening, which must
be booked in advance. Tournaments for
Diplomacy, Settlers of Catan and Lost Cities,
with plenty of other games available over the
weekend. Detailsfrom:

http://come.to/oxcon

MASTERCON: 22nd to 24th February 2002,
in The Hind Hotel, Wellingborough, Northants.
Tournamentsin Diplomacy, 18X X and Settlers,
along with plenty of other games. Detailsfrom
David Norman:

david@ellought.demon.co.uk

MADHOUSE MINI CON

Mini Convention/ Pubmeet onthe 23rd and 24th
of February, at The Bell Public House, Hemel
Hempstead. Madhouse have pulled out all the
stopsthisyear tobringyouanother 2-day minicon.
Arrive at midday, grab adrink or two and get in
the mood, then at 1PM sharp events will begin.
A full Madhouse team will be on hand to make
sure there's aways plenty to do, and that's
without the obligatory scheming, planning and
diabolical diplomacy!

TOWERCON
22 - 24 March 2002, Claremont Hotel,
Blackpool, Lancashire. TowerCon is an
independent games convention held in
Blackpool which is now in its 5th year. The
event is held at the Claremont Hotel who
provide most of the residential accommodation.
TowerCon aims to provide a gaming
environment that is relaxed and friendly and
caters to a variety of gaming types. Board
Games, Freeform, RPG’s and war gaming are
all supported (CCG’s are currently not
supported due to space constraints).
Therearealso afew “unique’ items- Glynn
Mossop's Gunfight which isagreat ice breaker
at the convention, and the giant Settlersof Catan
board on which their final of the Settlers
competition is played. (Rumours of a Craggy
Island variant remain unsubstantiated).
www.towercon.co.uk

DICECON: A boardgames convention, to be
held on 25th August 2002 in the Central Hotel,
Glasgow. Tournaments with prizesfor Settlers
and Ivanhoe, plus lots of games that you can
play and leave as you wish, including United,
Grand Slam and Grand National. There'splenty
of free spacefor boardgaming at the venue. The
organisersemphasi sethat they’ re going to make
surethat ‘ novices (including family groups) get
agentleintroduction and have something to do
rather than wander round looking at | ots of other
people enjoying themselves.’
www.dicecon.com
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Andy and Cara
s"', Simmonds of Mindless
1% Gameshavesent usthe

good news of the birth
of Robert Alexander

Simmonds (Robbie) on Sat 29th
December, a brother for their daughter Caitlin.
Very best wishes from the Flagship office for
this new arrival.

Play By Electron Games are offering trial
games of Eldritch and Iron Kings for new
players, which allow you to try either game for
10 turns at no charge.

http: //www.pbegames.com

lan Brumby of Fenris Games has suspended
his roleplaying games at present, following a
change of housewhich hasinvolved himinalot
of rebuilding. The bathroom and the kitchen had
to take precedence over converting theloft into
an office, which seems pretty reasonable. lanis
planning to get back to hisPBM gamesintime,
but since he can’t realistically take on any new
players for a while we'll remove him from
Galactic View until we hear of his return. It's

still possible to write to him to reserve a place
for therestart, and lan also saysthat he' |l refund
credit to anyone who isn't prepared to wait.
Good luck with the refurbishment, lan!

KJC Gameshaveannounced anincreaseintheir

charges for all their games, but only by 10p or

so per turn. Not bad: especially since it’s their

first price rise across the board since 1996!
They can accept payments in euros from

all European players outside the UK: check

their Overseas | nformation Sheet on thewebsite:
http: //mamw.kj cgames.com/osinfof.htm

Jeremy Wasden of Fuel PBM is prepared to
extend his special offer of a complete game of
Continental Railsor Heavens Abovefor only
£35.00, for another issue. Both are well-tried
games, so thisisagood saving.

The US GM for AdventuresBy Mail, Keith R
LeBlanc, asks us to remind readers that ABM
runsemail gamesof Monster Island, Quest 11,
It’sA Crime! and Smuggler’sRun. USreaders
may beinterested in noting that ABM also runs
amail only version of Isle Of Crowns.

Most of these games are available for UK
playersfrom KJC Games, but it'sworth noting
the ABM link both for our overseasreadersand
for keen players who can’'t get enough of a
particular game! Keith stresses that there's no
commercial rivalry between ABM and KJC: the
two firms have worked closely together for
many years.

As a specia offer, if any of you mention
that you heard about ABM in Flagship, Keith
will start you up for free and give you some
free turns to kick start you in any ABM game
you choose. The ABM website is:

http: //www.adventuresbymail.com

Stewart Leary of Received Wisdom reports
that all of his games may now be played by
email and, where played by email, the only cost
to Flagship readersis £9.99 (or $15) per year,
as there are no per turn costs. He's increased
his range of games with Mighty Heroes, a
superhero game, and his Chicken Run istaking
off in a big way, with players in the US (and
other countries) joining in this and his other
games: all ‘due to email making the world
smaller!’

ZINES

We've heard from
Shaun Walker that the
zine Infinite Threads is
about to become a purely
web-based venture. The
GMs who co-operate in its production will be
continuing with their games, but now all results
will bedisplayed onthelnfinite Threadswebsite:
www.infinite-threads.co.uk
Thiswill require more work on Shaun’s part as
the webmaster, but he says that he's willing to
takethison, andislooking forward toimproving
your gaming environment and experience. He
plans to improve the look and functionality of
the website, with ‘a discussion board, better
graphics, more user-friendly navigation etc’.
Shaun also wantsto increase the number of
games offered, and is currently on the lookout
for GMs (and playersalike) for any new games
which come along. He' d wel come suggestions
for any games which you'd like included,
whether as a GM or player. Any games which
seem likely to have a reasonable following for
repeated games will be considered, and even
those which can gather enough players for a
one-off.
Interestingly, Shaun is considering starting
a number of role-playing games: there aren’t
many RPG games in zines. Apart from this,
thereare plansfor afew Diplomacy games, both
standard and variants, and games of Stars! and
Galaxy if thereis sufficient interest. There are
various games which are aready running, of
course; check out theweb-sitefor more on these.

PLAYTESTS

Ready for playtest is Blood Royal from James
Doyle, which hedescribesasagame of ‘ dynastic
inheritance, diplomatic intrigue and medieval
warfare'. For moreinformation, email him at:
james.doyle@virgin.net

Kevin Johns is looking for 16 playtesters to
help with the betatest of hisnew football game,
Soccer Sensation. He'll be running this by
post, so is asking for £5 to cover the cost of
postage: thiswill bring you a 15-game season.
If you're interested in helping, contact Kevin
at: 12 Tregullan, Illogan, Redruth, Cornwall
TR16 4DG.

STOP PRESS

TBA Games (Austerlitz & Championship
L eague) arenow Supersonic Games. Morenews
next issuel

Madhouse are looking for lots and lots of
playtesters for a fast, silly web-based game.
Check out: www.madcentral .com/hauntedmanor.
Itscompletely free, very simple, itrunsdaily, it'll
take you just a few minutes each day to write
someorders. All playersarewelcome, the more
themerrier. It'scompletely automatic, and runs
inyour webbrowser and by automatically sending
you a short email of turn results each day.
Madhouse say they need LOADS of people to
signupforit,tomakethefirst gamebusy andfun.
But please only sign up if you are actually going
to bother to play. No timewasters required.

MEETS
G3 DAYS: Held on
the second Saturday
of each month, a day
of games hosted by
SFC Press at The Duke of
York, 35 New Cavendish &, London W1 from
12.30 onwards. Admissionisfree. Contact SFC
Press Old Dover Road, London SE3 8SJ; email
events@sfcp.co.uk

HARLEQUIN GAMES: Plans are definitely
afoot for arole-playing weekend this summer,
with the date to be announced. It will combinea
pubmeset, a face to face role-playing session,
board games ‘and, well, more meeting in the
pub’. It's primarily intended for players in
Harlequin's hand-moderated games, Exile and
Crack of Doom, but if anyoneelseisinterested
incoming along, just get intouch with Harlequin
at theaddressin Galactic View.

COLIN ANDREWS: A date hasn’t been fixed
yet, but contact Colin at the address in GV if
you fancy joining the Over-The-Table RPG
which he's planning to run in a month or so.
Colin is a well-experienced GM and promises
an exciting RPG session.

WORLD GAMES

Zen Games' old favourite, Tribes of Crane, is
usually full, but its GM Melvyn Huntley was
recently able to reduce the waiting list: now's
thetimeto apply if you want to try thisfamous,
long-running game.



THE SPOKESMEN

Ken Mulholland

2001

SPEAK -

1940 -

Ken Mulholland (always Ken, never Kenneth) was born in Liverpool in 1940.
The eldest of six children, he went to Quarry Bank Grammar School, then
Manchester University where he read Physics. He specialised in Acoustics
as a post-graduate, taking his BSc at Southampton and his PhD at Liverpool.
He lectured at Liverpool, then at Aston University in Birmingham, teaching
Acoustics and then Transport Management until taking early retirement in
'95. Previously, his research work abroad included a year at MIT in Boston
and periods in Ottawa, Vancouver and Grenoble.

PBMers know Ken for his work on games, of course. He was aways a
games enthusiast: bridge, boardgames, computer games, roleplaying games
and live roleplaying games. Roleplaying was discovered from a D&D set
picked up in the USA; Ken ran free-form sessions until it became too difficult
to keep a group together. He discovered PBM from an advert for Starweb
in one of the sf magazines, and soon found that PBM offered chances to play
through an otherwise busy life. Players and GMs aike found Ken helpful and
considerate. Throughout his life he was aways ready to assist people with
both advice and practica help.

Ken's own game, StarGlobe, was designed in his spare time during study
leave in Grenoble and programmed on a home computer when he returned
to Britain. His scientific background gave him a particular interest in sf, and
StarGlobe started as a simulation of starship flight in 3D before getting
adapted into a playable game. Ken didn’t regard science as a dry subject, but
as something to inspire wonder. Computers were useful tools, but above all
fun.Ken was an active man, who enjoyed hang-gliding, skiing, swimming and
walking the coastal foot-path. He had a passionate love of music, from Buddy
Holly to Mahler, and was a keen concert-goer. Ken had a dry, sharp,
disrespectful sense of humour, amost always on the side of the underdog. Oh,
and the most appalling handwriting!

Tributes & Memories

Rod Hudson was Ken's PhD student at Liverpool University:

'In the sixties he got me to appreciate Bach on a Moog synthesiser and Smon
& Garfunkel. He introduced me to Pachebal’s Canon, and whenever | hear
it | think of Ken and his telling of his abortive search for Rachebad's Canon
until he realised the composer’s actual name.

Keith Attenborough was a colleague at Liverpool University, now
Professor at Hull University:

‘Everything Ken did was done to the full. There is an international list of
acousticians who owe something of their careers to Ken. My vivid memories
of visiting Ken in Boston in the 1970s (he was on sabbatical at MIT) include
several hairy rides in his Ford Mustang, being thrown out of the Bridge Club
at MIT and throwing up after fried clams. Ken had an encyclopaedic
knowledge of the south coast area and the cliff walks. | remember too the
model railway which had to be dismembered to accommodate guests and
the continuing collection through the Peco shop at Beer. Our conversations
about Science and Science Fiction were always lively, knowledgeable (at
least on Ken's part) and controversial. Ken had great love of music, notably
the playing of the slow movement of the Moonlight sonata - with which he
became increasingly confident over the years! And, of course, the many
Majong sessions when Ken was the only person who knew the rules!’

Alasdair Traill, a colleague at Aston University:
‘I had a great deal of regard and respect for Ken, both as a friend and as
one of my most valuable colleagues.'

Paul Truelove, a colleague at Aston University:

"...the kind of colleague who was very much his own person, pursuing his own
enthusiasms and unbowed by the university system, and always ready to cope
with the absurdities of our department with the best possible response:
humour.'

KEN MULHOLLAND

Ken & Carol at Dawlish, Devon

Rob Harper, State of Mind Games:

‘While | didn’t know Ken as well as some, | considered him a friend, and
respected him greatly. His dedication to the postal gaming hobby over such
a long time was a real inspiration, and | will always remember the times
at conventions when Ken had me giggling hysterically with his dry wit -
particularly when | ended up sitting next to him at a GM panel some years
back. Ken will be greatly missed by many of us in the postal games hobby.'

Stephen White, GM of 'Kings of Steel'

'Although | never had the opportunity to meet Ken personally, | still feel
that he was someone | have known, even though the contact was limited
to letters and phone calls. Ken helped me greatly over the years with his
interest and support in the hobby.'

Mo Holkar, game designer (Undying King Games) and friend:

'I've just been reading back through some of our old correspondence, and
| don't know how many times, over the last ten years and more, he
unselfishly gave me support, advice and opinion - and, of course, the
wonderful gift of his wicked humour, which made even the briefest of notes
a pleasure.

But | know for sure that without what Carol and Ken built and provided
together, | would never have achieved half the things | set out to. And it
goes without saying that everyone in the postal games hobby owes his
memory a tremendous debt - for opening up new possibilities of gaming,
for the solidest example of quality and professionalism, and above all for
years of dedication to making the hobby bigger, friendlier, better-
connected, and generally a happier place for all of us.

Bob McLain, columnist, opponent and friend:
'Ken was a man of principle, calm and forthright, with the best intentions.
Carol can be proud of him'

Nick Palmer, former Flagship editor, friend, now MP for Broxstowe
‘In all the years | knew Ken, | never saw him shaken or ill-tempered: he was
one of the most completely reliable people | have ever met. In a hobby with
its share of flaky characters, this was completely invaluable, and accounted
for a good deal of Flagship's success. And quite apart from that, he was
such a nice man: amiable, helpful and decent. We've all been lucky to have
had him around.'
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Aspects of Might

Co-operate to Rebuild a World

Two viewpoints about this deep new adventure game ...

First, MARK HOWE's experiences ...

Aspectsof Might isset on the Lakham Peninsulaof theworld of Arcanos.
The Peninsulais 500 by 500 squares on the map, a vast area.

Arcanosisaworld filled with godlike powers called Aspects, which
are taken from the Tarot: the Emperor, the Star, Justice, Temperance and
many more exist, 25 in total, each with its own outlook on things. Once
Arcanos prospered and many ‘ Aspected’ people (those who have astrong
connection to one Aspect over the others) existed there. The Aspects,
however, chose to withdraw from the world and during this period, the
Penance, only afew people, the Chosen, retained any link to the Aspects
and had to wait for them to return.

Thegameisset asthe Penanceisjust ending. Townsare slowly being
awoken by the Chosen and peopl e are once more regaining contact with
the Aspects. Players take the role of these ‘Aspected’ individuals, and
must endeavour to rebuild the world and find aplace for themselvesinit.

What'sinvolved?

You beginin one of the awakened towns, each of which has some story to
it and its own things to do. But players are just as free to choose their
own course of action and goals. Some build and devel op in the townsthey
start in; some head off to found communities of their own; some explore;
some fight the beasts and monsters; some seek to develop lost |ore; some
seek positionsin aguild or acouncil; some research new magics (called
Suits); indeed, some do abit of everything. The realm of what's possible
is immense, and you are not limited to just one course, you can try as
much or as little as suits your taste.

The turns are sent viaemail only, in ahandy Adobe PDF format; the
readersfor thesefilesare free and easily available. Communication in the
game takes place over the ‘Astral Web', asif every Aspected being hasa
form of mental contact with each other. I1t’saYahoo group list, which you
join by sending ablank email to:

AstralWeb-subscribe@yahoogroups.com
One of the key things about thisgame which | personally found enjoyable
wasthen Character (IC) conversationsthat go on viathislist: sometimes
thetraffic is heavy, but more often than not it is all roleplaying, with few
Out of Character (OOC) messages.

Creating characters

A few choices are needed for character creation. First, you must choose a
bloodline. Asinitialy it'sonly possibleto play humans, it’sthe bloodlines
that offer variety. Each of them has certain stats that it’s higher or lower
inthan others, aswell as oneAspect with which it's commonly associated.
(Incidentally, more bloodlines have become available to choose from as
other towns have opened up, but you can only find out about these once
in play.) Anyway, | choseto play aVolkenan (strong and healthy), and a

Aspects of Might at a glance

An open-ended, email-only game requiring co-operation rather than
competitiveness. Using Madhouse's Nexus engine, it'srun by Silver
Dreamer. The weekly turns are £2.50 each, for 2 characters. The
website is:

www.si|verdreamer.com

Gossenbecht (amber-eyed, magical and wise). | had envisioned aWarrior
and aMage, and seemed well on the way to achieving that aim.

Next, you choose which one of the 25 Aspects each character will
take. The beliefs, statistics and magical suits of each Aspect are fully
explained intherules. The Aspect affects a character’s starting statistics,
and | decided to stick with my concept of a mage and her warrior
companion, so chose the Magician Aspect (high in lore and essence,
which is good for spells and knowledge) for the Gossenbecht and the
Moon (representing change, strong in vitality) for the Volkenan.

Thefinal major stepin character creation isto choose aTalent, which
can further affect your character’s starting statistics. Talentsare qualities
like Magical, Wise, Very Strong, as well as afew minor Aspects, which
areuseful for creating lost lorelike Cups, Stavesand thelike. | chose Very
Wisefor my Gossenbecht magician, thereby ensuring she could make and
learn new knowledge easily but physically would be quite weak, and
Very Tough for my Volkenan warrior, thereby ensuring he would have
lots of Vitality (like hit points) and adding some extra damage to his
blows.

All that was|eft to do was name my characters: | went for Karalynne
Allisair (my mage) and Cael Gaidin (my warrior).

First results

Opening thefirst turn | anxiously scanned theresults, takingit all in. The
design of the characters was quite familiar to me, because Aspects uses
the Nexus system so its layout resembles that of DungeonWorld.

Each character has six statistics (Charisma, Determination, Agility,
Physique, Essence and L ore), each of which has various importance and
effects for a character. Lore for example is crucial to someone who is
planning to make and research lost Lore, Essence is invaluable to those
who want to throw fireballs, summon beasts and the like, and Charisma
is important to diplomats and politicians. Then there are six defences,
which determine how easy you are to hit by various attack methods: the
higher you can get these the better. Then there are the meat’ n’veg stats,
which include Accuracy, Speed and Experience among others. Last
Meditated and Last Connection are special, because Aspected beings
need to meditate on their Aspect and make connection with it every so
often or they begin to suffer penalties. This can be done easily on an
order, and isn’t always successful, but the results of a successful
connection can be more than worth the effort. Charactersal so have sections
for what they carry: al start off with a club and rag smock.

The map of what my characters could see showed them to bein the
centre of the town of Perivale, with numerous other newly awakened
Aspected individual s standing around, and from the map key | could see
many homes, crop fields and buildings of interest. So | equipped my
clubs (just in case) and set off to explore Perivale.

The town of Perivale

Later turns revealed that the places of interest in town offered various
goods, services and benefits. There was also a number of guilds like the
LoreKeepers and Perivale Militia | could join, some societies like the
Friends of Perivale (dedicated citizens sworn to see the town prosper)
and partieslike the Great Council and the Perivale Town Council. Visiting
the Town Hall we were gifted some ducats (the game currency), and an
item left for us by one of the Chosen: the items we got were an amber
necklace and a pair of dua bracers. On investigation, these could be
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enchanted, with alot of work.

The town’s mayor Elder Saris (the GM, Justin) also posted via the
Astral Web anumber of tasksthat we could take part in. In Perivale'scase
these were hunting down a family of Aspected people who had raided
and stolen the town’s supply of metal weapons upon awaking (metal is
very rare, and its method of construction is something people are still
trying to relearn); the slaying of some Goat Tribe members who had
forsaken the Aspects and were heading for one of the town’s prominent
NPCs, who was offering a bounty for them; finally, the Elders needed
someone to take a L ore Tome to the town of Applegate, far to the south-
west. Thistome would allow usto awaken more
Aspected folk in the town. Needlessto say, these
tasks attracted a lot of interest, and over time
morethings become availableto do.

Research
Another interesting aspect of the game is the
ability to do research, in theform of aFeasibility
Study. A Feasibility Study is an idea you that
have, be it for a new skill, atype of building, a
new guild, whatever. The ideais emailed to the
GM at silverdrea@aol.com, and you are charged
£2 for each study you send, or 50p if it fails. The
cost is because these studies are almost entirely
hand-moderated by the GM and require him to
implement whatever you are trying. Note that
not everything you try is possible: you couldn’t,
say, research steel if you haven't got the ability
to mine and smelt iron aready. Things beyond
the current world’'s existing technological
capability will almost certainly fail. But it is
through Feasibility Studies that the characters
can relearn and rebuild the services, goods, spells
and technol ogies that were lost by the Penance.
So far, things like Summon Familiar spells
and Meditations are tied to a single Aspect; the
ability to sanctify ponds or standing stonesto a
specific Aspect; fighting styles, knowledge
primers, waysto develop Marshlands and a plethora of other things have
been learnt and are slowly being turned into Lore Tomes. Basically, how
thisworksisthat once acharacter’sLore statistic is high enough and once
he/she gains pen, ink and parchment to write Fragments of Lore, theLore
that's written is tied to the character’s Aspect. So a Magician Aspected
character can scribe magician fragments, and so on. These fragmentsare
then used to construct the relevant L ore Tome which can then be used to
develop the new type of building, learn the new suit, or learn the new
proficiency tied to it.

Thoughts about Aspects

Thegamefor mewaslikeabreath of fresh air, something new and different,
with many appealing features and novel approaches to certain things.
Not to mention thefact that it seemsto have avoided many of the problems
somegamesfall prey to, like masses of player killers or powergamersand
minimal roleplay. Thisis not to say this game doesn’t offer a place for
thesekindsof play, intruth Aspectsoffersalittle something for everyone,
and then some. But the game seems to encourage a quality of play that
provides awonderful and enjoyable atmosphere.

The ability to attain whatever goals you set yourself also adds so
much to the enjoyment of the game. For example, quite early on | earned
apost for one of my characters as Alderman of Perivale. This meant that
| was responsible for tracking land claims and where people were
devel oping, and keeping the map of the town. This provides my character
with anincome, paid to her from the town as sheis now apublic official.
| was mapping anyway, but it means so much moreto do so now that it's
legitimately in character as it's part of her job and she receives some
tangiblein-game benefit for doingiit.

Theonly real qualms| have had so far are some map graphic issues,
in that some of the monsters appear on the map with the same icons, and
all the crop fields have the same graphic, regardless of whether they are
beans, wheat or the like. And characters appear as a symbol, as opposed
to say thelittle peopl e graphics Dungeonworld uses. But these are nothing
major, just my weakness for eye candy, and some of it is being steadily
resolved by Justin as time goes by.

Theonly other gripe | had whether the game seemsto be expensive at
times, compared to some of the competition out there. Even things like
Feasibility Studies that fail cost some money, which seems a bit rough.

The game has seemingly minimum overhead costs
asit'semail, so there’s no printing costs and even
the rulebook is an emailed document: the price
seemsalittle unwarranted at times. But again, even
that seemsto be easily forgotten and forgiven once
you' re playing the game, and you soon find yoursel f
just sitting there hoping the next turn will hurry up
and arrive.

To anyone thinking of trying the game, |
recommend you do so. Plan your characters
carefully, have a concept and get involved in as
much as you feel you can handle. If you need help
you can always ask via the Astral Web for it, and
the playerswho are all afriendly bunch are always
more than happy to answer your questions, share
their maps and give you whatever help they can.
You' |l soon be engrossed in the world, happy with
the atmosphere, and content with the results.

If Aspects isn't the best game available, it's
certainly the best I've played, and like all good
games it's always growing, expanding and being
developed as an ongoing process. Silver Dreamer
arenot one of these compani esthat make the game,
ignore the opinions of their playersand are slow to
make enhancements, in fact I’ ve found the GM to
be very friendly, ever helpful and always open to
useful input and feedback.

Secondly, ALEX MATHIESON takes up his

own two characters...

Awakening was such astrange affair. Their past lives seemed but shadows.
Asif aveil werelifted from their eyes, they awakened to find they were
gifted or cursed with the knowledge of their bloodlines and of the Aspects
they held within them.

ShewasKalliope Silverbrow, and her blood wasthat of the Faelraker
- in that she was touched by the fey, given to their madness and
unpredictability, but too she knew the songs of the land and felt in tune
with the wild places. As her Aspect she carried the symbol of the Moon
- one of the Major Arcana associated with madness and change.

Hewas Fael Ravenwing, one of the Gossenbecht, in whose blood the
power of the mystics ran strong. His amber eyes burned with a strange
fire, for he carried with him the power of the magi, the knowledge of how
to manipulate the energies of the world to his own ends. For his Aspect
he carried the symbol of the Wheel of Fortune - that brings luck, both
good and bad, but is also asymbol of life's cycle.

Stepping from out of the barbarism of the past, they had awoken to
find themselves clothed only in ragged tunics, with nothing but simple
cudgelsto their name. They were in a hamlet or village, by the name of
Jacob’s Ford - aragtag collection of cottages and ruins, simplefolk working
the fields and tilling the soil around them.

Their Aspects had spoken to them at their time of awakening - telling
each to visit the nearby Loremasters and Town Council of Jacob’s Ford,
where they might receive further knowledge and instruction. The mage
knew that his destiny lay with the Loremasters, for with their knowledge
of tomes and fragment writing, he might forge a path for himself in this
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strange land. The Faelraker yearned instead to seek the wilds, however,
the constraints of civilisation but shackles around her feet.

Voices teased at the edges of their perception - and they knew that
they listened to other Awakened, for somehow all were linked by some
power of telepathy to one another. The voices spoke of witches and
barrows, of skeletons and accursed, of council matters, conversations and
requests for aid, until it seemed they could scarce make head nor tail of
what path they should take.

Strangejourneyslay ahead it seemed, but for thetimethey madetheir
way solemnly to the Loremasters, where gifts and knowledge awaited
them.

Thevaried world

Silver Dreamers’ Aspects of Might is conceptually very rich, and it is
evident that a lot of thought has gone into the realisation of the world.
Designed with Madhouse's Nexus Engine, if you are familiar with such
games as Dungeonworld you will find yourself at home with Aspects of
Might, the easy-to-pick-up system and character setup allowing for quick
and easy entrance into the game world. The turnaround however is fast,
faster than most PBM games | have played before, seven days only,
which is perhaps a factor in making the game playable only by email.

My early turnsin the game were largely exploratory in nature - with
a loremaster, a council chambers and a marketplace in the village we
started in, it seemed the best course to visit each in turn before venturing
into the wilds.

Theloremasters presented each of my characterswith agift associated
withtheir bloodline- asilver ring for the Faelraker, and an amber necklace
for the Gossenbecht. These were not supernatural in nature, but time and
effort could perhaps develop the potential of such gifts, they hinted. My
mage had just enough Loreto join the guild of loremasters, which he did
the following turn, whereupon they granted him pen and ink, plus
parchment in order for him to rediscover some lost lore. Further studies
could yield how to fashion tomes of lore and what lore fragments would
be required for a particular tome, but that seemed a far-off prospect for
such afledgling magician.

The town council had other gifts - fifty ducats for each of us, to help
rebuild the village in some fashion from what was lost in the Penance.
Neither of my characters had the necessary charisma to join either the
local town council or great council, however, so our business with the
councilmen was done, it seemed.

It struck me that whilst a nice way of getting a feel for the lands of
Jacob’s Ford, it was avery linear path wetrod that first turn - visiting the
loremasters and council chambers on the instructions of our Aspects.

My mage had to return to the loremasters the following turn, but my
Faelraker headed north towards some ruins and thence to visit the
marketplace. The ruins it seemed, could be upgraded to a cottage, at the
expense of some ducats, which seemed asensible course of action. But of
course, | had not given much attention to the words of the Astral Web,
that collective body of thought from Awakened across the lands, which
was to be my folly.

| was two weeks into the game, and | have to say the sheer body of
emailed messages | had received in so short atime from other playerson
the group list seemed a very daunting prospect to keep track of. Four
hundred messagesfilled my folder, and regrettably there waslittle chance
of me keeping abreast of them all - so | dabbled here and there with the
more interesting subject lines, and left to one side the rather important
‘claim’ stakes from other Awakened in Jacob's Ford. The game being
very dynamic, the councils had decreed that development of any village
should be subject to claimsfor land, to prevent any disputes over territories
- something not in the rulebook, but rather an invention of the players. So
it was that | was to be the first party to poach on someone else’s claim,
and build a cottage on a portion of their lands. The matter was easily
resolved, thankfully, but | found myself down half my ducats. Hiding my
embarrassment | headed for the marketpl ace once more.

As | ventured north, there were fewer of the other Awakened of the
village. Talk there was of something or someone called ‘the Accursed’ to
the north of the village, while skeletons seemed to hold sway to the

south. A curse lay upon them, whatever they were, so the tales went.
Perhaps there was some way of lifting it?

The marketplace offered a few items worthy of purchase. Firstly,
moccasins, for with proper footwear the wearer can travel further in a
given turn. A wicker shield seemed another good buy, along with some
animal skinsto keep out the cold. | toyed with theideaof aknife or spear,
but | thought the club would do me for the time. Having reached the
marketplace, | meditated on my Aspect for a time, hoping to receive
some small gift in thisfashion. By meditating over time| cameto be gifted
by drops of pure Essence, although | could not make sense of what these
were.

My mage meanwhile ambled through the village, tinkering with his
new-found ability to scribe aspects of lore. For his efforts he was gifted
with two Wheel fragments, which some on the Astral Web seemed keen
to trade for. Perhaps a Feasibility Study would be in order, along order
involving extra turn credit, but which would allow him to fathom out
which lore fragments he required to fashion a Tome of some kind? Tomes
seemed the key to devel oping powersand it was evident that tradewould
bein order, as he seemed only to have the ability to scribe fragments of
his major and minor Aspects. A fellow player kindly enlightened me
further: “Wheel of Fortune Aspect isahandy oneto haveasit allowsyou
to make blessings and cures and thingswhich involve chance and luck....
and as blessingsin the game only wear off if another blessingisput onthe
character or if cursed, they can provide some very good benefits.’

But how to use such apower?1’d need to have a closer look at these
fragments |’ d fashioned.

My Faelraker was newly clothed and equipped with her purchases,
so she ventured north once more. The village continued a fair ways it
seemed, although she did chance to see acouple of Accursed beforethey
were put swiftly to the sword by another Awakened. Rather without
warning, the following turn another of these foul beings chanced to take
its luck against Kalliope. It had appeared from nowhere it seemed, and
though neither attacker nor defender were able to inflict much damage
upon the other, the mettle of the Faelraker showed through in the end.

Thoughts about Aspects

The handful of turns | played for this review were scarce enough to do
justice to the game, | felt, although | had missed aturn or two along the
way, due to the rather hectic seven day turnaround. The game is largely
one of discovery, in that branches of knowledge are dealt to you as you
progress further in whatever direction you choose to take, commands
gifted you as you embrace new ideas - be it learning how to fashion
copper, or throw clay pottery, to understand the lore of Tomes, or to join
some guild or society.

On the plus side, the background to the game, in particular its use of
the Tarot deck to great effect, and the sense of mystery that pervades
everything in the game were the high points. | was left with so many
unresolved questions - what were the essences, how could | seek to learn
the secrets of the silver ring and amber necklace, where were these shacks
of Accursed | heard tell of to my north?

By contrast, | found the Astral Web, or group mailing list to be by far
the most detrimental aspect of the game and something | feel could benefit
from alittle restructuring. In the space of ten weeks | had a little over
1200 emailsin onefolder, something | could not hopeto keep track of. It
was too unfocussed, comments from the GM sitting side by side with
requestsfor aid from somefar distant locale, and | felt abetter organisation
of subject lineswould benefit dissemination of such information. Anything
pertaining to the gamein genera having one subject line, anything pertaining
to a specific locale having the locale in the subject line for example.
Enough to alow for email filters to sort out the information neatly into
what is needed and what is not.

I’d recommend the game to you if you enjoy exploratory games,
those of discovery and particularly if you enjoy co-operation with the
other players. If you find yourself with rather amore competitive streak,
then I’d advise you to look elsewhere, for the whole ethos of the gameis
one of joint co-operation with the other players, seeking to improve the
lot of the world of Arcanos.
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The Book of Beelzebob

It's BOB MCLAIN! Plus cloven hoof

'I LET’'S FACE it. The only news
|- from America is Bob McLain.
How better to showcase my
own accomplishments and
opinions than to rename my
column Book of Beelzebob. If
thereareany Christiansin the
audience, | am sure you will
overlook the Satanic
implications, just as you
.. { overlooked the colonialist
“implications in my earlier
Helium Jungle column.
Remember, the operative
wordln Beelzebob’ isnot beelze, but BOB. Got it, Bub?
Do you need still more proof that | am the central figure in PBM?
Look at those letters: PBM. The last two stand for Bob McLain. How
can you deny me? (The P, of course, stands for Pretty.)

Admiral Bob Sails Again

| own Flagship. Again. Carol, dear, we're partners, now get me some
coffee, will you? Yes, Carol, two sugars, but wait, please: it's not quite
true, me owning Flagship. | own US Flagship. Again. You' vestill got UK
Flagship. No milk, thank you, but do bring usacookie. Youwould liketo
hear the story, yes?

| bought the U.S. edition of Flagship from Nicky Palmer in the 1990s.
| changed its name to American Flagship, published two issues, and then
sold it to John Hansen, a casino worker from Las Vegas who wanted to
break into the hobby. | estimated the odds at 50/50 that John would
actually publish anissue. Hewas eager to include aclausein the contract
to prohibit mefrom starting anew PBM magazine for the next five years.
| agreed to the clause on the condition that we insert another clause that
would return ownership of US Flagship to me (just the assets, not the
liabilities) in the event that John didn’t publish asingle issue in the next
five years.

Guesswhat? It'sbeen five years. John hasn't published asingleissue
of US Flagship. By law, my contract with John now lurches up from its
graveto pluck the magazine from his hands and gently placeit in mine.
All that wonderful content from thefirst 58 USissues of Flagship belongs
to me again. Whatever shall | do with it? Shall US Flagship, or perhaps
American Flagship, return? It’s not just the name of my column that's
goneto Hell, isit?

That Thief, Spielberg
A few people on the Internet newsgroup rec.games.pbm have discussed
whether it'sethical for amoderator tojoin agamerun by another moderator
for the purpose of gathering competitive information such asideas, play
mechanics, and even the names of players. Before all of you moderators
who have been secretly playing Timelapse for so many years feel a
twinge of guilt, let me say that theissue hereisan ethical one, not alegal
one. Which meansthat it's not really an issue at all.

Did Steven Spielberg watch other people’s movies before (and after)
he made his own? Do you suppose he watches those movies with a
director’s eye? The best way to come up with great new ideas is to
exploregreat oldideas. If | weregoing to design anew PBM game, I'djoin
other games similar to mine, take the good concepts, alter them abit, and
proudly call them my own. Anyone who doesn’t is not much of a game

designer.

As for player names, well, let me say that | have a database of over
3000 PBM player names and e-mail addresses, most of them culled from
player lists and discussion forums. I'll do with those names as | like. In
the old days, the more active players, along with some of the moderators,
including Rick Loomisof Flying Buffalo, our resident bastion of propriety,
would routinely sell or give away the names and postal addresses of
PBM players, and no one complained. | enjoyed getting unsolicited PBM
material in my mailbox. Now, with everyone'stime so very, very valuable,
people complain about ‘spam’, even when the ‘spam’ is information
about anew PBM game or service. Channel your aggression elsewhere.
I'll have more spam, spam, spam, spam, eggs, and spam, please.

Move Over, Rubik, Here's Gose

Stephen Gose of PBM Cube, a service that offers franchises for the many
modules of its Adventurers of Renown PBM game, touts on his Web site
that PBM Cube offersthe ‘industry’s standard accepted method to process
gamesby Postal Mail, Electronic Mail, FAX or Modem'. When | requested
details, Gose asked me if | had heard of TCP/IP. Why, yes! It's the
foundation of al Internet communication. Wasthat Gose'swork?| had to
learn more, especially how Gose uses TCP/IP for postal and fax turns.
But he wouldn’t answer my questions.

It gets better. Gose claimsthat arecent survey ‘qualified’ hismethod
of running PBM games as the most popular one on the Web. | asked him
twice for details on this‘survey’, but he wouldn’t answer my questions.

And how about this one: according to Gose, PBMCube is ‘the only
PBM & PBEM game manufacturer to date on the Internet’. First TCP/IP,
and now this? The cure for cancer cannot be far behind.

Gose did say that he eagerly looks forward to reading my ‘article’
about PBM Cube * after it is published’. The power to read articles before
they are published is frightening indeed. Goseis God.

Beelzebolts

There must be some reason why | read each issue of Flagship cover-to-
cover. Of course! It's to find dumb things that people write and then
make monkeys of them here.

John Harrington! So it took a ‘group of us' to successfully run a
‘demo game of Railway Rivals at the 99 Flagship convention’? | won’t
joke about how many of you it might take to screw in a light bulb.
(Perhaps the same number that attended the ' 99 Flagship convention?)

Colin Forbes! You suggest that in Crisis! playersshould ‘ get acouple
of alliesand plan your own stab better than your opponents’. Somebody,
please stop Colin Forbes before he gives away all the trade secrets.

Andy London! You wrote in your DungeonWorld article that ‘things
can awaysget worse' . | wasgoing to makefun of you for being apessimist,
but then | turned the page to Mark Stretch’s review of Acquire, and
realized you wereright.

Bob McLain! So you haven't stabbed anyone in years! What about
Drew Carson? You stabbed him a couple of months ago. And Andrew
Menard? He doesn’ t even know you stabbed him. You even stabbed your
own two team-mates in a recent game of World War 1V so you could
commandeer the resources of the entire team. Can't you just get along?
It's not always about you, you, you.

1’1l be back next issue with more stuff about me, me, me.

(c) Copyright 2002 Bob McLain ( mclain@voicenet.com)
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Austerlitz

Fight the Good Fight

But, warns DAVID BLAIR, remember the economy ...

MANY OF Y OU out there will be familiar with Austerlitz.

ThisPBM gamekicks off in January 1808 and worksitsway through
the Napoleonic era, allowing the gamer to operate one of sixteen countries
in Europe, in some cases with holdingsin the Caribbean and/or India, and
attempt to be one of the last three standing, with or without alliesassisting
your cause. Sincel’m currently participating in two games, about to start
up in another two (once enough playersfill thefew remaining spots), and
operating as a temporary turnkeeper in one game where a player has
dropped out and before a permanent replacement is found, | thought
some of Flagship’s readers might be interested in case studies of the
existing games - 150 and 157.

Austerlitz #150

In game 150 | operate as Great Britain, usually the first position to be
snapped up but strangely enough one of thefirst to experienceawithdrawal.
A lot of would-be Duke of Wellingtons don’t appreciate that in this off
shore island, the most important early factor is the economy. Without a
thriving set of industries you will be unable to afford to build up enough
troops and ships to create the Great in Britain. Being off shore makes it
highly unlikely anybody will invade, certainly for the first 10-12 turns at
least, which allows you time to build population at home and expand
your colonial holdings, whoseimportance you will hear about later. Totally
different from controlling Spain, Portugal, Naples, Italy, or the
Confederation of the Rhine, whereyour geographical position alone means
you are likely to be in a set-to within six turns minimum. It's a slower
approach, and Britain has been vacated early on more than one occasion
because of the lack of immediate battles.

However | am a slower type of player, who enjoys the economical
side equally aswell as the military, and | took it with eyes open. Things
were going very well, sending troops out to the colonies and acquiring
various resources without blood being spilt. These colonial resources
largely amounted to ore, gold, zinc and economic points (the last being
thegame'slife blood for building anything).

Early diplomatic overtures to Holland and Spain seemed to secure
my immediate threat, till | noticed Francewasanew lad - hehad failed to
build certain production sites necessary for hisadvancement. So | decided
to charge in or, more in tune with my philosophy, land on an out-of-the-
way beach and marchinland. With little opposition Parisfell and | gained
the whole of the west coast from Brest down to northern Spain.

About thistime Holland seemed to get alittle jeal ous of my success,
and before | knew it, treachery abounded in the shape of both heand Italy
piling into France from the east and south. But instead of partitioning the
country they decided to take it all. Perhaps a little frightened of the
troops | had in France, they enlisted the aid of the Ottoman Empire to
land as well. Morocco agreed to help me and we descended into various
battles and counter attacks. Then the opposition drew a trump card -
they persuaded Sweden (who by now had gained Norway from Denmark)
toinvade Britain in Scotland. In the meantime Holland and the Ottomans
landed troops in two places in Ireland and three in southern Britain as

Austerlitzat a glance

L ong-running historical wargame from Supersonic Games, at £10 for
startup and £3 for subsequent turns.

decoys for Sweden. All were eventually despatched, but Sweden took a
grip around Peterhead. Thismeant | wasforced to withdraw from France,
destroying what | could to leave little for the invaders and face up to the
Swedes.

Another twist came in the last winter, when it was obvious that
Sweden had gone out onalimbin thisinvasion - hewas starving at home.
Population fell dramatically, resulting in fewer and fewer citizensbecoming
availableto add to theinvasion. We have faced each other on six occasions.
In some of them we have done little or no fighting as one or both of us
lacked theideal terrain or equipment to force a breakthrough, knowing a
heavy loss for either could spell the end. These standoffs allowed both
Sweden and Britain to build up and train troops for what would be a
eventual showdown.

While al this is going on, Morocco has enlisted Spanish help and
forces are now marshalling in Northern Spain, currently allowing the
invadersto finish taking the rest of France. A new Russian player (no, he
isnot Russian - he hasjust taken over Russia - try to keep up, please) has
taken on the Ottoman Empire.

The set-up as | write is that my British army has now engaged the
Swedes outside Peterhead, and by now will havewon thefight and will be
destroying the remainder of his army over the next turn or two. It has
taken a while to achieve the force needed to fight in the Highlands of
Scotland, the main thing is Sweden cannot retreat further north, where he
had sent shipsto take off histroops. Sweden isreceiving food and economic
points from his allies but they cannot give him population, so the planis
to squeeze their weak spot Sweden from the west, and from Russiain the
East. Once they have been broken, the plan is for another Normandy
(and, asin 1944, exactly where on the coastline from the Hook of Holland
to the Southwest of France will need to be guessed at by the treacherous
ones), along with amajor push into the south of the Ottoman Empire and
south of Italy to create a wide front. With Britain having being forced
back home it can now boast of around 900,000 men at its disposal (a
million by the time the invasion starts).

Did | mention that during all thistime the financing of the army was
being done by attacking mines of the opposition in the colonies, gaining
the minerals then destroying the sites as they were about to be regained?
It is not just one way, as my mines are constantly being picked off in
reply. The importance of economy in this game - the ability to have the
materials you need to replace ships and men already in your warehouse,
and the extrastocks required for trading or selling to your own trade cities
to provide the money for these activities - is paramount. Selling in the
colonies allows money to be transferred home; without this| would have
been out along time ago.

The whole game is on a knife edge and could go either way, with
Britain, Morocco, Spain and Russia countering Sweden (their weakest by
far), Holland (the strongest and ringleader - sorry, Commander in Chief),
Italy and the Ottoman Empire. This has along way to go, and thereisa
lot of fighting still to be done.

Austerlitz #157

Here, as Saladin running the Ottoman Empire, life has been exactly the
opposite. TBA gave methe country asaturnkeeper but | liked it so much
I took it on full time. For months | have been wandering over the Gaza
strip down past Egypt and along to Cairo, picking up neutral areas, all
adding to the country’stax income. | have an aliance with Russiawhich
became necessary when the player came in as a replacement. We agreed
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that attacking each other would open both of usup for outside interference.
You would be extremely lucky to get a winning spot in Austerlitz

without doing some fighting, so | have used my leisure time building up

lots of good quality troops: Sipahis, Palace Guards, and of course the

expensive but necessary artillery batteries. | also sent asmall force with

acommander into Indiaand have captured Trincamolee, giving me atrade

city inthat part of theworld. Thiscould comein handy later - it certainly

hasin 150 above. But the honeymoon will be over soon, | fear. Countries

are at war al around

me, including Russia

being attacked by

Prussia and Austria

but being aided by

Sweden. Sweden has

invaded Britain (adeja

vue here, except in

this scenario Britain

hadn’t the materialsto

keep going and has

folded) and s

finishing it off. This

should make them

extremely wealthy

and one to keep in

with. France has

defeated Spain and

followed on to

Portugal, which
promptly folded.
Morocco is still
enjoying a

honeymoon, but his
spy has informed me
a French force has
landed off the coast of
North Africa and
could be at the gates
of Cairo within two
turns. Of course it
could be a peaceful
army, and they may
actually belooking to
go west towards
Morocco and not east
towards me. But |
don'tbelieveinfairies
either. Added to
which | have noticed
abuild up of Austrian
troops in one of its
barracks nowhere
near the Russian
front, but darn close to Turkish territory.

A two-pronged attack coming soon? Well done, just what | am
surmising - honeymoon isover, lads, timeto kit up and moveto thefront,
whilst retaining a reserve in the rear to cover the actual push. With two
spies watching for movement in Austrian front lines, and my third one
arriving in Cairo as| write, to try to gauge the opposition strength, | fear
blood will be running soon, with the French providing the diversion.

Austerlitz itself

Gamerswho have played Austerlitz may groan about the lack of realism
inthe size of the armies and the lack of supply lineswhich would require
slower invasions as you seek to maintain a continuity of suppliesto your
front line, but | have always found that once immersed in the standard
game play, the country takes you over and assuming you like diplomacy

you will always have fellow rulersto be able to discuss trade, alliances,
and potential opponents with.

Therewasan Elite game, using supply linesetc with only ten countries,
but it is currently in limbo.

I have played in around ten games, not counting any turnkeeping
ones, in the near four years since | started, and although it can be played
at acheaper rate by email, | still prefer the pages of stats coming through
the front door with athud. The time spent analyzing the various trading,

movements,
marching, fighting,
checking your spy
reportsand of course
checking the mapsto
see how other
countries are
progressing. The
latter activity
highlightsthegamers
who areaggressiveor
passive, which ones
areforgetting to build
their mines,
factories, troop
levels and estates
(the source for food
to feed the masses,
without which your
population  will
decrease
dramatically). The
last type are usually
fair game for their
neighbours unless
they are adept at
gaining aliances or
help from the more
experienced players,
who would rather
help out a poor
neighbour  than
discover he has been
overrun and he is
now replaced by a
megalomaniac.
Overall the game
offers variety in the
country chosen due
to the troop types
and terrain, but a
touch of familiarity
too, in that you need
to make sure production sites are built, population is expanded, trading
is done to secure the goods you need but your country can’t get enough
of (eg Sweden and Naples need to buy or trade for food, or conquer their
neighbour of course which will supply most of the items they crave).

You could do alot worse than looking at this gameif you fancy a bit

of everything (except monsters and magic).

[David adds: ‘ Having spoken to Sam @ TBA recently, | have beeninformed
that a takeover of the game by the in-house team |ooks imminent. Once
owned they should be mor e receptive to suggestions from customersasto
the direction(s) they should be taking. This buyout also affects
Championship League, for which major re-construction plansare currently
inthemelting pot.’]

STOP PRESS. TBA are now Supersonic Games, see G\V. for contact
details.
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Steve Tierney’s

Retroscope

“The Mighty Fall”: Phoenix From The Ashes

SORRY about my longabsence. Thereal world, work and other considerations
haveseverely limitedthetimel hadtowritethisfollow-uparticle. Apologies
to the peoplewho enjoyed thelast one and emailed meto ask when the next
installation would be ready.

Hulk Smash!

Rampage Games were the PBM company about whom we were speaking
and we left the article with their success leading to the launch of what was
tobecomenot only their leading game, but al so probably themost infamous
PBM game ever made. That game was The Keys Of Medokh.

In hindsight it's easy to see what went wrong. What Rampage did, as
heinousasit may seem to those who were affected by it, really wasn't that
different to what many other firms have done. Did they really mean to
mistreat hundreds of players, while systematically obtaining money for an
incompleteand flawed game?No, | don’ t believethey did. Werethey really
theroot of all evil, ashasbeen suggested sincethen? rather doubt it. What
they were was a very talented small team, with big dreams, who got
themselvesinto ahorrible mess. It's hard to feel sorry for them, given the
final outcome, but perhaps we can at least try to understand them.

The Dream Begins...

Herearethesimplefacts... PBM isavery hard businessto makeany money
at. That's why 90% (probably more) of the companies who start up,
disappear ayear or two later, sometimes much sooner. It all starts with a
dream, but that dream can becomevery flawed, very quickly. Rampagehad
adream and Medokh wasiit. A massive game, which to thisday is spoken
of in hushed tones by those who played, it really was avery advanced idea
for its day.

| should stressthat thisissimply onetakeonwhat might have happened,
drawn from my own knowledge of game design and aclose examination of
many Flagshipissues, trying to read between thelines. Big gameideastake
timeto build, whileaPBM firm must haveregular incomeif itistosurvive.
Gamesdon’t make money until they arefinished and Medokhwasfar from
finished. So Rampage decided to release it anyway, with an innovative
promotional idea. They wouldrel easetherul esinstages, startingwithabasic
rulebook, moreadvanced versionsof theruleswouldbecomeavail ableasthe
players progressed through the game.

Using all their not-inconsi derable promotional talent Rampage pushed
this' stagedrules systemasadeliberatefeature, hypingit asoneof thegames
assets. They talked a lot about “helping beginners into PBM by not
swamping them with rules’, and “teaching advanced features only when
they arenecessary” , also* keeping themystery of advanced gamestrategies
tobuilduplevelsof excitement”, al of whichareadmirabletraits, if only any
of it weretrue. Infact, thereal situation seemsto be that they hadn’t coded
the majority of these functions. They released a game which they thought
worked ona’‘barebones’ level, and confidently assumed their programmer
would finish the code, and their designer would finish the advanced
rulebooks, long before any players reached the levels where those things
needed to besent out. Essentially, they bought themsel vessometime, where
they could earn money, while devel oping their dream. In my opinion, they
really thought they could pull it off. It wasn’t a deliberate scam at all.

...and Becomes a Nightmare
PBM playersare, onthewhole, aforgiving bunch. When things start to go
wrong, they tend to try and give a company some leeway. Things started

going wrong quietly with Medokh, and the game was so good that people
werevery willing to give Rampage the benefit of the doubt for along time.
But the scale of problems began to grow and the complaints become more
regular. Flagshipwasinundatedwith rumoursand | etterscomplaining about
“features that didn’t work”, “unanswered |etters to Rampage” and “turn
problems.” In most cases, die-hard Medokh fans refuted these comments
in awell-meant attempt to defend the game they loved. Thetroubleis, by
being so loyal they weren’t actually doing anybody any favours, because
what was created was a controversial atmosphere of uncertainty and
disagreement.

Flagshipdidn’t hel p. Nicky Palmer, thentheeditor and owner of themag,
was one of the Medokh fans. His commentstended to carry alot of weight
back then, so you’ d think hewould havetried to stay neutral, but for along
time hewas very gentle where amore stern approach might have saved the
day. He gave Rampage alot of chances, talked alot about “things getting
better”, and gave a huge amount of space to Rampage's ownersto defend
their position... space which was simply used as a huge advert rather than
an honest appraisal of their situation.

Cynical readersmight point out that Rampageweredoing alot of heavy
expensive advertising in Flagship, and that Nicky was bound to at least try
and protect that revenue Again, | don’t think the obvious was the case. |
really think that Nicky, liberal fellow and basic niceguy that heis, just wanted
tocutthemabreak. They were, after all, tryingtomakeamegagame. Equally,
| don’t think Rampage were quite as unethical asthey may seem. Rather,
they were panicking at their situation, but still honestly believed they were
ontheverge of getting it right. “Just abit moretime,” seemsto have been
their thoughts, “if we can put of f therabblefor abit then the problemswont
even exist anymore and we can pretend they never did!”

Again, with hypothetical analysis, here’s what | think happened. |
believethat the programming of theadditional featurestook moretimethan
Rampage had anticipated, and sincethey wereworking with livedata, each
time something went wrong they had to do abunch more stuff tofix it. On
top of this, their amazing advertising campaign (whichisstill copiedtothis
day by severa firms) had generated such alot of new players that their
workloads were going through the roof. They began to struggleto enter all
theorders, runall thegames, fix all thebugs, writeall thenew code, produce
al thenew rulebooks What had seemedlikeapossibletask whenthey started
began to spiral out of control. If they didn’t fix the bugs the games didn’t
work. If they didn’t run the turnsthey didn’t make any money to pay their
wages. If they didn’t make the new rulebooks people would reach the
‘update’ stageand not receivetheupdates. Rampagetriedvery hard, but they
had stretched themsel vesway too thin and the strain wastearing them apart.

Crash And Burn

Rampage tried everything. They announced ‘sequels’ to Medokh,
playinguptheearly successwhileneatly sidestepping the problemsin press
releases, made grand statements where they could, and threatened legal
action against anybody who said something that didn’t like. Their attitude
changed from excited and energetic young company, to dark and brooding
presence. But the bugs continued to be reported and never seemed to be
resolved. Advanced Rulebooks completely failed to appear for many turns
after they were required. Announcements and honest promises from
Rampage began to be treated by differently by players, first with heavy
skepticism and then with outright hostility. The writing was, by this stage,
on thewall.
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It actually took several years, believeit or not, for thissituation to meet
theobviousconclusion. Eventually, evenNicky Palmer beganrecommending
people not sign up for Medokh, players were dropping out in droves, new
playersweren’t soquick tosignupnomatter how muchcolourful advertising
they were exposed to. Players who dropped out complained of difficulties
getting refunds. At this stage, it might be assumed Rampage were in dire
straits. They were using their own money and money from other business
venturesto cover debtsthe PBM sidewas building up duetofalling player
numbers and signups. Their programmer seemed unable to fix the more
serious bugs. Combat didn’t work properly. Magic didn’t work properly.
Half the advanced options described in later rulebooks (which did finally
appear, many turnslate) didn’ t evenexistinthegame. Eventheir biggest fans
had begun to fall silent as the weight of the problems loomed like a black
shadow over them.

The Winter Of Discontent
Rampage folded relatively quietly, given their outspoken history. Some
players seem satisfied with how that fold happened, others are definitely
not. Whatever the case, the affair has become alandmark which is often
discussed or referred to. The gameitself, Keys Of Medokh, has become a
misty recollection, half-remembered likeamirage. Perhapsthisisreallyisn't
such a sorry epitaph. Ethereal like the dream it was.

It'samusing to seethat even at the end, the bosses at Rampage didn’t
givein. They still insisted their game ‘mostly’ worked. They still talked
loudly about their achievements. To befair, they probably could. Whatever

else you say about Medokh, it is undoubtedly one of the most memorable
and significant milestones in PBM history. People still talk about it as a
legend, eventhoughitdidn’twork! Tothisday it standsal ongsideother such
not-quite-games, likeBattlecrab and Suzerai nty, amonument towhat might
havebeen.

PBM islittered with the unmarked graves of |ong-forgotten games, but
theK eysOf Medokh must haveamarbleslab and abrassplaquetoitsname.
What' swritten on the plate?“ Hereliesthe very big gamethat never was.”
Or maybe, “ Coming soon, another massivenew gamefromRampage... Sign
up now, first two turns are free!” Now where's my cheque book?

The Small Facts

(1) Medokh briefly made a reappearance under Phildee Enterprises, who
asofailedtofix the bugsand eventually gave up trying in the absence
of any help from the designers. A valid attempt, nonetheless.

(2) Medokhthen passedtoanother legendary PBM mogul, Peter Read, and
his"Dynamic Games.” Heal sofailedtofix thebugsandalthoughhetried
torun Medokh for along time even he eventually gave up theghost and
has stopped running that, or any other, PBM game.

(3) Rampagehaveshowntheirfacesevera timessincethen,insevera forms.
None of their attempts to reinvent themselves seem to have achieved
anything. Perhapsthefuturewill seeyet another bigdream, but thistime
with lessons learnt and problems solved? Who knows?

Be Afraid .. Be Very Afraid...

For upon the weekend of the 23rd and 24th of February, Soon; the creeping things that lurk within the

shadows shall gather ~ Be still.

You can hear them, for they are legion.

The Madhouse Minicon is back again!
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A WHOLE WEEKEND OF GAMING!

All day board games

Andy London's Tabletop Roleplaying Experience
The Infamous DungeonWorld Discussion Forum
New SPECIAL Limited Characters
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NETWORK COMPUTER GAMES
MADHOUSE Special Events

All-day bar...

DESTINY TABLETOP RPG SCENARIO
TABLE MINIATURE WARGAMES!

CHAOS & DISORDER TABLETOP FRAGFEST
PRIZE DUNGEONWORLD QUIZ
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Where:- TheBell PublicHouse, High Street, Hemel Hempstead.
When:- Saturday 23rd February,and Sunday 24th February

We've pulled out al the stops this year to bring you another 2-day minicon.
Arrive at midday, grab a drink or two and get in the mood, then at 1pm sharp
events will begin. A full Madhouse team will be on hand to make sure there's
aways plenty to do, and that's without the obligatory scheming, planning and
diabolical diplomacy!

There will be severa standalone roleplaying events and no experience is
needed to take part. Furthermore, Andy London will be running his renowned
roleplaying session, spreading the adventure in several sessions throughout the
weekend.

Board Games will be in abundance, including some organised tournaments.
Again, no experience necessary, just show up and we'll make sure you know how
to play and have a great time!

Madhouse aren't organising bed and breakfast on the Saturday this year,
since players have shown they prefer to organise this themselves. However,
please see below for a selection of inexpensive places you could stay if you wish
to book your own nights accomodation. If you need any other info about
accommodation please give us a cal on the Madhouse helpline and we'll do our
best to help!

Getting to the Minicon

By Train:- Hemel can be reached by connection from Euston, Watford or
Milton Keynes. The number "2" or "3" bus that stops right outside Hemel
Hempstead station will take you right to the pubmeet. Ask the bus driver to
let you know when you are at "the Old Town" since that's the local name for
the road in which the Old Bell resides.

By Car:- Hemel Hempstead is junction 8 on the M1. Leave the motorway
and follow the dua carriageway 3 miles al the way to the end. The dua
carriageway ends at the ‘Magic Roundabout', a bizarre roundabout which you can
go either way around. (You'll know it when you see it, believe me!) Go
anticlockwise around the roundabout and take the first available junction that
isn't a bus lane! Follow the road straight past the lights and over the first
roundabout. Take a right at the 2nd roundabout. Follow the road over a small
chalk roundabout and take the next Ieft. You are now in the High Street, known
locally as the "Old Town". The pub is along this road on the right.

Local Hotels: Travel Inn tel. 01442 879149, The Hawthorns B&B tel. 01442
213250
See You Therel Steve Tierney - Madhouse Chief Surgeon
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TEST FLIGHT - ELDRITCH

Eldritch

An Aviar's Diary

JOSHUA CAULFIELD takes to the skies in this complex PBeM game ...

Eldritch isafantasy wargamethat pitsyou against up to 40 other players
inabidto ruletheworld. Each world isgenerated by the game moderator,
Mark Thomas, and is set either as open-ended or scenario based. The
open-ended games are simply worlds created for the players, with asmall
number of NPC factions, and the players are effectively allowed to do
what they will. This game encourages more production and devel opment
infactionsbut still encompasses alarge degree of warfare. Scenario based
games have set victory conditions and tend to have a stronger storyline
associated with them. When a specified number of Victory Points is
obtained and held by afaction or alliancefor fiveturns, the game endsand
that faction or dlianceisdeemed thewinner. These scenario gamesgenerally
tend towards more advanced starting positions, and more combat-oriented

play.

G201: The Cauldera of Kings
This game is scenario based and requires 80 victory points to win. The
background of the scenario is effectively that of afallen empire, with a
group of factions that have risen to claim what power is left. More
detailed scenario information isavailable at:
http: //mww. pbegames.comvel dritch/g201/Caul deraOfKings.html

There are afew remaining holdouts of imperial garrisons, but most of
the empire has broken apart and each of the local powers (ie the player
factions) isrising up in abid for personal power and glory. The map is
laid out as if the world were inside a giant cauldera, the inner rim of a
volcano. Because of this, the map itself rolls over at the edges. Thus if
you were to continue north off the edge of the map, you would simply
reappear on the southern edge of the map and return to your starting
point eventually. Mark, the game moderator, actually hasthe metaphysical
discussion handy for how and why this occurs, but personaly I’ll just
accept it and get on with the game.

Pre-Game planning

Strategy in G201 begins before the game does. Many of the participants
are experienced from having just finished G200, and have set opinions of
one another. This previous scenario was won by an alliance of over ten
factions playing an ‘Evil Alliance’ game. Apparently a great deal of
misinformation and treachery went on in the game, and from the discussion
onthemailing list, there was morethan alittle negative fallout bothin and
outside of the game between players.

There are al'so anumber of new playersin G201, in various stages of
development. | am one of these. | have been playing Eldritch for about six
months now, and just between you and me, I’ m beginning to get the hang
of it. It has helped me tremendously to play around a little in the open-
ended game before getting seriousin the scenario game. During the last six
months | have made several player contacts. | happen to know that
several of these arealso going to be playingin G201. | plan on connecting
with afew of them and forming an alliance immediately. Thisisapretty
normal occurrence, and peoplewho know each other from previous games

Eldritch at a glance

Complex fantasy wargame from Play By Electron Games:
www.pbegames.conveldritch/

Startup + 2 turns is free, with further turns at $2 each.

A 10-turntrial gameisavailablefor free.

will form aliancestogether either before or shortly after the start of anew

WEe'll come back to the inter-player diplomacy later, but also before
the game | have to make adecision. | have to choose araceto play. This
is without a doubt, the single most important decision that a player
makes in any Eldritch game, as it determines the type of game you are
going to play. Each race has significant merits and flaws to skills and
actions. Additionally, there are racial preferences that come into play
when hiring and occupying an area. Certainly aplayer will beableto hire
other races to fill in gaps, but those other races are unlikely to be
immediately available and, moreimportantly, the player isfar lesslikely
to obtain champions in those other races.

There are a tremendous number of factors involved in choosing a
starting race. There are the documented hard numbers, such as action
points, carrying capacity, life points and spell points. There are the
features hinted at in the racial description, such as magic use, skill
specializations and combat abilities. Finally, | have found a number of
undocumented attributes that can bear greatly on the outcome of the
game, such asmorale and civilization levels. So after looking through all
the factors available to me, and thinking of the type of game | want to
play, | choosetheAviar race. Aviar arethe birdmen in Eldritch. Although
| tend to like the imagery of winged humans, and that will play into my
faction name and role-playing aspect of the game, Aviar are weak HP-
wise, and won't be much good mining. They are also one of the weakest
Moraleracesin the game. This meansthat they won’t be able to work for
more than aturn or so in aterritory without a champion.

However, they are skilled in Air and Life magic, they have a high
number of Action Points and, best of al, they can fly. This means that
ground troops cannot attack them without missile weapons, and that
they can travel more rapidly than aimost any other race. This comesin
handy, because it allows me to move a unit, and complete a full-turn
order. This allows me a great jump on development. I'll need to remain
cognizant of moraleissues, and need to build up large unitsfor big combats,
butin all it will be afun raceto play, and frankly that’s the entire reason

I’'m playing.

Turn 1- Overview

Thefirst turn comesthrough and we get afull set-up. Each faction controls
a city, and two hexes nearby. | have been given two titles in the city,
which allows meto tax for almost 3000 coinsinside, and | havetitlesfor
the two hexes next to the city that | control. | also have about 400 troops
that aretrained and equipped. Thisisahugetime saver. Effectively | have
been given to start total resources that would have taken me a minimum
of ten turns to develop on my own.

Additionally, | have 17 champions, and many of them have strong
magic skills. While the majority are Aviar, as one would expect, | also
have a contingent of human Lancers, and ahuman Fire Mage. Thereisa
Smoke Demon champion as well, and a Pixie champion with ten pixies
following her. Inal | have avery good set-up for the opening of the game.
The thing to remember isthat everyone elseis similarly set up.

Outside the turn, | have set up an aliance with Rob and Art, as
planned. Itisconvenient, as Rob hasthe city on my western side, and Art
isjust beyond him. Rob is busy making diplomatic gestures and treaties,
and will eventually bring in the other Aviar Faction into our Alliance. A
player named Alex, who lives overseas, runs this faction. We exchange
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turn reports, and share information accordingly. | also find out who my
other neighbor is and set up friendly relations with both of them.

The Goals

The complexity of Eldritch can be overwhelming when you first beginto
play. | have found it exceedingly important to set up short, medium and
long-range goals. Inthe short run, | have three goals: establish the security
of my domain from other factions, establish a tax base and generate
revenue, and claim the two territories | do not occupy next to my city.

Each territory isahex in this game, and is therefore bordered by six
adjacent territories. My starting city happensto be on acoastal hex. This
offers both an advantage in the sense of security, as only units that can
travel by seacan attack me, and a disadvantage, as there will not be any
titles for me to claim there.

My medium-term goals areto explore as much of the map as possible
and find an NPC faction to attack, preferably the minions of chaos. My
long-term goalsfit into that line aswell. | will need a strong defensive
army to protect my city from potential invasion, and a strong attacking
army to be ableto launch excursions and take out the NPC factions. (I am
avoiding direct conflict with other player factions, because they are more
organized, and frankly I'm not a player killer type of gamer.) | will also
need aBank built into my city, and so | need to hire and train construction
workers for that task.

Actions

I will move two champions, one into each
of the neighboring hexes, with large groups
of troops to support them, in case there are §
enemies there. Each hex might contain NPC
faction troops, generated creatures, or smply
local militia protecting the territory, not to
mention a neighbor might get alittle aggressive
early on. | will also divide many of my forces to
allow for maximum taxation and working. | am
trying to gather as much coin as | can each
turn.

Each unit requires upkeep: this can be
achieved by foraging, which costs action
points, and gives only achance of success,
or costs coin. The more skilled aunitis
the more it costs to keep up. It is a
worthwhile use of action points to forage,
so | do, but because many of my unitswill fail |
need to have money available to pay them or
they will leave or starve. Theissueis, most
of my troops at the moment arein the city,
and cannot forageinside. So | will move
many of them out into the
surrounding territories.

Inside the city | claim one of
the two titles left over. Thetitle is
Parish Priest, and requires a
religious skill at level two, which |
fortunately have. Thetitle costsme
about twice what it isworth. (This ./
is common with titles.) This cost, as well as the cost of hiring
and training other troops will take up almost half of my faction fund. |
have learned from a previous bad experience that |ow faction funds can be
very detrimental to thefaction, so | pay close attention as| move forward.

| split up most of my units to begin training in either combat or
development skills, and | set al my championsto train in magic. One of
the advantages of championsis that they can teach the skills they know.
So | set one champion up to teach and all the rest to study that same
magic so asto acceleratethelearning curve. Finally | send alarge number
of scouts out in every direction. AsAviar, | have anatural advantage in
scouting, and so | plan to use it.

\

That pretty much covers the actions for this turn. In summary: I've
deployed all my troops in a strong perimeter, set two champions to the
new hexes, and the rest to study magic. | have a good start and relative
safety from my neighbors. | am claiming anew title now and should have
agood economic start aswell.

Analysis and Thoughts

One of the more interesting things about Eldritch is that the game ranks
the entire player factions and shows you where you are relative to the
others. These are my rankings at turn 1:

Rankings: (Out of 32 Factions)

You rank 2nd (10 - 32) in total entity figures (525).

You rank 1st (1 - 32) in significant military victories (0).
You rank 1st (1 - 32) in explored territories and discoveries (0).
You rank 8th (18 - 19) in total resources (53312).

You rank 10th (27 - 28) in total power (26378).

You rank 1st (1 - 32) in number of titles held (5).

You rank 1st (1 - 32) in monthly trade (0).

You rank 1st (1 - 32) in monthly tax revenue (0).

You rank 3rd (10 - 11) in magical knowledge (32).

You rank 9th (28 - 30) in military prowess (2099).

You rank 2nd (3 - 5) in craft skills (108).

You rank 1st (1 - 32) in victory points (3).

You rank 1st (1 - 32) in total champions (17).

As you can see, | get the relative ranking, the actual rank, and the
value the rank is based upon. Naturally at this point | am
pretty closeto equal to al the other factions. | am alittle
aboveaveragein magic, well below averagein military
strength and power, and well above average
in craft skills. There are not many revealing
things in the rankings yet, but that will
# change shortly | expect. Regarding my own
. B aliance, | don't entirely trust Rob. Frankly,
‘94 b the way he acts, | expect him to turn on us
in the endgame. That'sfine, I'll trust him
until he does, but he’'ll only havethe one
chancewith me. | don’t know Alex, and
his emails strike me as competent, but
not particularly friendly. That could bea
language issue, or simply caution, as he
doesn’'t know me, and probably doesn’t
know Rob that well either. | know Art
from the real world, and have total
confidencein him.

The Chronicle
The Chronicle is a separate turn
report that isgenerated by the server
and by players. The system sends
22 out rumors of which factions are the
. highest in the rankings. The players
2+ submit short articles about the game.
" Playersarerewarded with ahigh chance
of receiving 50 coinsto their faction fund
for their contribution. | write mine
becauseit’s fun. The Chronicle gives the discerning player someinsight
on what is happening in the realm around them. However, it isimportant
to remember that people use The Chronicle to send out lies and

misinformation aswell.
Thisis my submission to The Chronicle:
Seraphim[F20] writes:

The heavens parted and the light shown down. The winged ones
appeared, although from behind the clouds or somewhere beyond none
could say for sure. Atall silvery-feathered male approached. “ We have
arrived, and we will support thelight in itsreclamation of thisland.”
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SPEAK - SPORTS NEWS

Sports News

DAVID BLAIR takes up the mantle of Sports Editor ...

Sincetakingontherolepreviousy occupied by ChrisDickson, havingfought
off hordes of interested parties (that was what you said, wasn't it, Carol ?)
| have wondered how to get thisfirst article started, bearing in mind thisis
my 1st timein such a capacity.

Thisistraditionally the quiet time of any year for anew outlet starting
up, and there appeared to be nothing inthe “In” tray that could have been
passed onto myself from Chris. Sol thought | would regalethe membership
with my personal involvement in PBMsand put some ideas/suggestionsin
place to involve the readership for the future.

Assuming alot of you reheway | dowhen
have read previous Sports News in that if the
review seems interesting enough to pursue -
thenitisonwith theWeb siteif thereisone,
or on to the phone/fax to seek further
information. Using these methods | have
joined games in PACL, Chris Robey’s
Soccer Manager, Neutral ZoneAmerican
Football al fromthesepages. Inaddition
there are a couple of war/economic
simulations and chess - but | digress.

| amawarethat quiteafew readers
arenot enamoured with theamount
of sport placedin Flagship, but the
plain truth is that thousands of
people are interested enough to
play inthevast sportsarenasfrom
the basics of football, rugby,
hockey, baseball to the lesslikely
domain of the wrestler or tennis
player. | would be very pleased to
hear from playerswho play inany
sports game who feel areview of
that gamemay beof interesttoothers.
| am happy to take suggestions and
approach GMsto buy (yes, pay for
them) about 4 turns in a standby
position to be able to objectively
review gamesfor afutureissue. Of
course if some GMs would like
me to review their offerings for
free, | wouldbeevenmorehappy
(andwould returnany rulebook
supplied if | did not continue in the game).

My personal likesinvolvefootball, American football, cricket (and me
aScot, too!), basebdll,icehockey, andtennis. | haveal sodabbledinbasketball
and Aussie Rules football. Other sports | need some convincing, but | am
willing to be convinced.

AsChrismentionedinthelastissueonlinegamesarebecomingmoreand
morepopular andlikemany playersnow, | haveexplored onlineto get some
games, oneof thefirst| gotintowasSESL (pronounced Cecil), whichcarries
3leaguesof 16 teamscovering all senior clubsin Scotland along withafew
non leaguersto makeup thetotal . The program used for thisgame and quite
afew othersisthe Olmec system devised by Al Sellars. The system can be
downloaded by anybody who wished to operate a league for themselves.
Although acomputer inevitably works out the play by play onceall teams

gameplansareentered, thereisareal feeling of involvement which startswith
the web page (www.sesl.net) on which thelast 6 years history of the clubs
isgloriously (or otherwise) displayed. Thereyou canadd somePressrelease
where you can blow your teams achievements, slate other clubstactics, or
do summariesof your divisional matchesor cup ties- for that you can earn
from 20k to 50k depending upon the merit of the content.

GM Mark Creasey is never far away with answers to even the most
obtuse questionsin order to fine tune the system, taking on board ideasfor
futureseasons. Thebasisof thegameis

of coursetowin, but maintaining atop
team can be difficult as a method of
agingisusedmidseasonandagainatthe
end of the season, which effectively
reducesthe Skill levelsof playersby a
process that largely hits the highest
rated players. Thisensures playersdo
not go on for years, and along with a
Bosman system which ensures each
team getsafree player in aposition of
their choice at the beginning of the
season depending upon their league
finish-weaker teamsget abetter rated
player-itintheory atleast attempts
to equalise the clubs over the
seasons. Set against that is the
systemof using Trainingpoints
and Coaching pointsto build
up your team to its best, the
former is given free at the
start of the season (same
amount to all clubs), the
latter you have to buy
a the beginning, so
careful budgeting is
required. Throwinan
endurance level per
player which ensuresthe
Beckhamsand L arssonsof thisworld can
not play throughout the season without
being rested, and you have a game where
decisionsonyour gameplan havetobeworked
onevery week. Play thesamesystemand playersfor
4 consecutive matches may well win points but injuries partly brought on
by fatiguewill soon decimateeventhebestteams. Player'snamescan bereal
orficticious, asthereisacontinual streamof playersretiringor beingsigned
up as apprentices (with aview to training up to be 1st team players or for
transferring for aprofit). Referees are allocated to each gameand clubsare
equippedwiththeir respectivetraits which canforcesomerethinkingastheir
decisionscaneasily andquickly changethecourseof amatch. A harshreferee
will almost certainly be showing far more yellow than the onewhoismore
obsessedwith offside(thel atter trand atesinto providing an added percentage
onto defences - handy when you are away to the top team and you are
struggling to put any kind of team on the park). Thisway each game hasa
flavour toit. Tacticsinclude passive, normal and aggressive behaviour per
player, although there is a commensurate endurance level loss depending
upon theoneselected. All formationsare served here, and therearevarious
optionsto man mark, change tactics due to time passed and/or the state of
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the score. So it is very easy for example to substitute say a winger for a
defensive midfield player when and if your team goes 2 goals up after the
60th minute. Tactics aso include Stall (everybody back and the long punt
upfield), counter attack, Press (to try to snatch agoal having gone behind
- watch though as the extra push up front is as likely to cost you space at
the back and you can get punished). Many more options, and easy to see
why the Leagueiswell placed going into it's 7th season in early January.
Onlineauctionsandthe SESL Cupdraw giveaflavour of participation. With
3upand 3 down and an occasional option to scrap your team and start again
inthe3rddivision (if youseenoway forward for your aging, usel essbunch)
means an interesting game with plenty of scope.

Therearearound6 or 7 different gamesusingthisOlmec system, al with
their own idiosyncracies, (some use morale instead of stadium size to
estimate the crowd, some use referees whilst others don’t, some pay a
Coaching point instead of cash for aPressrelease, and therefore variety is
therefor al). Another good pieceof information- all leaguesusingthesystem
do not charge for you for playing!

Although Championship L eague hasbeen going for yearsand now is
operatingover 10001eagues, eachwith4divisionsof 16 clubs, it still retains
adraw for many players keen to managetheir favourite team with al their
top players. Themain plusfor thewould be coach isthat thename of ateam
isno guarantee of success - Man Utd has as much chance of winning their
divisionasCarlisleUtd, Auxerre, or Dagenhamand Redbridge. Itishow you
run theteam that will determine your success or otherwise. Championship
L eague has to my knowledge never been beaten on team names and have
researched some far flung parts of the globe to satisfy keen coaches. |
remember Auchinleck Talbot, BocaJuniors, Ross County and Scotland X1,
not tomentionafair smattering of French, Greek, Italianetcclubsall playing
inthe same League. Thetrick to doing well with whichever team you want
torun, isthat becausegeneral ly speaking everybody hasthesameset of their
ownrea nameplayerswiththeir correct ages, heightandweight etcitisdown
tothetrainingandtacticstoget theresults. Buildingyour stadiumupinitially
is more important than gaining early results, as the income from a 60,000
stadium @ £25 per headismorelikely to producethecashneededtoimprove
the squad in the long run, than the standard starting stadium of 14,000 @
£10 per head. Trainingisimportant asthe correct combination early onwill
produce awinning team - but for obvious reasons | will not divulge them.
Turnsareweekly and it is possible to have 2 teamsin the same L eague set
up, although not in the same Division. It costs £2-25 per week per team
although purchasing a season ticket or a Platinum card will reduce this F LAG S H I P
considerably. There are 3 Cup Competitions along with 30 league fixtures
giving a32 week season. Stacksof pagesto read with statsgal oreincluding S U BSC R I PT I O N S
atableof theworst player of theweek and thetotalsof red and yellow cards
being handed out by each official, best player in each position, best well off
clubsetc. A goodtransfer market prevail sand opportunity isgivento contact
the Leagueand other Clubsfor playersor general chatY ou also runayouth
squad for free which plays the same team as your main teem and thisisa ~ [EECElezuly ok ee=eg e Mt iEVE TRl f= e VRt =l elg
very useful avenue for gaining players cheaply - you just seetheir ratings  [RSEUIRec e JISTIVRANTe[e/ =V MM INVIEVEE T SerTutvlevs
improve and then promotethem. Matches per week will be between 1 main on to the Flagship website (www.pbmgames.comvflagship) go to the
game(or 2if aCuptieisinvolved) alongwithafriendly match (free) and your subscription page follow the instructions from there.
youth game. Players age naturally as the season progresses - you are even
informed of their birthday and thereisapossibility of retirement when they

CREDIT CARD SUBSCRIPTIONNOW AVAILABLE!

reach 34 or above. Only drawback | found was that a player age 39 could Currencies 4 issues 6 issues 12 issues
have marvellous attributes and be worth only 1k, but he will do aswell as GBP(Sterling) 15.00 21.00 40.00
a6bm player with the same skills. There seemsno accounting for thefact an GBP (overseas) 17.50 25.00 45.00
old player may |ose someskillsastimegoesby. Unlessthecomputer retires EURO 28.00 40.00 70.00
him he could conceivably go for ever. However agreat starter for anybody USD (Dollar) 25.00 35.00 65.00
wishing afootball PBM as again the GMs are very responsive. They can CAND (Canada) 38.50 53.00  100.00

befound on email C-League@dlal pl pex.comor 01563 829197. AUSD (Austral i a) 47.00 67.00 120.00

Now if only to preserve this new occupation of mine, how about a
feedback from sportsloversalong with your wishesin thecolumn?Doyou
want ratingsfor gamesalthoughthey can besubjective, but againthat iswhat
we have polls for in Flagship - to gauge popularity and highlight flaws
perhaps? | am open for suggestions and criticism.

DaveBlair (davidblair @btinter net.com)

For further details please visit our website ...

www.pbmgames.com/flagship
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Middle Earth PBM

Meeting a Challenge

DARREN HAYWARD starts as a newbie in an old favourite...

THE LONG lazy days of summer and |I'm looking for my next PBM
challenge. | had severa sets of rules to look through but | settled on
Middle Earth PBM. Something of achange for me this one, previously
I’'vealwaysbeeninfor theearly turnsof agame and |’ ve been aplaymaker.
I’d show these old timers a thing or two and find some new twists. Oh
foolish boy.

The time it took for the rules to come back was best measured in
hours rather than days. The set up was slower but not by much. Games
fill up fast in MEPBM and new games are always starting. | went for a
two-week turnaround game but you get aleisurely month to get your first
orders in. My natural inclination was for one of the ten Free Peoples
positions (good guys). Dark Servants (bad guys) didn’t appeal to me and
the five neutral nations (who can choose either side) need experienced
players. Even | wasn't that stupid. | opted for the 1650 scenario. This
takes place beforethe eventsin the LOTR but alot of familiar characters
and placesarerecognizable. | drew Cardolan, alesswell-known nationin
the northwest. Above me was Arthedain, whose territory includes Bree
and to the NW were the Noldo Elves, who include Elrond and Cirdan as
player characters. These are both FP positions and therefore my
teammates. NE of me was the Witch King (DS) and Rhudaur (Neutral).
To the east the Dwarven (FP) capital of Moria was in the mountains.
Last but not least, to the south was Dunland, another neutral. Only one
natural enemy and a quiet backwater, | briefly thought this might be
boring, but | was wrong.

| contacted my teammates and introduced myself. Experience levels
varied dramatically but everyone seemed keen and there were afew very
experienced playersinthe mix. | wasimmediately sent ahelp file giving
details of al the twenty-five start up positions and other useful bits of
information. There is some randomness in the set ups but not much.
Althoughthisinformationishard to digest it makes avery useful reference
source and helps even up the information gap between old and new
players.

Thisiswhere | got my first surprise. The various game positions are
drastically imbalanced. Don’'t misunderstand me, this imbalance is an
essential part of the game and is little short of brilliant. | reviewed
Cardolan’s set up and soon sorted out its strengths and weaknesses.
Weak characters, modest economy, no artifacts but reasonable armiesand
a small navy. With its ability to hire armies for free, Cardolan can be
summed up as a military production line. This was my cup of tea.
Managing economies and armieslike thiswas something I’ d always been
good at and | could ignore the issue of artifacts and magic because | had
none. Ignoring the very things my opponents had in large supply was one
of my early mistakes. Asan MEPBM newbieyou can’t cover everything
but | really should have paid more attention to these aspects of the game.

Turn one - and it'swar
There are a number of short strategy guides available written by
experienced players, and | leaned heavily on those for Cardolan in my

Middle Earth PBM at a glance

Fantasy wargame with Lord of the Rings setting, from Harlequin
Games. £10 for startup + 2 turns, with further turns at £3.90 each.
www.mi ddleearthgames.com

decision-making. | liken this phaseto chess: the opening movesare pretty
well known but after that the possibilities are endless.

| had eight characters and my limit on turn one was twelve. Naming
four characterswas obviously apriority. | started with only one character
in my capital, which is where all characters are named and all the most
powerful financial orderstake place. | soon gained an understanding of
how all this worked. Each character has a skill or skills. You get two
ordersbut can useaskill only once per turn. Therefore an agent could put
inany two of, one Agent order, one movement order, and two miscellaneous
orders. Multiskilled characters get more options but not more orders.
The character at the capital wasaCommander / Agent. | decided to putin
asell order and name an agent. | had a choice here as to how to achieve
this. | could name a character and distribute 30 skill pointson up to three
different skill areas, or asinthiscase | would name acharacter with thirty
agent points. The down side was that this costs awhopping 10,000 gold.
The cheaper, 5000 gold option was to hame an agent. Cardolan could
name agents up to 30 skill pointsbut my capital character’s current agent
skill was only twenty and this was a limiting factor. | decided | wanted
more charactersnow and | could train my new agent up later. That left my
army moves. | had four armies of which threewerein therear. Thefourth
was just within movement range of the nearest Witch King town. This
seemed an incredibly predictable opening move and | considered holding
back. In the end | ordered a forced march NE to that Witch King town.
Troops are expensive to maintain and | had started with a tax deficit.
Marching at the enemy on turn one, this obviously wasn’t agame for the
fainthearted. Movement isvirtually thelast thing on each turn so | would
move on turn one and any battle would be fought on turn two. Thisbeing
a team game diplomacy is important, none more so than with the five
neutral nations. These can join either side and can have a massive effect
on the course of the game. | received a friendly note from Rhudaur. |
replied with along discourse on game strategy and why Rhudaur should
go free. Thisall looked fairly promising.

| received my turn through the post, although | instantly switched to
the email service. | prefer paper turns, but getting my turn back three
days after my teammates had started discussing their turns on email was
simply too much to bear. It aso helps if you can send copies of your
turns to your alies. An MEPBM turn is a series of reports: list of pop
centres, list of armies, results of each character’s orders and ahome area
map. I’d managed to put in aset of ordersthat all worked and | felt | had
agrasp of the basic mechanics of the game. There was however good and
bad news. My newly named twenty-point agent had a bonus to his agent
rank and was actually atwenty nine-point agent. What a stroke of luck.
It also meant he could name another twenty-nine pointer. OK, it wasn't
quite the maximum thirty points but one piddling point means little. On
the down side my predictable forced march order NE was simply too
predictable. | was sitting next to three Witch King armies.

Gulp, had | thrown away my strongest army? It looked that way.

Turn two - problems, problems

After my luck naming an agent with an agent bonus, | had moved another
character into my capital so | was able to name a new commander and a
second new agent this turn. This aspect of the game looked good and |
was growing increasingly confident thingswere under control. My home
map was clear of enemy armies and | was passing friendly notes with
neutral Rhudaur. In the NE my strongest army had walked into three DS
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armies. Troops are cannon fodder in this game and a bloodbath would
certainly reduce my tax deficit, which was growing. | was sure | would
lose the battle but | was also sure my military position would recover
faster than the Witch King's. Looking at my expenses there was only one
thing for it; | had to raise my tax rate. This causes an immediate morale hit
and causes a further small morale loss per turn. Cardolan starts with the
larger Towns and major townsthat have decent starting morale so | could
take the hit.

There was a chance
the Witch King would
fail toissueattack orders
against me, so | decided
to have my army
commander  refuse
personal challengeand |
tried to move the
character out of the hex,
rather than move the
army out of the hex. If
my army was not
attacked the move
character order would
fail becausethe character
in question was an army
commander. If thearmy
was destroyed | save a
turn moving out a
character. Either way my
army would defend,
using the default battle
orders. Around thistime
| heard some mildly
disquieting news, a
Scandinavian player
who was thought to
favor the DS was
running neutral Dunland
to my south. Luckily
there was a major river
as a border and the
crossing point was a
maj or town protected by
acastle. No threat there,
so | thought. iy

Just about -_'i '
everything in the above . j
paragraph was wrong. | :
tried to raise taxes quite alot but the character that gave the order wasn't
good enough. Instead of raising taxes from 40% to 59% | ended up on
45%, avaguely useless tax rate. You gain little extra tax income for the
continued morale hit. It took awhileto work out just what had happened
in the battle against the Witch King but as far as| could calculate | only
fought one of his armies, and won. His other armies had done some
mutual transfers so that one becamean all cavalry force and they had both
moved away. His now undefended town was at my mercy. Now for the
bad news: one way that a nation can be eliminated isif it has no capital.
Cardolan has two pop centers that are big enough to be capitals; one had
ahuge Rhudaur army sitting over it whilst the other had multiple Dunland
armies in residence. It looked like | would lose both next turn and be
eliminated.

Just what the hell had happened and why didn’t | seeit coming? The
why and how of it involves the game mechanics and two neutral players
about asneutral asavat of acid. Firstly, that friendly Rhudaur player was
actually one of the DS playersfishing for information, and | fell for it. |
gave away no hard information but they identified me as a sucker target.
I’ve never heard from the real Rhudaur to this day. Secondly, | didn’t
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appreciate Rhudaur’s set up. The other four neutrals are well advised to
wait and see how the war develops but not Rhudaur. Rhudaur has a
pretty impressive army but avery poor economy. His armies must attack
and either be reduced in size or gain taxable pop centers as apriority. It
seems the decision to go DS was made before the game began. Dunland
just couldn’t resist jumping on the bandwagon. Thirdly, | didn’t realize
the significance of the way the home maps work. My map and the
Dwarves' map appeared to match up but this being a left-right running
hex grid, every other hex
J in the column running
" f between our maps was a
blind hex, which we
couldn’t see. Rhudaur had
f moved into ablind hex on
[ turn one and was within
= marching distance of my
capital on turn two. |
forced asmileand emailed
my teammates to ask
what the record for being
eliminated was.

t Turnthree-whammied
" Thisbeing ateam game, |
started planning on how
to move Cardolan’s
money and resources to
my teammates. My army
in the north could at least
- take that undefended

Witch King town with
! . them. | would go down
fighting. Luckily, calmer
and more experienced
heads took over.

Battlestake place
at the beginning of aturn
but the check to see if
you have a capital, or
somewhere that could
become your capital,
takes place at the end of
the turn. If you can get
yourself a new major
town during the turn you
are OK. Because this
gameisstill going I'll not
explain exactly how it was achieved but | got a new major town. | can’t
claim a lot of credit for this because one of my teammates dropped
everythingto help meout. | extend my thanksto him. | had afew decisions
to make. My army in the north was ordered to level that Witch King
town. My other armies had moved up from the rear and could either turn
back or press on to Rhudaur’s lightly fortified pop centers. | opted for
the latter. Rhudaur’s army couldn’t attack me and defend his home areg;
it was time to dish it out.

When turn three came back | was gob smacked. Dunland had not
attacked my second major town. Like, huh? Had they miscalculated,
made a mistake or had a change of heart? | doubt it was the latter. |
suspect they were playing a more subtle game. Another way you can be
eliminated isif you go bankrupt and even if thiswasn’t the original plan
it was now a serious possibility. Maor towns give you a lot of taxable
income so as | lost pop centers | lost tax revenue. You get a double
whammy if you lose your capital at the beginning of aturn, because the
new capital isn’t actually the capital until the end of the turn so you can
issue no capital only orders such as selling or transferring goods. | then
realized it was a triple whammy: aforced relocation of your capital isa

‘u




Middle Earth PBM

Middle Earth is a titanic struggle between Good and Evil set in the world of J.R.R. Tolkien's ‘Lord of the Rings'
and 'The Hobbit'.

Should Aragorn have led the armies of the Free People in a suicide attack on Minas Morgul or should he have guarded the Forests
of Lorien? Were the Nazgul wasting their time chasing Hobbits when they could have been planning to assassinate Gandalf? What
if Saruman had acquired the One Ring?

Middle Earth allows you to control the actions of characters
like Boromir, Thorin, Legolas, Galadriel and the nine Nazgul.
Others, such as Gandalf, Bilbo, Gollum and Sauron have their
own goals, but may be convinced to help you.

Lead mighty armies, wage secret and subterfugal
war, solve riddles, sack citadels, manipulate the. .. i
markets. Cast fiery spells, battle dragons, and
carve a path to glory through the ranks of your
enemies.

Ateam game, you must either take
your place on the Council of
Light, else serve the
forces of evilasa Dark -
Servant to battle for, %
control of the lands of , %2
Middle Earth. Thereare '
currently more than 1000
players competing in over
75 games, whilstnew games !
start every week. With its own -
newsletter, websites, and a
monthly pubmeet in London,
when you start playing you join
not only a game but a
community.

Office A, 340 North Road,
Cardiff CF14 3BP,
Phone: 029 2091 3359
Fax: 029 2062 5532
me@middleearthgames.com

www.middleearthgames.com

Midd/é Earth is brought to you by MEPBM Games, in association with Harlequin Games, under license from GSI.
Middle Earth, Lord of the Rings & all characters & places therein are trademark properties of Tolkien Enterprises
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fairly serious morale hit, morale was dropping like astone. Areyou ready
for this? - it was a quadruple whammy. | ran out of money so there was
also aforced tax rise and yet another morale hit.

Then it hit me. My capital was now my origina second major town
- that’s right the one Dunland was sitting on - and it was al going to
happen again next turn. On the military front, | destroyed the Witch King
town and moved to the nearest Rhudaur pop center, only to find it had
oneof theorigina Witch King armiesguarding it. Oops. Meanwhile| had
amalgamated my remaining armies that started in the rear into one large
army but Rhudaur had sent out asmaller blocking army and pinned mein
position away from his pop centers. This wasn't going well.

Turn four - surviving, just
As far as the economics of my position were concerned my hands were
tied. | had some cash and | sold some food direct out of one of my pop
centers as a desperation move. All | could do was sit there and take it.
What was left of my starting army facing the Witch King was totally
outgunned. | tried the same orders as before, refuse challenge and move
character, not army. My other army was ordered to attack the Rhudaur
blocking force and move towards his next pop center.

| took another quad whammy and | ended up with taxes on 87% and
zerointhe bank. My new capital had amoralerating of 2, down from 75.
On the military front my army facing the Witch King was destroyed but
the commander got out alive. My other army destroyed the Rhudaur
blocking army but was blocked by another small army. Both Rhudaur and
Dunlands armies had moved on to attack more pop centers of mine.

Despiteall this| had survived and the direct threat of elimination was
over. It was bad. OK, it was damn bad, but | had lived to fight another

day.

Turn five onwards

Over the next few turns the assault on me continued. | threw blocking
armies out at their armies and my allies came to my aid with cash and
assassins. Eventually the Rhudaur army ran out of steam whilst Dunland
miscal culated and threw hisarmy away attacking an Arthedain town that
hewastoo weak to take, and theloser in battle getswiped out. | eventually
disbanded my army trying to get into Rhudaur’shome areafor tax reasons,
which led the DS to think | had been eliminated. | think this gained mea
precious turn or two of relative calm. The Scandinavian Dunland player
dropped out. Seems Dunland was having economic problems. Dunland’s
strength is more in characters than economy and his taxes were pretty
high but another DS team member picked up hisposition. Cardolan?1’m
still playing and fighting back any way | can and enjoying the game
immensely.

Overview

In summary | think I’ ve seen the best and worst of MEPBM in thisgame.
There are vastly experienced players out there who know it all but there
is usually a good mix of experience on any team. Actualy | found the
biggest problem was learning the M E-speak some players use: they talk
in order codes. ‘You should 810 Elrond out of there’ (810 is the order
number for ‘move character’). You soon pick it up though.

Although | was jumped on with suspicious speed | don’t think it was
just because | was a newbie, it would have happened anyway. You also
have the inbuilt problems of team play and dropouts, but the GMs allow
other team members to pick up drops and they are very prompt with
bringingin replacements.

The two things that impressed me the most about this game were the
sheer range of options available and just how exceptionally well
programmed the game is. In this diary I’ve only really discussed a few
basic aspects but there's alot more. The more experienced players have
seen alot of the game but no one has seen everything. So did | teach the
old timers a thing or two? In a word, no, but I’ve certainly had my
moments and | found out that everyone makes mistakes.

If you want fantasy war-gaming with just about everything involved
thisisthe game to play.

23

Issue 22, November 2001
Price £1.00

7

I T e P S
LhA ‘ﬁrj‘ SESTENT

RTINS ?
JA

The directory of magazines
thiat run games by post

Lists just about every active UK postal
gaming zine plus many overseas zines

¢ Provides details of cost, frequency, game
openings and subcription details of each zine

Descriptive reviews of each zine by PBM

.
Z
Z
v

7

hobby veterans
A Free sample zines with every copy ordered

Order your copy now from Fiendish Board
© Games, 1 Churchbury Close, Enfield, Middlesex,
~ ENI 3UW (E-mail: mfg@fbgames.co.uk).

Please make cheques (£1) payable to John
~ Harrington or send 4 first class stamps.

» ttp.//www. fbgames. co.uk/words/mfg/mfgtoc. htm

For centuries, the continent of Arcana has been under the control of
the Imperial Legions of the Blackstar Empire. The Empire's policy of ruthless expansion
ensured that the only free people remaining in Arcana were now scattered around the
fringes of the Imperia conquests, exiled to the fens and foothills that encircle the central
plains. Living leaderless and also without hope, the prospect for revenge or retribution
seemed remote...until now.

Far to the west, the Empire, grown decadent and decayed, is gripped by civil war. No
longer do the powerful war galleys bring additional troops across the Straights. Rumours
of treachery and desertion among theL egionsisrife. Only at thefortified city of Blackgate
are the elite Legions still loyal to the throne, while the fanatical Starcult Priests have
sworn to defend the city to the death.

Taking this golden opportunity, the Free Peoples of Arcana have gathered their forces
and prepare to make war on the invaders of their Homelands. Magiks are being called
upon, alies summoned, ancient artifacts uncovered and leaders are being appointed to
take their people to glory. You are one of these leaders. Can you lead your country to
victory in the wars that are coming?

KINGS OF STEEL isafantasy wargame of grand strategy and careful diplomacy. Each
player takes on the role of Leader of one of the Fourteen Nations striving to wrench
control of acontinent from adying Empire. Players control armies, navies, and may seek
dliance with various neutral powers ranging from the dreaded Assassin's Guild to the
Holy Knights of the Silver Cross.

START UP PACKAGE £5.00
(Rules, Map, Set-up and ONE FREE TURN)
FUTURE TURNS£2.50

STEPHEN R. WHITE, PO BOX 137,
BURNLEY, LANCASHIRE, BB10 2UG
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THE MIGHTY PEN - LETTERS

THE
MIGHTY
PEN

Consignia? Why?
The story, as | understand it, is that now the Post Office has an interest
in expanding their operations into Europe. As such, they can't use the
name ‘The Post Office’ because every country has their own. Instead,
they decided to brand themselves as ‘ Consignia’. Whichisasilly name,
but the reason stands.

i

—

Mike Lay

Overseas players

Could you create a list of games that are available to players from the
United States in the Galactic View section? The games would at least
need a two week turnaround, as mail seems to be a bit on the slow side
these days (understandably so).

Thereason | ask is, you guys have an assortment of games that I'm
sure many over here would be willing to play. | have written to quite a
few companies asking for information, with only one response. Thank
you, Danny McConnell: | am now thoroughly enjoying getting my ass
kicked in baseball and hockey. But hopefully I'll be able to turn things
around. Point being, other companies |ost out on a potential customer.

I’ m sure some companies do not like sending mail out asit’sexpensive
to mail material overseas. But if it's stated in Galactic View that the
company will send the material if the money for the startup is sent and it
can be played from the US, then maybe we can reach acommon goal and
all be happy. | want to play. The companies want my $. What's wrong
with that?

| also think the PBM world is missing out on agolden opportunity to
expand by not marketing PBM in the prison systems. You have a captive
audience - literally. (Not necessarily a good thisfor me, but!)

| have found PBM to be a great way to spend some time. In this
prison where I'm at there’'s only 500 inmates. At least 12 of them are
involved in at least one PBM game. Most are involved in severa, like
myself.

One of the circulars here that makes the rounds in most prisons here
isacompany called Jack L MarkusInc. Maybeasmall adin thereinforming
the men of the PBM games offered in Europe that can be played by
peopleinthe USA might bring in an influx of new gamers? Just athought.
We're not al that bad.

James M LeBlanc
[ GMswho can accept USplayersareinvited to contact us: we'll list you
next issue. And we' re happy to pass on the address of Jack L MarkusInc
to any GM who's interested, in the UK or the USA]

AreGamePricesToo Low?
Those running postal games do generally offer an excellent service.
However, they suffer from the competition. Next to my mouse mat is a
copy of ‘Chanur’s Homecoming’ by C J Cherryh, bought for $7 (about
£5), a mere 398 pages long. While I’'m sure that most players will be
willing to pay apremium for their own story, customised with their own
decisions, that comparison will always be there.

Mike Lay

Prudent, in Interviews?

I have, for about eight years, included ‘ Play-by-Mail’ as a hobby on my
CV. During my job interviews the question of PBM comes up and |
explainwhat itis, the sort of games| play, and so on. Theinterviewersare
usually impressed, as | can (especially when drunk) blag for Britain,
telling them that it’ sthe birthplace of their commercialised fantasy soccer
and cricket games, etc.

| was shocked when | was halfway through an interview recently and
the IT Manager stopped me mid flow and stated that | would abuse the
internet during work time playing games. | tried to explainthat | generally
don’t play any e-PBM games, and also have the internet at home and
would do it there.

However, she wasn’t going to be swayed, so the interview was
terminated then and there.

The moral of this story? In this electronic day and age, admitting
playing games may be adouble-edged sword - especially with opinionated
and blinkered I T personnel. I’ m still considering whether to remove‘ Play-
by-Mail’ from my CV.

Richard Miles
[Ulp. What do other readers think?]

Getting into Movies?

Somewhere there must be a games player who's not yet seen the film of
part 1 of The Lord of the Rings?If it'syou, do giveit ago: it'sintelligent,
it's splendidly acted and it captures the spirit of the book without the,
um, poems. Great stuff.

What a shame that the connections between game-playing and films
and novelsare generally so weak, and that when thereisareal connection
then the results are often disappointing. Tomb Raider, at least, was better
than expected, with a heroine who was so splendidly sinuous as to be
amost plausible: it just seemed a strange oversight that the audience
wasn’t issued with keyboards. The film Dungeons and Dragons was too
odd, alas: splendid dragons, but weak acting and a slapdash conclusion.

So often games-players are treated with contempt or revulsion by
non-gamers, who don’t know whether we' re adults, teenagersor children.
Hey, we're abit of every age group, and bright and fair-minded too. And
we do enjoy going to the cinema.

Ben Prince

Duck, it's Bob!
| have edited this|etter severely. So much soinfact that it'sbarely aletter
at al. Why? Well may you ask ... To tell the truth, | fear that anything |
writein thisaugust organ will be seized upon by Bob McLain and twisted
to serve his own bitter and twisted purposes. So there you have it: Bob
McLain, the ultimate form of censorship!
Anon
(name and address supplied)

Flagship needs
YOU!

GM I nterviews!

Nominate your favourite GM
for a Flagship interview.

Why not suggest some
questions?

Ve're waiting to hear from you!




THE MIGHTY PEN - FEEDBACK

25

Your Feedback on Issue 94

LAST ISSUE received the high overal rating of 8.7, and its colour cover was
greeted with enthusiasm. Yes, we'll run colour as often as we can, but can’t
promise this regularly because of the expense. Ben Williams raises an
interesting point: ‘I would have given a 10, but for one thing. | realise that
PBM coversavast spectrum of games, but | do find that Flagship tendsto go
through phases of covering roleplaying games, then wargames etc. Personally
| would like to see amore balanced approach... | would bein favour of more
regular columnists (along the lines of the excellent work done by Chris
Dickson for sports games). Such columnists seem to appear from time to
time, then vanish by the next issue. Surely there must be reliable people out
therewilling to write ashort column on aregular basis? Volunteerswel comed!

Favourite articleswere the one on Middle-Earth (‘1 didn’t agreewith all
of it, but the article was well thought out and generally good for newcomers
to the game' - Patrick Gleeson), that on Kings of Karadon (‘excellently
written and tantalising’ - Ben Williams), the zine coverage (‘hope this
becomes a regular feature’ - Mike Jepson), Bob Mclain's column (‘I'm
scared to even compliment this guy, so | won't. More! More! More!’ -
Anon), DungeonWorld, Quest (‘it's always interesting to watch a game |
used to play improve itself’ - Mike Lay) the Tailpiece, the article on
Acquire and The Displacement Engine. There was disagreement about the
overview article: Andy Kendall thought it ‘Far more useful than the GV
listing. Maybe a page an issue on different types of game, concerning
turnaround maybe, likely duration for close-ended, national or character-
based? Stuff like that’, but Patrick Gleeson thought it ‘a little dull I'm
afraid, seemed abit like afiller’.

65% found nothing boring, with the remaining negative votes scattered
among sports coverage (‘but then | know some people play nothing else’ -
Andy Kendall), the Lords of the Earth design article (‘| expected to be
enthralled... it'salways been agame I’ ve thought about playing. But what a
dull article!” - Patrick Gleeson), Bob Mclain’scolumn (‘ Newsfrom America
seemed entirely lacking in, well, news’ - Mike L ay) oh, and fantasy games.

Question 4 asked about our occasional coverage of games which can't
accept new players. There wasn't a clear majority for either side on this,
50.5% don’t mind and 49.5% object, though those of you who dislike such
articles do seem to feel very strongly. ‘I find such articles irritate me,
especially if it's a good game and a well-written article,’” says Patrick
Gleeson, and * Why on earth publish articleswhich are effectively promoting
gameswhich your readers cannot play? agreesBen Williams. Other readers,
however, agree with Bruce Edwards: ‘Although the game may not be
taking new players, the GM could be planning to run a similar game in the
future and prospective players could be tempted to get in touch’ and David
Blair ‘ Still worthwhile covering it as either you can place yourself on their
waiting list, or stick it inthediary for later when aposition becomesavailable.’

Question 5, however, brought general agreement, with no-one who
wouldn’t play with a prisoner at all, while 85% have no objection to a
prisoner asafellow player and 15% expect to betold if aprisoner isplaying
in the game. ‘Personally,” says Ben Williams, ‘I'd rather play with a
prisoner than some of your other correspondents. PBM isasocia hobby, if
people can't live and let live, then maybe they should find another hobby.’
‘| don't regard it as a particular problem,” thinks Mike Lay, ‘If we are
aiming at rehabilitation, then introducing anybody to a hobby must be a
good thing. Of course, nearly al my games are played by email, which
probably makes mefeel more secure!’ ‘ It’'s sensible to be abit cautious about
giving personal information,” adds J Sharp, ‘but that’s true of contacting
any other player. Anyway, the whole point of gaming is pretending to be
what you ain’t.’

Question 6 asked about new games. 32% of you think that the number of
new games is too low (‘Naturally | have loads of brilliant ideas for new
games. But to focus on readlity, | do feel that many GMs have lost interest in
developing new games’ - Patrick Gleeson), 24% haven't yet worked through
al the tempting games that already exist, 28% prefer the idea of tried and
tested games being revamped, 16% (at least, like Patrick!) have your own
ideas for abrilliant new game. ‘I think that it is difficult to come up with a
totally new game,” argues Bruce Edwards, ‘without drawing from older
gamesfor theme, style or playing method... Beit anew or old game, the best
games are the ones you want to play again and again.” David Blair asks,
‘ Any way you can go back into Galactic View and list the games as per genre

- makesit all the easier to pick out alikely gameto pursue from alist of like-
minded games? Ben Williams points out that, ‘ There are lots of tempting
games | haven't tried, though | notice that the vast majority of games listed
in Galactic View don't receive much coverage... In fact, 126 of the listed
games (over 50%) have never been reviewed at all! Sorry to be such abore,
but | really do feel you could be offering amuch broader serviceto readers.’

Sigh, abig programme of updating GV has been delayed by real-world
events. But in general we've always waited for GMs to offer us review
positions, and for playersto send in Rumours. So let’s see what readersthink
about this ...

Feedback questions on #94

[Choose more than one answer if you wish, and feel free to comment.]

1 Pleaserate thisissue from 1 (tedious) to 10 (tremendous).

2 Which articles/sections did you most enjoy, and why?

3 Whichbored you, and why?

4 Should Flagship's coverage be broader? (a) Yes, there may be little-
publicised games that would suit me, (b) If you'relisting lots of games,
you should actually try them out, (c) No, I'd rather play the games that
arefrequently reviewed.

5 A couple of feedback comments ask for gamesto be grouped, whether in
GV or asan article.

(@) | prefer an aphabetical listing in Galactic View,
(b) I prefer the GV games to be grouped according to subject,
(c) | think games differ too much to be grouped easily.

6 Arethere any more features in a game that you'd like to know about?
(a) I'd like to know about turnaround,

(b) I"d like to know roughly how long afinite game will last,
(c) I'd like to know the importance of interactivity.

[Replies welcomed by surface mail to the UK office, or by email to
Flagship@flagship-uk.demon.co.uk. By April 1st, please]

Play by Electron Games

www.pbegames.com

For over four years PBEGames.com has provided some of
the richest and most detailed play-by-email games available.

Rule a land steeped in magic and history in Eldritch.
Choose from one of over a dozen races and conquer the
lands of your foes, or develop your own lands and rule

through trade and economic prowess. Guide your mages to
the Words of Power in eighteen spheres of magic.

The song of steel against steel will fill the air. Arrows will
scream past your general's head as he leads your men into
battle. Your champions will duel with honorable opponents
and lead your armies to victory through your brilliant tactics
and maneuvering in Iron Kings.

Play by Electron Games offers FREE trial games of Eldritch

and Iron Kings. Join players from around the world as you

vie for dominance in a variety of realms. Pick a path to glory
and sign up for a free trial game today!

Regular positions are typically $2 per turn.
Turns run weekly or bi-weekly.
Web: www.pbegames.com
Email: moderator @pbegames.com
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The Chevian Chronicles

A Strange Prisoner Calls for Aid
GREG LAMB'’S Alyx returns to the capital, and a new challenge ...

LAST TIME, we saw the combined forces of Chevia narrowly fight off
an attack by the Goblin army on Easterngate, one of the duchy’s major
settlements. While the battle raged outside the city walls, our sword-
wielding heroine Alyx DeLibrawas part of asmall group helping to deal
with those enemies who managed to slip through our defences, including
aband of Goblin saboteurs and a zombie uprising. During the clash with
the Goblins who had infiltrated the city we managed to capture two of
their soldiers aswell asahuman who was apparently helping them. With
the immediate threat to Easterngate quashed, and as one of the few PCs
able to communicate in the Goblin tongue, | decide that Alyx should
spend the first two weeks of the next month questioning these captives.
Against all realism, | still hold some hope that Chevia's two principal
races can co-exist rather than wipe each other out, and that means opening
lines of communication. Also, | want to find out the story behind the
human defector.

The Baron has scheduled avictory banquet for the third week, which
should give the opportunity for some needed rest and relaxation. After
that, Alyx will meet up with another player character, acity guard by the
name of Revek, in order to investigate the sewersin an attempt to find out
how the undead invaders managed to enter the city. Finally she' Il head for
thelocal Church of the Three where Revek, who doubles as a priest, will
be appealing to his chosen deity to help those wounded in the battle.
Alyx will lend her mundane healing skillsto his efforts. She may not be
ableto close woundswith aprayer, but she can tie bandages with the best
of them.

Nonus 1108 - L oose threads

Alyx arrives at the gaol at the same time as the foppish ‘Pinkie’ Pimm
Purnell, who has come for similar reasons. The two find a commotion
going on and two Goblins plus a short man come bursting out of the gaal,
pursued rather awkwardly by a guardsman who is covered in blood. The
Goblins are armed with clubs, while their human companion has a short
sword. Alyx instantly draws her sword and Pinkie callsfor the escapeesto
stop and throw down their weapons. The Goblins shout obscenities in
their own language and make a break for freedom.

Yet another plan fails to survive contact with the enemy. Alyx and
Pinkie head for the city gaol with the intent of interrogating the captured
Goblins, only to find themselves suddenly fighting for their lives. A
combination of our combat skills and superior weaponry mean the fight
is both short and bloody, and after a few moments of hectic activity the
three would-be escapees have been cut down. Alyx would rather they
had been taken alive, but had little choice in the matter given the
circumstances and the aggressiveness of her impromptu comrade at arms.
She tends to the wounded guardsman, but can do nothing for his
companion who waskilled in the escape. I'm adoctor, Jim, not amiracle
worker.

The Chevian Chroniclesat a glance

A roleplaying game from State of Mind Games, with turn reports
plus a general newsletter each turn. Note that Cheviaisn’t open for
new players now, as it's drawing to itsin-built conclusion..

With my first two orders nullified by the Goblins' unwillingness to
sit helpfully inacell and be questioned, it'sonto the Baron’sfeast. There
are several announcements of thanksfor those who supported Easterngate
initsbattle, culminating in aknighthood for thefamed Ed ‘Mac’ Bain, as
well as plenty of drinking, dancing, eating and general merriment. From
there it's a step downwards, both literally and figuratively, as Alyx and
Revek venture into the sewers to seek out zombies. We find nothing.

Much later, | discover that the undead were actually created by another
PC in a botched attempt to heal the fallen. Wish I'd known that at the
time. After several baths, it's on to the church to round off the turn with
more healing training. There are plenty of willing subjects on whom to
practise.

With nothing else to hold mein Easterngate, next turn | plan to meet
up once again with Cassie O’ Pia and head back to the capital city of
Brightwater. Thejourney will leave mewith oneweek spare after | arrive
in the city, which | intend to put to good use by learning a new skill. A
year ago | asked the resident weapons master in Brightwater, a certain
Hakan Slel, about learning to fight with asword in either hand. Hetold me
to come back when I’ d got to gripswith asingle blade. Ten turnsand quite
afew fights later, | can return triumphantly and begin training in two-
sword style. Thiswill cost me, though, so | also decideto ask Slei if his
school needs an assistant tutor.

... | can return triumphantly and begin
training in two-sword style ...

Decimus 1108 - Two fisted monkey style attack!

Alyx meets up with Cassie O’ Pia, and the two women begin a journey to
Brightwater. Thetripislong and cold, but generally uneventful. Eventually,
they reach the capital.

Not alot | can add to that, really. The turn passes without a hitch.
Somehow, | kind of missthingsgoing wrong all thetime. Onceinthecity,
| take the first steps on the way to becoming the medieval equivalent of
a John Woo character, gaining level zero in the Ambidexterity skill. |
believel’mthe only PCin Cheviato employ this particular fighting style,
probably because it's so utterly impractical. But hey, at least I'll look
cool. Slei also offersto employ meat his school. The pay is barely better
than my old barmaid job, but the additional lure of free training clinches
the deal.

So, now | have ajob again, | guess|’d better turn up for it. Next turn
will be another relatively dull one, with two weeks of work, two weeks of
training in my shiny new skill, and aweek of rest to round the turn off and
see to aminor but nagging injury | picked up in the skirmish last month.
A hopefully productive turn, then, but not a particularly exciting one,
with nothing out of the ordinary planned for the near future. It's not going
to happen, isit?

Primus 1109 - Blast from the past

Near the end of the month, Alyx hasa dreamin which the Guardian of the
Feral Wbods appears and speaks, apparently in great pain. “ You owe
me...favour...l ask you...help now...I amheld in element...magic school in
thebiggest...city...| need...rescue.”
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Those of you who' ve only joined thisdiary recently won’t remember
the Guardian, who last appeared over ayear and ahalf ago in gametime.
The Feral Woodsisahighly magical areainto which Alyx ventured while
travelling with amagic user named Tayka Chanse, another player character
who had to perform amystic ritual in a certain glade within the Woods.
Others had reportedly ran afoul of terrible beasts within the forest, but
Alyx and Tayka instead encountered a strange little furry chap who
demanded tribute in order to grant them entry. Lacking anything in the
way of treasure, we instead offered to repay him a favour in future in
return for letting us pass. It appears that now is the time to repay the
debt.

Of course, it'snot going to be that easy. The Elementalists’ Guildhouse
in Brightwater ishome of the most powerful mages on the continent, and
I’'m willing to bet that even with Alyx’s famed people skills, they’ re not
going to let mewalk in and free their captive just because | asked nicely.
I need aplan. Well, first, | need information. Just what kind of defences
doesthe guild employ? How many guards are there and how frequent are
the patrols? Time to make use of some of my shadier talents, which have
grown a little rusty with all the good deeds and honest work I’ ve been
doing lately. First, I'll pay a visit to the Guildhouse to enquire about
finding employment as a guard there. Of course, what I'll actually be
doing isfinding out about the security systemsthat I’ |l need to overcome.
The week after, I'll return at night to scope out the place, looking for
possible entry routes and weak points. For the rest of the turn, I'll head
back to the weapon school for more work and more combat training.
Somehow | get the impression it's going to come in handy soon.

Secundus 1109 - Wards and war dens

Later, Alyx makes another visit to the Guild of Elementalists, this time
under cover of darkness. She sneaks around the area as best she can, and
noticesthat whilethere arethree doorsinto the building, thereisonly one
which is constantly guarded, with shifts being changed every few hours.
The other areas seem to be covered by occasional patrols. Windows are
all barred and many are shuttered. A few outhouses and annexes allow a
bit of cover for sneaking around.

Hmm. The defences observed by Alyx on her second trip to the
Guildhouse are pretty minimal, and I’m fairly confident in her ability to
bypassthem, even given her limited Stealth skill. The problemisgoing to
be something that came up during my talk with the Elementalists the
week before. It seems that the guild relies heavily on magical traps that
protect the whole building, which would explain the relative lack of a
mundane security force. Oh, and | also earned a few more crowns and
went up alevel in Ambidexterity, but you don’'t want to hear about that,
doyou?Onwith the criminal activities. Getting around the variousmystical
constructs would no doubt be easier with magical assistance, but
unfortunately Tayka, who had the same dream as Alyx, is otherwise
engaged and on the other side of the duchy to boot. It looks like I’'m on
my own. And that means more investigation is needed.

| decide to drop into the local inn, at which Alyx once worked, and
hang around the bar looking for an off-duty Elementalist to engage in
conversation. Mages, being largely pale types with an unhealthy
fascination with books, don't often get pretty girls buying them drinks,
so hopefully my seemingly innocent enquiry about the guild’'s defences
will go unnoticed. Of course, Alyx aso has her high Fellowship ability,
which helps her to come across as a friendly and genuine person even
when she couldn’t care less about the person to whom she's talking.
Many modern chat show hosts have perfected this same technique. The
rest of the month will be taken up with - all together now - working and
training at the weapon school. Routine but worthwhileinthelong run, as
is so often the case.

Tertius 1109 - Breaking the ice

At the Dragon’s Claw, Alyx locates an apprentice Elementalist, Fyran
Dice, who shetalkswith. In conver sation she asks about magicin general,
and receives some very vague answers and a few very technical ones. As
part of this conversation she manages to drop in a query asking how the
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guards at the Guild of Elementalists avoid getting zapped by the magical
traps. Fyran saysthisisbecause they know which areasto stay away from.

Okay, I’'m now ready to put my plan into action. First, though, it's
timeto revivetheidentity of the Fallen Eagle once again. Long-term readers
may recall that Alyx first used this pseudonym several gameyearsagoin
order to pass herself off as a bandit. | hope that by wearing a disguise
during my rescue attempt, and later sending a statement to the Chevian
Herald claiming responsibility under my false name, I'll be ableto divert
attention from myself as the real culprit. Getting the disguise will be the
easy part. | have ashield that is now of little useto me, unless | abandon
the off-hand weapon skill | worked so hard for, so avisit to the marketplace
and atrade for a black cloak should be a simple enough matter. Three of
those now-traditional work and training actions will fill up the time until
the fifth week, when it’s time for the breaking and entering to take place.

Remember there were two doorsthat were only infrequently patrolled,
often by only asingle guard? Thiswill bethe key to Alyx’sentry into the
Guildhouse. By jumping alone guard from behind and putting aknifeto
histhroat, she hopesto persuade him to lead her to where the Guardianis
held without triggering any of those nasty spells. Don't worry, she's
bluffing. No, really. Honestly. Look, if you’ re not going to trust awanted
criminal, who can you trust these days? Anyway, once the Guardian has
been located, it'll just be amatter of freeing him and escaping back theway
she came in. Of course, he's likely to be locked up, but the guard should
have akey, right? No problem. Piece of cake. Not convinced? Me neither.
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GHOST IN THE MACHINE - ASPECTS OF MIGHT

The Origins of

Aspects of Might

JUSTIN PARSLER describes his inspiration for the game ...

I HAVE LONG been an armchair aficionado of the Tarot. The artwork is
often beautiful, the cardstactile and the symbology behind it magnificent.
It has been begging for proper inclusion in some sort of game, and the
opportunity to do so recently presented itself.

Being in the fortunate position of having access to the Nexus engine
(the dedicated PBM programme written by Madhouse) my aim was to
design agame which took full advantage of its myriad features. Nexusis
amarvellous system with which one can do almost everything, and the
additions madein the last year - since, for instance, | wrote Riddle of the
Sands - had opened up awhole heap of new possibilities.

| wanted to combine powergaming and roleplaying. | alsofelt it should
be agame where the players really shaped the world. This meant having
some sort of setting that was either ‘at the beginning’ or after some sort
of disaster. | thought of the Tarot at this point. A quick email to the
excellent folk at US Games, who are the people who publish the famous
Rider Waite Tarot amongst others, and | secured permission to use the
artwork from the deck.

Armed with an idea and some very good art, as well as an excellent
programme, | was ready to go.

... This neatly explained why players were
so much more potent, and so much more
important, than the people around them ...

Tarot cosmology
I had no intention of using the Tarot as any sort of ‘divining’ method, |
wanted to use the symbology to create a magic/religious system.

Thus the game theory developed: all knowledge flows from the
‘ Aspects’, which correspond with the major arcana of the Tarot. Some
individuals, the player charactersfor the most part, were ‘ attuned’ to one
of these Aspects. This neatly explained why players were so much more
potent, and so much more important, than the people around them.

I did not want everyone who played the game to need to know the
‘ins and outs' of the Tarot: anyone should be able to come to the game,
with no previous knowledge, and play. So | condensed the meaning of
each card to their ‘essentials’ and incorporated this into the rulebook.

Using the Tarot in thisway gave aready-made cosmol ogy, onewhich
was unique, yet one which most people had some sort of acquaintance
with, if only on anodding basis.

Characters

A system | have applied to many games in the past is the ‘rule of three'.
| find that if you get to pick three things, the set-up is fairly simple but
still allows for alot of different possibilities. | applied thisto characters
in AoM: they get to pick their Aspect, their Bloodline (a bit like race,
though all are variants on human) and a secondary Talent, like being
strong or agile.

Onwardsand Upwards

I wanted AoM to be a game where the players shaped the world: where
what they did made a difference. Setting the game after agreat disaster -
the Penance - and putting the player characters in a position to rebuild

civilisation was my intent. | did it this way, rather than setting it at ‘the
beginning of things' because | wanted there to be ‘old stuff’ around:
interesting things to find, people to offer some guidance and so forth.

It was easy to adapt the Feasibility Study system to AoM. This
system, which has been a main feature of our Absolute series of games,
allowsplayersto ask for what they want to be ableto do, and be told how
to go about achievingit.

Thereisone major drawback with gameswhich allow player research:
if itistoo quick, the game progresses too fast and becomes both dull and
unmanageable; too slow and people do not manage to achieve anything.
Play has revealed that | seem to have managed to get it just about right
with AoM, but the process of achieving theright balanceis more art than
science. In the past, | have often got it wrong.

The evil internet

| am abit of a Luddite on the sly: for aman who uses a computer every
day, | have very little love of them for their own sake. What | like about
computers is that they let me run better games, by taking the drudgery
out of running PBM and letting me concentrate on designing cool new
Sstuff.

Thus | came rather hard to the decision to run AoM only via the
internet. Why? Well, almost everyone now has email. Turns can be sent
in PDF format, whichisincredibly easy to read and requires no technical
know-how to use.

Turns get to people quicker. They get lost about as often, but when
they do get lost we know straight away and can send another copy.
Fewer treesdieto serve people'sgaming habits. It ismuch, much cheaper
to send out turns (though it can be areal pain in the butt when email is
running slow and | have to sit around for hours pressing buttons), which
means acombination of lower feesand more profit, which makeseveryone
happy.

There has been alot of controversy about email and PBM. It seems,
tomeat least, to boil downto this: email isabetter way of sending letters.
It also alowsfor much faster and moreinteresting role play and diplomacy.
There is a mailing list within the game which represents an in-game
phenomena, the Astral Web. Messages are in character and the quality of
roleplay rather good.

The in-character list has been so successful that players have set up
anumber - about eight at present - of lists dedicated to other topics. | am
just in the process of splitting the ‘official’ lists into three, one for GM
announcements, one for ‘important’ discussion and one for chatter. That
way playerswho felt they were getting just too much email action can cut
downtheliststhey are on and consequently the quantity of email received.

Most people, though, cannot get enough.

... achieving the right balanceis more art
than science ...

...and finally
| hopethisarticle has been of some marginal interest. A full dissection of
what went into creating AoM would take a book, not a short article.
Hopefully, | have covered subjects people will find interesting.

And, if you want to know more, or just abuse mefor afool, then you
know my email address.
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Great White Hunter

The Big Game Game

SCHUYLER CORSON enters the jungle ...

THE LINE of people threaded through the dense overgrowth, their eyes
darting back and forth, muscles straining under their loads. The majority
of them were locals, guides and porters hired from nearby villages to
carry supplies and point out the local highlights to the foreigners. The
remainder were an assortment of representatives of various off-continent
countries. Beforethem, achorus of animal cries greeted them, shrieksand
growlsreverberating in thethick air of thejungle, rolling though the thick
mist of thevalley below them. From behind, afinal reminder of civilization
sounded, the high pitched cry of the aging double-nosed steam engine
unique to the mountainous regions of the dark continent. With achuffing
growl, thelocomotive strained against itsload of fuel tender and passenger
cars, drawing them back towards the comforts of civilization, and leaving
the trail of humanity to their own designs.

Themaninthelead, amassively built example of thelocal tribesmen,
calmed his machete action, having found the faint trail that he had been
looking for. He had led adifferent group to thisregion only afew months
before, but the land had already reclaimed most of the evidence of that
trip. With a satisfied grin, he set out at a near
breakneck pace, driving the group to an area
that he knew would be suitablefor their base
camp. As they proceeded, the canopy of
trees closed, shutting out the day until
only occasional glimpses of the sky were
noted. For several hours, they moved
deeper into thelush green of the near aien
beauty.

When the guide signaled that they
had reached the space best suited ¥
for the base camp, the porters
quickly began setting up the rudiments of
civilization that the foreigners considered
minimal for survival. White canvastentswere pitched, and field furniture
was assembled. Yards of rough mosquito netting were unveiled, swathing
theareain agrey haze asthe campfires were started. Porters sang to each
other in their sing-song dialect, punctuated by yelps and whistles. The
guidedisappeared into the brush for several minutes, then returned nodding
to himself. Moving to the assembled foreigners, he saluted them by
touching hisconical hat with agreyish crop, and spokein accented English,
overstressing certain vowels.

‘Not long, Bwana. Sun goes down, animals begin heading for water
hole. Soon we hear. Sport start then.’

The various people nodded and murmured their acknowledgements,
and set about readying averitable arsenal of weapons. An earnest young
American in denim and alarge hat turned from his roll pack of Spencer
rifles, and addressed a grey-haired man, obviously British with his stiff
pith helmet and monocle.

‘So, what’sthe game here? All | wastold was that thiswasthetrip to
takeif | wanted some prime hunting.’

Great White Hunter at a glance

A light-hearted game, not amillion milesfrom Battleshi ps but adapted
for a group of players and with a totally different setting. It's free,
from:

http: //imww.notreally.co.uk/gwh

The British lord blinked and nodded, speaking as he accepted an
unwieldy pistol from aturbaned servant of East Indian descent.

‘Quite so, quite so, dear boy. We' |l be heading out into an area of near
total darkness, and hunting by sound. Everyone starts at different points
about the watering hole, so we don’t spook the animal's, and send them all
runninginasingledirection. We'll bein avalley wherethewind'scalm, so
no worries about upwind and such. Just fire, and wait to hear if anything
cries from having been hit. You can pretty much recognize what you hit
by the sound of its cry. It's a little more difficult than a hunt on the
savanna, but it also isthe great equalizer. We all have an equal chance to
slay the various beasts that reside in this section of the world. Why, last
timel wasout here, | came away with alovely set of aligator luggage, and
apair of monkey bookends.”

Theyoung cowboy frowned. ‘ Alligator?| thought those only werein
the Americas. My books said that there were crocodiles out here.’

The Englishman waved him off. * Alligators, crocodiles, what doesit
matter? They’re big, scaly, and dangerous. Plus, they look marvelous

stuffed, and placed as my footrest. You'll also find snakes,
antelopes, and lions, just to name a few. Gorillas, too.’
Helooked crestfallen. ‘ No hipposany more, I' m afraid.

£ Too unruly. Bloody beastslook like they should move
il . slower than the royal yacht on the Nile at
g low tide, but you only cross them once

3 4] with that attitude, Il tell you that! They’lI
\.-./ take down a grown man in a couple of
seconds flat! Anyway, we have to make do
with elephants now. But they’re there, so it's
possible that you'll end up with a set of ivory...
well, somethings. You can only have so many
trophies, you know, what?

Ashestarted to laugh, the other figures near them
joinedin, obviously familiar with the rewards of the exercise. A largeman
withathick covering of facial hair and an odd-smelling cigar moved closer,
slinging ariflewith an overly long barrel over hisshoulder. ‘ Da, and there
is also the title and prize, yes? What we're really here for, da? The
American cowboy’s eyeswidened. ‘ Title? Prize? | thought we were here
to bag some critters and see the parts of the world that they only write
about in the dime novels.’

The Englishman waved hishand dismissively again. ‘ Oh, nothing that
monumental. A gentlemanly agreement, and all that. Just for bragging
rights. No cash involved, just atitle for having the most animals, or the
most various set of trophies. We keep track at the end of the day, don’t
you know. Something to puff your chest out about after the hunt. Oh,
and that reminds me. Make sure that you don’'t set up a stand to hunt
from. We do keep track of all things that we shoot, and it has been noted
in prior huntsthat manisan animal at heart, and shooting another hunter
can be counted into the total. So make sure that you keep moving, dear
boy.’

Beforethe American could answer, the guide returned, thecropin his
hand waving briefly at the various insects that darted about him. ‘ They
come. Istime.” The various hunters began decamping, slinging weapons
on their shoulders and adjusting ammunition pouches and bandoliers.
The Englishman accepted along double-barreled rifle from his servant,
and briefly checked the load on the weapon. As he snapped the breach
closed, he nodded to the cowboy. ‘Game time, dear boy. Let's go, and
show the world what hunting is al about!’

MR LT i 7
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ZINE SCENE - RAILWAY RIVALS

Zine Scene

The Game now Standing on Platform 5
JOHN HARRINGTON boards the train for a journey into Zine Games ....

IT WASin that dead period after “O” levelswhen you are still obliged to
turn up for school that | first came across Railway Rivals. The gamewas
designed by a geography teacher from Wales and was perceived to be
educational, which waswhy my teacher brought it into amuse and educate
us.

Theobviouseducational elementisgeographical; thegamecanbeplayed
onany of 176different maps, ranging fromthels eof WighttoMiddleEarth.
A less obvious educationa element is historical, in that it usually paysto
build similar networks to those which were built historically, although
obviously thisdoesnot apply to Middle Earth. All of whichmakesit sound
likeadull and worthy game, whereasinfactitisalot of fun; not for nothing
isit second only to Diplomacy in the zine-based postal gaming scene.

Likefootball, Railway Rivals(RR) isagameof twohalves.
Inthefirst half, therival railway companiesbuild
track fromtheir start town (each company will
usudly haveadifferent starttown), gradualy
building up anetwork of linesfrom town
totown. Companiesreceivebonusesfor
beingthefirst company to buildtrack
to a town and one of the major
decisions in this phase of the
game is whether to race your
rivals to the virgin towns, in
which case your network
might end up looking a bit
higgledy-piggledy, or to stick
to agame plan and build what
you consider to be an efficient
network.

The shape of
your network will
asobedetermined
by geography; do you spend money to blast through hills or take the long
way round? Doyou build bridgesacrossriversor gowiththeflow andfollow
the course of the river? Most crucialy of all, do you pay your rival
companies to build over land on which they have already built? Parallel
building with arival is prohibitively expensive but if, for instance, itisthe
only way in to athriving metropolis such as London or Frankfurt, maybe
you cough up anyway? I n the second half of the game companies compete
for contracts to deliver goods from one town to another (e.g. London to
Nottingham). The companies win these contracts by racing along the
contract route, with the winner receiving afull cash bonus and the runner-
up half of thefull cash bonus. Thesecontract routesarerandomly determined
soyou never canbesurethat your arduously built routefromHull toLondon
will ever get used, but the big citieswill figure more often than the smaller
ones.

(T
(

Any decent postal game has player interaction and in Railway Rivals
thisprimarily comesfrom compani esteaming uptodojoint runs, using some
of thefirst company’s track and some of the second company’ s network.
Asisso often the case, communication with your fellow playersisvital for
success. One final wrinkle in the game system is the ability to carry on
developing your network in the racing phase. | am by no means a good
Railway Rivals player and one of my major weaknesses is continuing to
spend money onbuildingtrack when | would bebetter of f hoardingthecash,

for asyou have probably surmised, thewinner isthe player whose company
hasthebiggest bank balance at the end of thegame. Thegameisobviously
set in a period when railways made money....

Asmentioned before, the gameis probably second only to Diplomacy
among zines, with over athird of active UK postal gaming zinesfeaturing
the game, including Cut & Thrust, which has the game' s inventor, David
Watts,asaGM. Probably thepremier UK Railway RivalszineisDevol ution.
Lasttimel lookeditran 25 gamesof RR, butinthelatest
issuel notice new games starting on mapsof Norfolk
& Suffolk, Denmark, Y orkshire and Malorca. If

youhavee-mail thiszineisexcellentvalue, asitis
free, athoughyouwill haveto pay anominal game
feeto cover the cost of the map. Even the snail-
mail versionisgood valueat 50p, althoughif you
don’t play in any of the games you won't find
alot of reading material init. Another freee-
mail zine featuring Railway Rivals is
Serendipity from JohnWebley, an Englishman
living in Germany. The significance of his
location isthat he gets to see (and therefore
review) alot of the hot new German games
beforethey makeit over here. Curiously
he does not run any of these
German games in his zine and
cometothink of it, neither does
anyone else, which suggests
thereissomething about British
and American games
whichlendthemselves
more easily to posta
play. | wonder what that is?

Runninga“mere’ 7gamesof Railway RivalsisFor Whom TheDieRalls,
which hasjust wonthe 2001 Zine Poll. Railway gamersarewell served by
thiszinewhichalsorunsadozen gamesof 18xx (1830etal), 2 of Lancashire
Railways, 2 of New England Railwaysand 1 of Rail Baron. At£1.50anissue
if youplayedinall of thegamesthiszinerunsyou’ d bepayingtheequivalent
of 3 pence per turn per game. |sthat fantastic value or what? The only
criticism anyone ever hasof thiszineisthat thereisnot alot to read unless
you enjoying gamereports, but that’ slike complaining about the quality of
the food in the buffet car on atrain that is never late.

Runner-up in the Zine Poll was Underneath The Mango Tree, from the
impossibly enthusiastic Alex Bardy. The zine specialisesin original but
mostly light and fluffy games so the 4 RR games provide a bit of meat and
potatoes familiarity. Of all the zines mentioned so far this has the most
reading material. If “chat” isyour bag then Odeisagood candidate. Even
after 230 issuesitseditor, John Marsdenisaman of forthright opinions, as
befitsaLiberal Democrat councillor. Inadditionto9 gamesof RRthezine
alsorunsacoupleof 18xx railway games, proving onceagain what afertile
subject for gamestherailway businessis. | supposeitisonly fitting that as
SO many zines are read on trains that Railway Rivals should enjoy such a
dominant position in the hobby today.

Next issue, continuing the theme of concentrating on the mainstay
games of the zine based postal hobby | shall be taking alook at the foctie
zines. Detailsof all theZinesmentioned in thisarticleincluded in the Zine
Listings on page 45.

e
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Lands of Elvaria

Sepheri's diary continues
SARAH CALLAGHAN and her character report ...

Sepheri Mirrorkin’s diary, entry 4

Spent day shopping. Never quite realised before how difficult it is to
spend 2,500 gold pieces in backwater like Frontier. Bought sexy new
armour, specialy silenced, as well as loads of the cool stuff (inc. box to
stop potion bottles being smashed). Even went so far as to buy horse,
though only know two things about horses - legs go on each side and
falling off isbad!

Met up with others going on mission, and got told didn’t need horse
after all. Got given ring of transportation and breathed big sigh of relief.
Am convinced horse doesn’t like me.

Others going on mission look a lot more experienced - carrying lots of
magical items as well. Trying not to get nervous, or wonder why |
volunteered in first place.

Phew, thank Alwane that’s over - first cavern wewent to was crawling
with giant spiders. Freaked a bit, fired my crossbow bolts at afew of the
spiders, but they were splatted really quickly by the rest of the group.
Feel abit left out actually, others seem so much harder and able to deal
with stuff. Wonder why I’'m here...

Sarah Callaghan’s diary, entry 3

Phew, first fight over and done with. As | had sod all idea about how
fightsactually worked, and how lethal they could end up (and al so because
| figured Sepheri would be nervous her first time out adventuring, especially
with such an experienced group) | gave orders for her to stay well back
and out of the way of the others.

Asitturnsout, | needn’t have worried: along with that particular turn
came a message from Mark Pinder, the GM, encouraging me to be a bit
more daring and imaginative when it comes to thinking up cool magic
items and stuff to use. So | put my thinking cap on and came up with a
few potential mirrors, and a possible magic ring. Mark was back to me
about them in the next turn to give me costs and game statsfor them. Two
of themirrors|’d thought of already existed in game, but thering and the
third mirror didn’t. Unfortunately, even though I’ m acquiring new imager
abilities and new potion recipes left, right and centre, in the middle of a
cavern surrounded by hordes of hostile spidersisnot the time or placeto
try making any of them!

Sepheri’s Diary, entry 5

Eurgh!! No one said there’ d be exploding spiders down here! Entiregroup
nearly got nobbled by exploding spider with constricting legs- othersgot
out aright, but | had to rely on divine intervention to get self out from
constricting spider leg grasp. (Thanks Alwane!) Collected some spider
silk, wasvery difficult to cut, so have small sticky ball now. No ideawhat
to do with it yet, but might come in useful one day.

Tried general chitchat with the others, some not forthcoming at all
(Like Pearce, the human ninja- all hesaid wasthat helike vodkamartinis.
Said something about stirred and shaken as well, but gave up trying to
talk to him at that point.) Millicent (halfing druid) v. nice, chatted lots

Landsof Elvaria at a glance

Long-running fantasy RPG from Mark Pinder, periodically revised to
alow for new players. Startup + 3 turns for £10, following turns
£3.50 each.

about fashion and then dropped bombshell - said that not all of the
mirrorswere removed from my blood! Does explain why imagery getting
easier though. Curse you Dark Overlord! Curse you!!

Uhoh, Spike (warrior cleric) found big shiny spiky mirror ball up
ahead, looks like they want me to deal with it...

Sarah’s diary, entry 4
Aha, achanceto show off in front of the other characters! And provethat
I’m not just a passenger! Here's hoping it doesn’t go horribly wrong!

Sepheri’s diary, entry 6

Noteto self, new bag mirror v. useful for trapping suspi cious unidentifiable
things that float in mid-air. When get back, work on variation of bag
mirror that will hold magical items and nullify their power. Others v.
impressed when caught flying mirror in bag mirror. Hal Not usel ess after
al! Gome!

... Eurgh!! No one said there'd be
exploding spiders down here! ...

Sarah’s diary, entry 5

Success! Hurrah! | think I’ m getting the hang of this....

Sepheri and me are both getting really confused though. She'sbeen doing
her best to find out about her mother by asking around. She’sactually got
a few answers from one of the NPCs, but the entire back history of
Elvaria seemsto be as riddled with holes as a Swiss cheese. Islands that
were discovered last year have always been there, new races pop out of
the woodwork at the drop of a hat, and vast world-changing events take
place once aweek and twice on weekends. I’ ve even heard that the whole
world was destroyed on more than one occasion, but it's still staggering
on. This does mean that absolutely anything can happen, but coherent it
an't.

Sepheri’s diary, entry 7

Reached centre of cavern complex, totally covered in spiders, but has
interesting looking altar and curtained alcove across on the other side.
Identify mirror useless at doing scanning of large areas, need to make new
mirror to do that when get back. Am going to take climbing potion to
climb over to altar and see what’s behind the curtain.

Why isit that evil necromancers always feel need to gloat? Made it
across cavern, chased by loads of spiders while others tried to splat
spiders without hitting me. Looked at altar - didn’t recognise it and got
sidetracked by screams of others being caught in magic webs. Quickness
potion meant | didn’t get caught - but instead got invited to dinner with
dread necromancer Gyzan. Have accepted, hoping to stall for time for
others to get free. Also want to find what he's planning. Just hope food
edible; necromancers not known for their tastein cuisine...

Sarah’s diary, entry 6

Another note from Mark this turn, again encouraging me to pull mirrors
out by the bucketload when | need them, as | get XPfor using the things.
There's al'so news of agame newsletter coming out in the next month or
so, which should improve the level of player and character interaction.
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GHOST IN THE MACHINE -

NEUTRAL ZONE

Neutral Zone

American Football PBEM - Design Notes

CHRIS SADLER's game plan for the development of Neutral Zone ....

SINCE THE first time | saw a computer in 1984, I'd known that | wanted
to be involved with them in someway. A friend had aZX Spectrum and
he'd amazed meby showing mehow it could be programmedtodowhat you
wanted. Itwould beafew yearslater beforel owed one myself and began
to teach myself how to program, ajourney which would eventually see me
become a programmer by profession and create Neutral Zone American
Football PBeM.

After afriend patiently introduced metotherulesof American Football
| used my new interest to aid mewithlearning how to program. Armedwith
books on the game | created a Shareware American Football game on the
Amigacalled Necessary Roughness. About 10 peoplepaidthe£5fee, each
of them suggesting improvementsto the game. | took their suggestionson
board, and added alot of my own to design the basi s of anew game - under
the working title of Necessary Roughness 2. The game was to be a cross
between amanagement gameand an arcade game. | worked for monthson
the computer, simulating games based on the players, plays and various
attributes involved. The Amiga sadly faded away as PC's took over the
market and the game sadly faded away with it.

lﬂf LH
s -

| left University and found myself a job as a Trainee Visua Basic
Programmer. | had no previousexperienceof Visual Basic or programming
on aPC platform and wastold to sit and teach myself Visual Basic for the
first couple of months at the company. After trawling through the very
boring chaptersof a Teach'Y ourself' book | eventual ly reached aninteresting
chapter on Databasesand Databasedesign. Usingdatabasesinanapplication
opened up alot of new possihilitiesand | decided to dig out my out Source
Code from the Amiga and attempt to create the Simulation aspect of
Necessary Roughness 2 on the PC using an Access Database. Beforelong
| had created the first instance of Neutral Zone and four colleaguesin the
office would be my testers, each having their own team version of the
software.

The 'Office Version' was based on aten team league. The players had
threemainattributes, SKILL, SPEED, and STRENGTH. Each coachwould
select his starting players and a percentage of rushing plays and passing
plays and the game would churn out aresult and statistics by running the
entiregamebased onthesepercentages. Thegameprovedtobevery popular,
coacheswouldrunacrosstheofficeand work out tradesbeforethenext game
was played and some heated cross-officerivalry were created! It was here
that the ideafor an e-mail turn based game was born

| started to work on Neutral Zone in the evenings after work. Thefirst
steps were to design the game. Thiswasto make clear what the game was
to do, how the software was going to work and how the database should be
designed. Toplay thegameovertheinternet, away to updateuser'ssoftware
with the latest game information had to be thought of. The best solution,
given the volume of datainvolved, would be to upload the databases to a
website. Theuserswould then download thelatest database and thiswould
updatetheir softwareaccordingly. Thenext thingto consider washow users
would submit orders. Ease of use wastop priority and it was decided that
the software would keep atrack of all the orders for aturn and produce a
text filewith these ordersin them. The user would then send thisfileviae-
mail to the GM. The software could then simply read in the orders when
the turn was processed.

Theway agamewas processed had to be completely overhauled. The

'Office' versionof thegamechurned out resultsbased on percentagesentered,
whilst the results were realistic enough the system was too basic to use. A
complete re-write of
the simulation was
needed so that each
play was processed
based on a specific
Offensive and
Defensive  play
selected by the head
coach and the
attributes of the
players involved.
Thisaspect took time,
using many NFL Fact
and Record books,
general American
Football books,
watching games and
talking to people. It
was important to get
the simulation as
accurate as possible
as it is the heart of
Neutral Zone.
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Oncethesimulationwasin place, therest of thesoftwarewasdevel oped
for the coachesto manage and run their teams. This'Front Office' software
gives the user full control over his team. | wanted Neutral Zone to be as
simple, yet powerful as possible so that it would attract players who did
not necessarily have American Football knowledge and alow them to
competewiththemoreexperienced players. | did, however, wanttosimulate
alot of theaspectsof American Football including Tradesand Free Agency
which can be over complicated. To balance this out, a simplistic salary
systemwasused which hel ped to cut down onthecomplexity of theseareas.

After advertising on awebsite, 30 coaches downloaded and set up the
software and wereready to play test the game. Thiswasthe acid test of the
gameto seeif all theeffort wasworthit or not, to seeif thegamesimulation
stood up and performed as expected. It soon became apparent that the 30
coaches would be very valuable to the game, as ideas how to improve the
gameanderror reportsweree-mailedinover thenext few months. Withevery
softwareproduct therearealwaysbugsand themain priority isto eliminate
theseto provideafully working system. Enhancementsto the'Front Office'
software followed and the game began to grow and take shape over the
following year. It was one of these players, David Hagman, who offered to
redesign the website. His new-look site was a vast improvement over the
plain site that we had at the time and work then began to alow the GM
Softwareto createupdated web pagesat theclick of abutton, thereby saving
alot of work.

After three years starting up, the Neutral Zone software, both for the
coachesandfor theGMs, isconstantly beingimproved upon. Witheach new
player, new ideas are suggested and discussed on the |eague and technical
mailing lists. Eachidea, and therearealot of them, isnoted in adocument
and prioritised ready for development. The latest additionsto the software
have been to upgrade the game commentary to be more descriptive and to
add screens to show the Head To Head statistics of teamsin the league.

The future of Neutral Zonelooks good, with plansto enhance some of
the existing game options such as the Rookie Draft and Gameplanning,
Contracting and to add many new features to the software including
Gameplan Designer, Team Captains, Stadiums/Crowd Attendanceand new
statistic screens. |deas are also underway to enhance the Web Siteto use
ActiveServer Pages, allowinglotsmorestatisticsscreenstobeeasily created,
and in the future the possibility of being ableto log on to the Web Siteand
completeafull turnviayour browser rather thanthe'Front Office Software'.

FromitsrootsNeutral Zonehascomeavery longway and hasdevel oped
from an idea kicked about to a very enjoyable PBeM. With technology
improvingall thetimeandalong i st of enhancements, thegameand software
can only improve and grow from here.

Neutral Zoneat a glance

Management game of American Football, played only by email. Setup
and following turns are £1.25.

info@neutr al-zone-football-pbem.co.uk

www.neutr al-zone-football-pbem.co.uk

PRIMV S INTER-PARES

The Play-By-Mail game of Power Politics set in the world of Ancient Rome

7\
Will you strive for the greater glPlof Rome, lead the legions against the
barbarian hordes, run circus races and gladiatorial games (with the odd bet),
deliver moving speeches, prosecute wrong-doers and defend the innocent in
the courts, climb the political ladder from the Tribunate to the noble Consulship,
propose wise laws and guide your family as an example to others to uphold
the ideals of the great Republic?

Or will you just stab your opponents
in the back like everyone else...

£10 rules, start-up and one month’s credit.
£5.00 (or £4.50) per month
£1 for a postal return.

INTERESTING TIMES:

37 Whitehouse Way, Southgate, London, N14 7L X
www.interesting-times.co.uk

ROMETHEL

Startingwith only atiny settlement, build your empire
through exploration, resear ch, settlement
and conquest ...

To achieve your goals you have access to a wide
ranging selection of orders covering your Empire, towns
and units. At the end of each turn you'll receive a .
detailed turn report featuring all actions and reactions. & g8
The whole thing happens on a world which will be ‘-"ﬂ‘ .
different every game. Towns maintain civil and military
units, research different devel opmentsand operate adjacent 4=
squares to reap food and resources. Units comein either g i_"‘"'
civil or military classes, each with different tasks. Settlers
found new towns, Worker Gangs construct roads and
cultivate terrain, Caravans transport commodities
between your thriving towns and Military Units may '}
attack enemy towns and defend your own territories. s
Moreover, thereare ships, aircraft and other special units i
... it all depends what you choose to research!

Build a mighty empire!
Dominate the world by military conquest,
economic power or scientific research!

SPECIAL OFFER!
Stand-by positions£5 + 1 freeturn
] Start-up normally: £10, with turnsat £2.50 per fortnight.
|u!.ﬁ Eﬂf « Cheques payable to TOM FYFE please
w Hunky Monkey Games, 2A Guinea Street, Exeter, EX1 1BS
Email: prometheus@hunkymonkey.co.uk Tel: 01392 420582




Serim Ral

The Underdark

Game starts
this week!

The Underdark is a completely new idea in the world
of Serim Ral - the entire game is played in an underground
map, with solid rock where you might expect seas and strategic
bottlenecks hotly contested by the players.

your own points based setup to suit your own play style.

Costs are fixed at £4.50 per turn.
Startup £10 including 1 free turn.
(No hidden / spiralling costs)

FREE!

Serim Ral is an award winning
fantasy Play-by-Mail game involving
100 players who control Wizards,
Paladins, Sheriffs, Thieves, and
Rangers, each of whom can command
your loyal troops to glorious victory or
devastating defeat.

Your goal could be to establish a world-
spanning empire, erecting huge castles
and building fleets of mighty wraith-
ships, crushing your enemy on the
bloody road to conquest. It is a game
where diplomacy, economics, strategy
and magic, all play an important part.

Alliances of religion, race and region
can all be forged in an effort to survive
the harsh realities of living in a fantasy
world of Demigods, Dragons and
hidden death. Search for the Artifacts
of your God. Maybe you would like to
barter with the Temporal Traders, or
become the Mightiest Warlord.

All new races turn standard tactics on their head and will make experienced players rethink their
strategies, whilst certain religions have been tweaked light hearted Serim Ral style.

The map is full of adventures and quests to discover and attempt to complete. You can even design

Harlequin Games
Office B, 340 North Road,

Send for / download the Underdark moadule - || Cardiff, CF14 38P

Phone: 029 2062 5665
Web: www.harlequingames.com
Email: sr52@harlequingames.com
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Quest GME

Player’s Verdict

DAN REED adds his comments to those printed last issue ...

IN THE beginning there was Quest. For a teenager who had been
introduced to the game by a mate he role-played with, it was fantastic.
Everything was new, with lotsto learn and we could roam aworld and kill
monsters and each other. What more could anybody ask?

That feeling lasted about four months. In that time, I'd met up with
some people and joined an aliance. Instantly | got a complete spell list,
loads of tipson ‘ building the group up’, essentially turning the gamefrom
a thing of wonder to power-playing. | could now send a turn off once
every ten days with the exact thingsto do in the exact sequence to get as
much good as possible in the shortest time. | kept up with it for ayear or
s0, but the magic was gone, thoughand inertia that kept me going.When
University beckoned, lack of cash was the game's death-knell for me.

| was tempted back afew years ago when | heard of the Second Age.
Dynamic combat based on amultitude of factors. No longer could a*best’
way be preached from the rooftops (although a few tried it...) A vast
improvement over the old game, not least in the quality of the battle
reports. It’'sfunto look for comments - bouncing aGoblin King's head off
into the distance can really make your day! So | took the game up again.
It was vastly better than before, and aslong as all you wanted to do was
kill thingsyou couldn’t ask for morefrom afantasy PBM. But it was still
essentially two-dimensional, role-playing was done solely by mailing list
and could not be done within the game. Slowly the players were drifting
away again, in search of agame that was morethan a‘zoo’. While there
were quests you could get from temples and libraries, you could only
read that a stinger plant had stolen a kettle worth 15,000 gold so often
without realising how shallow the illusion of the world setting was.

Then came the suggestion of moderation, first broached at one of the
twice-yearly pubmeets by KJC. We were sold avision, one that answered
every role-player’sdream. We would be ableto interact with settlements,
turning them into more than a collection of shopsfor thefirst time. In the
future, we might even be able to run them! For the first time, a human
would do morethan add coding and input turns. Thiswould give us global
regional and local plotlines, each interacting to give a tangled web of
intrigue. There were worries and concerns of course, especially from
those who hadn’t role-played before and didn’t realise what they were
missing. But the overall feeling was very positive.

So here we are, in Quest:GME. Four moderated worlds, with turn-
speed running from twice aweek to fifteen days. Isit everything we were
promised? Hand on heart, | can only say yes, but with more to come.
Alliances are key to the game now. They have alegiances with power
blocks running from the city they chose for their home base, to the
temple of one of the deities in the game, to the Bankers and Merchant’s
guild. Every cycle, the alliance gets a few Special Quests from their
liaisons. At first they were simple, little more than ‘go and kill these
monsters’, or ‘ send some groups here to preach to the people’. To aid us
in completing these, and to do other things that we want to do, we get a
number of Special Actions, allowing us to do things not possible under
the old rules. And as the worlds have progressed and matured, more
features creep in. It'saconstant evolution, both in terms of the game and
the moderation. On my last turn in one game, for instance, | got the
following. My characters can dream now!

“You are stood in a picturesque village, which villageit is cannot be
determined. It isthe middle of the day and the sun shinesbrightly. A storm
suddenly gathers overhead, the speed and intensity of whichisunnatural.

The wind picks up and the dust is blown about. Your mouth has the taste
of ash. The village cottages are now burnt and it isfromtheir blackened
remains that the ash comes. Darkness envelops the vision and the
characters wake up unsure what to make of this.’

How thisplaysout islargely up to the players. Do we go in search of
thevillage, ignorethe dream or actively seek to bring it about? It depends
on how you see your group, and what aims your alliance has chosen.

Onthegame program side, we get accessto skills specific to moderated
actions, from deciphering runesto forgery. Powersexist to bewon, beyond
those possible to learn from normal play. Artifacts, special locations and
glimpses of the promised global plotlinesare all becoming apparent. Some
of the simple quests we got at first turned out to be not so simple -
investigate acity’sfortifications? no problem. But there'salittle niggling
doubt from the phrasing of the result. Are we being paranoid? Maybe.
Should we just tell the liaison what we got from the result: ‘the
fortifications seem to be ramshackle and poorly maintained’. Well, we
could have done, but I'm glad we didn’t! Suspecting something fishy,
especially since the city was run by wizards who worshipped an evil
god, we decided to dig a bit deeper. The alliance used another special
action to petition our city for a scroll to let a party detect powerful
magics being used. When the party got there, another special actionto use
the scroll. Expensive? Two thirds of amonth’s special actionsand 10,000
gold just because an alliance member thought the word ‘seem’ was
significant? Many would think so, and it was possible that we were
about to waste them...

‘The characters discreetly use the Power Scroll. With a sense of power
the characters' senses are flooded with the numerous powersthat arein
useinthecity. Sowly the charactersare ableto direct the detection power
towardsthe city'swalls and see what istruly there. Through theillusions
the characters can see evil looking war machines, hordes of runes and
portals, theentire city's defences appearanceisone giant illusion of decay.
The officials likely hope that anyone attempting to capture the city will
believethat they only need to commit a small force.’

This is only a taste of the complexity now available to those who
look for it in Quest. For those who only want to kill things, little has
changed - they can still do so with little of the moderation affecting them.
But for those who want to play characters able to realy change the
world, and cope with plagues, wars, plots and intrigue awhole new world
of play isavailable.

If one criticism could be laid at KJC's door, it could only be that
they’ ve made players hungry for so much more. A few want everything
to happen yesterday of course, but the improvements are coming thick
and fast, enough to keep all but the most impatient satisfied. Personalities
from the most blinkered Holy Avenging Knight type to afiendish behind
the scenes plotter, spymaster and kingmaker are now possible to be
played by interaction within the game, rather than around the edges by
mails and posting. | should know, because in separate games| play both!

‘KnowledgeisPower’ can beamotto for many games. Before, Quest
was so well known that everybody had access viaawebsite or ten to just
about everything about the game. Thisis no longer the case, something
that can only be good for the long-term appeal of the game. | cannot see
apoint in the future where boredom islikely, | really can't - thegameis
unrecognisable from the humbl e beginningsit came from. An oak amongst
PBM gamesis growing tall and wide, and will go yet further.
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FLAGSHIP AT PLAY - THE DISPLACEMENT ENGINE

The Displacement Engine

Chapter 5: Vital questions start and
conclude this story ...

FIVE VICTORIANS, by chance and by Sir Rawley Withycombe's
Displacement Engine, have arrivedin 1650. They’ re startled to recognise
the woman whom they’ve just saved from being hanged for a witch as
Victoria, Queen of England in 1850. Perhaps their Queen has been
conveyed to 1650 by Sir Rawley at some date in their future? So should
they expect to be charged with treason? Oh dear ...

VICTORIA seems confident and cheerful, presumably accepting that her
visit to the scaffold is an entertainment controlled by Sir Rawley. Sir
Rawley himself ispale and trembling, however, stunned by her question,
‘Whereis Albert?

Where indeed? What to do? Sir Rawley splutters and bows,
speechless.

Tennant is conceal ed from the Queen by hisrepair work on the Engine.
Hejudgesthat it must be somelater manifestation of Sir Rawley who has
brought her hereto 1650. And if so, there must be another Sir Rawley and
his Engine not far away. Will it be dangerous if the two Sir Rawleys
encounter each other? It's probably better not to find out! Tennant
urgently gestures to Adolphus that it'simportant to move Victoria away.

While Adolphusdoesn’t entirely understand the danger, he recognises
adifficult social moment, and heis, after all, agentleman. ‘ Let me escort
you to Prince Albert, ma’am,’ he cries, bowing deeply, ‘and thisclerical
gentleman, the Reverend Horatio Percy, will assist us.’ The vicar is
delighted, looking hopefully for a puddle over which he can spread his
coat.

Victoria hesitates. She's experienced some events which have been a
little disconcerting, but isn’t ready to acknowledge anybody who hasn’t
been formally introduced to her: there are limits. Fortunately, Sir Rawley
regains his powers of speech just in timeto murmur anintroduction, ‘My
nephew, ma’ am, Adol phus Withycombe. And Horatio Percy, vicar of St
Cuthberts, Hampstead. Both gentlemen from our own age, 1850..."

Reassured, the Queen cries‘ So amusing!’ and trips confidently away
with Adolphus and the vicar, in the opposite direction to that in which
the crowd had fled. She seems to know where she’s going, along a dry
track leading south through woods.

Panic grips the three who remain - Sir Rawley, Joseph Rouncewell
and Charles Tennant - for several minutes:. Rouncewell hopes that his
chance of a future knighthood isn’t totally lost: ‘Perhaps we should
follow the Queen, Sir Rawley?Your man can guard the Engine meanwhile...’

Tennant seesaflaw in this suggestion, ‘What will happen if we meet
ourselves, Sir Rawley?' he asks, nervously, ‘Won't this flout your laws
of Time and of Motion?

‘“Hmm, they were theorems rather than laws,’ replies Sir Rawley,
‘but it seems prudent to avoid meeting our future selves here, just in case
Time forces usinto a painful and possibly fatal Coalescence!’

Then an anguished cry isheard in the distance. The figure of Horatio
Percy appears, running frantically and shouting, ‘Demons! It's the grey
demons! They're assassins! Help!’

‘Damnation!’ curses Sir Rawley, ‘ Such a beautiful theory, too, such
neat equations, and now fully proved by experimentation ...’

‘ Are we thinking the same thing, sir? asks Tennant.

‘Yes, aas. Only one thing for it. | must return to the time in my
laboratory before we first set out together, and leave myself a warning

against carrying royal passengers. That should prevent this tiresome
hiccup ...’

So to Horatio Percy’s horror, they respond to his cries by entering
the Displacement Engine and vanishing with it!

What happens? Does Sir Rawley’s plan work or are Queen Victoria,
Prince Albert, the vicar and Adol phus eradicated by a TimePolice corps,
in 16507 Has Benjamin Garland perished in 1950? Are Patience and Silas
marooned in their future? Perhaps a shimmering cloud emitting cries of
‘Up! Down! Back ahit!” is seen for some monthsin 1851, to no avail ...

Yes, Silas definitely stayed in 1950. But public conveniences for
women seem Patience’ssort of brilliant idea, for 1851?Benjamin Garland's
story may just possibly haveinspired H G Wells? Rouncewell, Adolphus
and Horatio Percy may have chosen to lead quiet lives? Did the monarchy
survive or were the Queen and Prince replaced by look-alikesfor the sake
of public safety?

Clearly, however, Sir Rawley never resumed experiments with his
Theory of Displacement ...

Many thanksto all readerswho sent inideas! Next time, we start The Lost
Gold of Stronnmark - a similar idea to the Displacement Engine, but set
in the award-winning gameworld of Midhir.
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Spiel 2001

PAUL EVANS (Pevans) on the world's greatest games fair ...

Theannual gamesfair in Essenisthebiggest gameseventintheworld. Last
October’ s event was no exception with 147,156 visitors coming to look at
some 200 new games. As always, even four days does not allow you to
experience morethan afraction of the show. Thisisthereforemy report on
my personal experience at thisyear’s Spiel.

The fair opened on Thursday morning and my first move was to take
the tour and check out what was happening. Some time later | fetched up
attheWarfrog standwherel wasintroducedtoMartin Wallace' slatest game,
Liberté. Players score points for contributing to the performance of the
threefactionsintheFrenchrevolution. After four el ections, thegameisover
and the player with the most points wins. Except that an election may also
endinalanddlidefor therevol utionaries(reds) and the player with the most
red points wins. Alternatively, the whites (Monarchists) can stage a
counter-revol ution and theleading player inwhitewins. So, therearethree
different waysof ending the game and winning. Thisisacracker of agame
and one | can't wait to play again.

| dsohitthe Amigostand andtried acoupl eof their new games. Gar gon
is another in the company’s series of card games in small boxes. It's an
interesting light card game- thekind of thing German gamedesignersexcel
at. Theaimisto collect scoring cardsin the six colours- lower value cards
being worth more and azero doubling your score. Asthe backsof thecards
show their colour and must always be visible (evenin your hand), all sorts
of tactical ploysarepossible. With three playersthe optionswere clear and
the game wasfairly controlled. | can see it being more random with more
players.

In contrast, Big Deal is abig boardgame with cards, money, resource
markers and other odds and ends. It isacompany and share-dealing game
in which players control companies and stage and defend takeovers. Cash
can beraised by selling shares or resources back to the bank and there are
several other wrinklesto the game. It endswhen one player isbankrupt, at
which point the player with the most valuable portfolio wins. Thisis an
interesting game that provoked some ding-dong battles. | ook forward to
playingitagain.

| tried two games on the Piatnik stand. Meridian is a pretty abstract
gamethat didn’t grab me. Players get limited opportunitiesto play stacks
of pawns (abit of resource management here) between each pair of parallel
lines(meridians) acrosstheboard. Theaimisto gain control of theislands,
which run across the board at 90 degrees to the lines. Once everybody’s
playedtheir piecesyou score up. The other wasCortez, setin Tenochtitlan
as the Conquistadors and Aztecs struggle for control of the temples at the
centre of the city. There arelots of things you can do in your turn, limited
by thecardsyouhold, and againyou haveto manageyour resources. | found
it an interesting strategy game, with lots of possibilities. Then somebody
discoveredthat, accordingtotherules, everythingisnegotiable! Thismight
add a different dimension to the game or it might cause the whole thing to
drag interminably. Another oneto play again, but it lookslike it could be
good.

Adlungarethestarsof cardgamesand, asusual, had aslew of new games.
| tried three. Pompeii isapattern-matching game. Y ou havetolay cardsso
that they do not match the cardsnext to them. But you score by getting cards
that matchinthesamerow, column or diagonal. Luckily thisisafairly light
game, otherwiseit would beareal brain-burner. A neat game, but not really
my cup of tea. Alibi has a dozen suspects with a selection of different
characteristics (Iength of hair, body shape, clothing et al). The rest of the
cards show different characteristics. Players play inturn, building up aset
of characteristics around the table. Any timethere’ saset of five matching
characteristicsfor asuspect, you arrest them. So you try not tolet too many
characteristics build up - or play an Alibi card to prevent a suspect being
arrested. Thegameworks, butit’ svery slight. Winhard isclearly aimed at

childrenwithitsbrightillustrationsof squirrelsand nuts. Playersaretrying
to get rid of their cards, playing higher or lower than the card currently on
thetop of either deck. Certain cardsswitchthedirection between higher and
lower, which isthe key to getting rid of al your cards. | expect it to make
adecentfiller.

Vabanque comes from Winning Moves and has a casino theme. It is
played over exactly four turns, in each of which playersdecidewhich of the
gaming tables they will try to win - or steal - by playing cards face down.
Oncethey’ vetakentheir winningstheplayersincreasethestakesfor thenext
turn. The game boils down to the bluff and counter-bluff in playing your
cards, whichisnot enough for me. WinningMovesal so had Ulysses, played
across aboard of the Mediterranean. Each player hasfour (secret) goalsto
reach; first to achieve them wins the game. Each turn one player proposes
where Ulysses' ship moves next. The others can challenge and there' slots
of card play. Thiswas another game that felt slighter than it looked, but it
may have been unbalanced with only three players. Interestingly, Jumbo's
new board gameisOdysseusand al so hashidden objectivesfor each player.
Thistime Odysseus moves round the abstract board, encountering various
adventures. Each player scores points for three types of adventure: first to
ten wins. Again cards are used to decide where the ship moves. Thistime
each player isalso backed by one of the Godsand can usetheir God’ spower
once aturn to help. | can seethis being afun family game.

Kosmos had a substantial range of new gamesand | only played afew
of them. Bali is designed by Uwe Rosenberg. As you'd expect, there are
intricate rules for what cards you can play when. However, the basic idea
isto get the prince to move to one of the four islands where you will score
points rather than your opponents. One of the features of the gameis that
each player has a different hand of cards at each island and playswith the
appropriate set. Neue Entdecker is an updating by Klaus Teuber of his
Entdecker fromafew yearsago. Theplayersexploretheblank board, laying
tilestoshow islandsand sea. Y ou get the opportunity to place pieceson new
islands and score points when they are complete. There are severa
differencesinthedetail (particularly inthe way discovery chipsare found
andscored), butitisessentially thesamegameastheoriginal. Der Herr der
Ringe: Die Gefahrten (which | think translates as Lord of the Rings: the
Fellowship) wasjust one of the LotR tie-ins. This one covers thejourney
in Fellowship of the Ring. The players are hobbits. Each turn they get an
event cardand eachrollsdicetomovedownthetrail andtogivetheir fighting
strength for theturn. Then acard isturned for an opponent to fight the lead
hobbit (first - the othersget involved if heloses). Along theway theplayers
score pointsand thewinner isthe player with most when they reach Amon
Hen (wherethefellowshipisbroken, of course). Thegameisquitefun and
has some nicely worked mechanics. However, nobody could describeit as
adeep game.

US publisher GMT Games was at Spiel thisyear for, | think, the first
time. Amongst thegameson display wasFlagship, whichisavailableto pre-
order. Thisisacard game of spaceship combat along CCG lines. Y ou start
with anumber of spaceshipsin front of you and ahand of cards. Y ou play
cards to add weaponry and crew to your ships, to boost your attacks and
to defend against your opponent. Y ou attack your opponent’s ships, with
theaim of destroying hisflagship, but each ship you attack with will beless
abletodefenditself. With several differentracestoplay, eachwiththeirown
strengths, the game has plenty of re-play value.

Allinall,myfavouriteof thegamesl playedwasL iber té, but therewere
plenty of other interesting gamesat theshow. | look forwardtoplayingmore
of the new games over the next months.

A longer version of thisarticleisavailable at:
http: /Awww.pevans.co.uk/Reviews/ Spiel 2001.html
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[ Thiscolumn attemptsto simul atea crowded bar full of PBMersswapping
experiences. It containsreaders’ uncensored comments, with no attempt
tomaintainfairnessand balance; editingisonly donefor grammar, clarity,
brevityand (occasionally) libel avoidance! Ingeneral, it’ sunwiseto puttoo
much weight onasinglereport, whether raveor curse. Reader sare asked
only to comment on games of which they haverecent per sonal experience
and to mention specifically if they are only giving a first impression.
Unattributed comments, usually in[], are by the editor ]

Comments received from November 18th

David Blair, Colin Combes, Colin Danks, Larry Deyell, Bruce Edwards,
Colin Forbes, Patrick Gleeson, Martin Helsdon, Andy Kendall, Greg
Lamb, Joe McCarthy, Carol Mulholland, Steve Treavett, Ben Williams,
WayneY eadon

GAMES FEATURED THIS
Aspects of Might

Wayne Y eadon - 'Got interested in this due to the idea of using Tarot as
the basisfor the game world. Not entirely sure what to make of it all thus
far, as | haven't hit on what | can and cannot do yet. Just exploring and
finding my way aroundintheearly turns. Perhaps| am not making asmuch
of thegameas| could be?| haven't gotinvolvedintherole-playingsideon
the astral web, mainly because | don't see much of relevance to my
characters. Finding others who share the same aspect is agood idea, but
oneof my charactersisn'thavingmuchluckinthissofar. Will beinteresting
to see how the game devel opsthough and also to seeif | can get moreinto
what isgoing on.'

ISSUE

TheChevian Chronicles

CoalinForbes-'It'sall gonealittlequiet - but hey! Roband Saraharegetting
married and most people got the Babylon 5 videos they were after in the
Christmas sales. (This and many other japes can only be understood by
signing up to agame and the State of Mind mailing list).'

MiddleEarth PBM

'Aninteresting closed-end simultaneousgame, based onthe Tolkienworld,
running mostly once every two weeks with alot to do for the 25 players
ineachgame.

There are two sides, with ten nations each, and five neutrals who can
join either the good or the evil side. One side or the other wins the game
by eliminating all thenationsontheother sideandthereisal soanindividual
winner who comesclosest to being thebiggest, richest, and strongest nation
at the end.

After playing several games, | found that, of the 25 nations, afew win
frequently, quiteafew winoccasionally, and afew never, or almost never,
win. Inmany games, several nationsareeliminated evenfromthesidewhich
isaheadintheoverall game. Theweakest nationsand thosewhich start the
game in the most vulnerable positions tend to be the ones eliminated, so
your chancesin the game depend alot on which nationyou happentoplay.
Thegamerequiresanextended|earning curve, however, and an experienced

player can often keepaweak nation afloat, especially if hisalliesassisthim
when the going getstough.

The game has been played virtually unchanged for many years and
there are enthusiasts who have played dozens, perhaps hundreds, of
games, and know by heart the entire "playbook", as it were, for all 25
nations. If thereis one or more of these on your side and you can get him
to mentor you, your chances of a better result improve markedly. The
experienced playersget toknow each other and coalesceto form " grudge”
teams which are virtually unbeatable, unless opposed by an equally
experiencedteam. Y ou can play through theregul ar mail but thosewho get
theirturnsemailed, and email each other, haveamarked advantageover the
postal playersunlessthey usethetelephonealot. Still, the"average" game
consistsmostly of playersclimbingthelearning curve, and eventheweaker
nationscan offer aninteresting experience, perhapseven moreexcitingin
anail-biting sense, where anticipation runs high waiting for the next turn
toarrive. Log on to ... www.MiddleEarthGames.comto learn more.'
Colin Forbes- 'Faceto Facegame: Another excellent, thoughtotally mad
weekendin Cardiff at New Y ear, saw 15 or so playersget through 14 turns
intwo days. Thepacewasfrenetic, thefunwasimmenseand thecol d pizza
was, er, less enjoyable. Plauditsto Clint and the lads who not only put up
withtheinvasionof hisownhomefor aweekend, but alsoplayed avaluable
part in the moral victory of the Dark Servants - hurrah for us! A special
thanks to the amazing people who input the turns and were so good at
spotting errors- without you lot it would have beenimpossible! PBM face
tofaceisreally an experienceto remember. Why not ask your GMsif they
can arrange something - I'm surethiswould work with many other games.
World Championshipupdate: Sadto say, thematch betweenthe UK 1team
and the USA 1 team ended when the US team (ably led by Ben Shushan)
honourably accepted thesurrender offered by the UK team. Although both
sides had suffered casualties and the Free Peoples were making some
headway in the centre of Mordor, the collapse of the Rhovanion front
meant that defeat was inevitable.

However, UK team moraleisintact - after all wehavetakentwo points

from our two matchesagainst the USteam, which many judgeto bethebest
team in the competition. In fact, we're rather 1ooking forward to our next
match (probably against Scandinavia or the UK2 team).'
Patrick Gleeson - 'Excellent game, solid GMing, it'sjust ashame some of
the playersare**** (the description | want to use probably wouldn't get
printedinthepagesof Flagship). I'min athreeweek game, though | would
definitely consider afaster turnaround if my real lifeallowed such athing.
It does seem odd, though, that the game remains very much the sameasit
waswhen it first came out. Why no devel opment over the past ten years?
Sure, there are two new(er) scenarios, but these do not have a great
reputationamongst most players, and aremoreor lessclonesof theoriginal
game except for the starting positions. It's a shame, since so much could
be done with this game system. | understand that the current GMsare not
toblamefor this, theonusfor gamedevel opment restingwith thelicensors
inthe USA. Americans!'

Quest GME

Wayne Yeadon - 'The November pubmeet was a good opportunity for
players to discuss perceived problems and have them explained by Bat,
Micaand StevefromKJC. L otsof useful informationwasgiven out, making
thesemeetsworth attending. Somechangesareduetotakeplaceinthegame,
which could have adramatic effect on play, especially on the combat side
of thegame.

Most aliances have now made it to rank 2 and it is good to see
experience being awarded now, for thecompl etion of alliancequests. The
aliance questswereput on hold over the Christmasand New Y ear period,
givingalliancesthechancetoclear any outstanding questsand makeafresh
start whenitall kicksoff again. 2002 should beagreat year for Quest GME
will al the new stuff that should be coming into the game.'

Colin Forbes - 'Just starting up in this game and it's obvious from the
rulebook and start-up material that alot of work has gone into the game
since | last played it. Looking forward to this!’
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ADVENTURE GAMES

Dungeonworld

WayneY eadon - 'The guild quest that one of my charactersistaking part
in, has started to make good progress at last, after a period where we had
no firmdirection astowhat washappening. All thecharactersareworking
together much better than they were before. My other character should be
ableto experiencemore, ashegetsavital pieceof equipment pertainingto
his class. Once he hasthis, the game should become more enjoyabl e (not
that itisn't!), as he can explore things that are more relevant to hisclass.'
GregLamb - 'Yes, I'm still playing in DW on the free game offered by
Madhouse a year or so back. Say what you like about the guys in the
asylum, they can put resources behind their games that nobody else in
PBM has accessto. Save perhaps KJC, but they'vetaken painsto exclude
themselves from the hobby whereas Madhouse remember their roots.
SteveTierney gotintouch asking for usto spread theword alittle, and that
seemsafair tradetome. Troubleisthat almost nothing hasbeen happening
inthe gamerecently. Thegroup I'min ventured warily down to thefeared
secondlevel of thePits, and subsequently spent anawful ot of timewalking
around aimlessly, making maps and waiting for something to happen.

If 1'd been paying to play | suspect | would have dropped during this

period, but sincetheunlimited freeturnsoffer wasstill going strong | kept
sendingintheorders. After thishad gonefor rather toolong, oneof theparty
got in touch with Madhouse, and it turns out that the maps of the second
level were never fully completed. And with unerring accuracy, our group
has been wandering around one of the empty areas, without room
descriptions, monster generatorsor treasure, wondering why it's so quiet.
Oops. Steve has promised to correct this as soon as possible, so things
should get noticeably moreinteresting in aturn or two. I'm almost certain
that thisisagood thing.'
Bruce Edwards- 'Land of the Dead: The group who decided to seek the
demised KingMark arestill exploringtheMausoleumwherethey arrived.
If you don't have e-mail, than you are definitely at a disadvantage as
messages abound on the Y ahoo network. To my knowledge, we have not
yet lost any of our starting party, but the monsters we've met don't seem
to be too tough..."

Monster | sland

BruceEdwards-' GotinvolvedwiththeUSgameviathelnternet, and one
player hasjust suggested aChallengefor 2002 to all players. The GM has
agreedtoalower turnfeeand 15 players have started brand new monsters
with aview to comparing stats every 10 turns. Initial cal culations show
that Bignoses get the best start with Normans last due to a low initial
badness. Could this spur jaded UK players to do something similar?

ROLEPLAYING GAMES

Einstein'sL ot

Carol Mulholland - 'Sometimesince| sent fresh ordersin, but it'sgood
to know that my character isnow out of achurch which wasgrowing more
creepy by theminute, with voicesinthewall, demanding to belet out, ulp.
Alison'smiddle nameisn't "Buffy"! She seems safe enough in thevillage
pub for the time being, but I'm starting to feel that she'sin dire need of a
friend. That's going to mean setting out again, though. And an effort to
telephone her tutor hasn't succeeded...'

WorldsApart

Martin Helsdon - 'Colin Andrew's campaign is starting to grow well
beyond its Saturnaliaroots, with an enhanced skill and magic system. The
atmosphereisalsodarker, brooding and dangerous, for alongwithachange
in the names of the gods, their nature, and the perception of their
worshippershassignificantly changed. Thefour, perhapsmore, worlds of
the campaign offer different cultures and climates, but all appear equally
challenging. Thewhole experienceisquitedifferent from Saturnalia, and
well worth atry.'

Xott Grande

Larry Deyell - 'More well crafted turns from Mr Dunks, which are
prompting alot of head scratching within our party of misfits. Intra-party
strainsare starting to become apparent asthe adventurewindson, and one
can only wonder if they'll get to the bottom of their problems before they
windup maiming each other! Totell thetruth, wewereabit|ost for awhile,
but after taking a major leap of faith (Ho-ho-ho, an in-joke!) everything
seems to be on track again, or ason track asit ever was.

Theturns are ajoy to read, well written and Tony sets up the drama
very well indeed. What morecan| say thanthat | really can'twaittoreceive
the next turn?

HISTORICAL POWER GAMES

Primuslinter Pares
Andy Kendall - 'Interesting to read Darryl'salternate view of past events.

Could dowith new playersinthecities, and these should bewilling to

think independently. There's abig political divide just waiting for some
newcomersto fill the gulf and restore sanity, or of courseto create havoc
if they so choose. The interaction score in the ratings seems very low -
getting anywherein politicsrequiresafair amount of contact. Thereisan
egroup | C forum, but | would advise peopleto avoid thisearly on. Anyone
who remembers the Flagship email debate from ayear or two ago would
recognise just about every problem discussed. It's quite possible to play
without it - | do. The rulebook start-up adviceisabit out of date- | think
it's better to ask the GM for a clue on what to do initially (my advice is
start a 15-year old trader and nothing else, and wait to see what other
players suggest).'
Steve Treavett - 'In Rome at the moment two political sides have most
definitely formed. Those that can put up with the disgusting behaviours
of the Cornelii and Marcelli, with the trade off of controlling the balance
of power, and thosethat still believeinthe Republicandwill doeverything
they can to try and defend the system.

A Eutropian Tribune recently took the most extreme action that he
couldby callingfor secessio. Thislegal actionledtohisPater Familiasbeing
summarily demoted from the Senate by the Marcellan Censor, and he
himself being subjected to an arrest attempt by thelatest in along line of
corrupt Corneliian Consuls. Both actions completely illegal!

Allinall agreat timeof political strugglein Romeand just thekind of
dispute that | think the simulation was intended to produce in the first
place. All the established gens are desperately appealing to new players
for their support, particularly asnew genscan easily havemembersel ected
Tribune of the Plebs. Thisis giving any new entrants to the game more
bargai ning power than ever before. Never fear though, theside of decency,
justice and republican behaviour will eventualy win...'

HISTORICAL ROLEPLAYING

GAMES

En Garde!: Les Petites Betes Soyeuses
Colin Forbes - ' The game is hotting up from my lowly perspective.
Promotedto Lieutenant Colonel inthePrincessL ouisaLight Dragoons, the
lower ranks are a so filling up and now we're off to the front for amonth.
Here'shoping for plenty of loot and glory to gowithit! Thisisarelatively
basic version of En Garde! run by the most veteran EG! GM of them all
(sorry Paul, but it'strue!). However LPBSrunsto very regular deadlines
and, moreover, comesin anicely presented zine style format which also
includes some other games (Great White Hunter and Star Trader amongst
others).

Stop Press: I've now been knighted by His Majesty! This gives me
scope to develop some political ambitions ...'
EnGarde!: ParisTribune
Colin Forbes- ' Only just joined this, but at amere two quid for therules
andfreethereafter, youreally can'targue! My initial inquiry wasdealt with
very swiftly and in afriendly manner.'
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EMPIRE-BUILDING GAMES

Prometheus

Andy Kendall - 'Moderately simple game, which could be played as
wargame or empire-building. At turn 8-9 of game 1, it looksasif starting
location might have an unbalancing effect. Not big enough yet to hit the
order limit, but this might affect the bigger nations to re-balance things.'
David Blair - 'Just waiting for the next gameto begin, havingfilled up the
starter sheet. Judging by the reviews so far, | am looking forward to this
one.'

Patrick Gleeson - '‘Game 1: Although | got off to aflying start, | am
beginning to think that my initial strategy may havebeenflawed. | suspect
establishing as many settlements as you can, early on, leadsto a distinct
advantage later on in the game. My position seemsto be closeto at |east
two others, sowar may well beontheway, though diplomacy iswell under
way to prevent, or at least hold off, the inevitable.

Game 2: My initial orders went well, though we're only on turn 2. This
gamehasbeen set-upwithall starting positionsbeingrather similar, which
isgoodasit preventsrandomfactorsplayingtoo bigaroleinhow powerful
nationsbecome. It will bemuch moreatest of skill. Needlessto say, | will
be adopting slightly different tactics to those | employed in game 1!
Ben Williams - 'This looks simple enough, and indeed is to start with.
Infact | did wonder whether there was going to be enough to thisgame to
hold my attention. After all, it doesrather resembl ecertain computer games
(Civilisation springstomind) and at first glance seemstorun quitesiowly.
Now that we're about ten turns into the game however, | am finding my
orders getting longer and longer with each turn. I've just set up my first
coupleof Define Abbreviationorders: arather handy way of definingalong
string of orders that you may want to repeat at regular intervals, with a
simple code. Thiswill hopefully help me keep within the order limit in
future!’

TribeNet

JoeMcCarthy - 'The cannibalistic Slavers of the PoG were spotted north
of thelron Ford down in Itama. What were they doing there? L ooking for
trouble?t seemsthat troublefound them astheelitefightersof theVelvet
Glovecaught them and wiped them out to aman. Inthemeantime, summer
isturningintofall inthenorthernreachesandthereisnosignof theBushido
tribesat all. The seaport villagesthat the Bushido Staffords solaboriously
built areabandoned andinruins. After somuch bluster, the Bushidotribes
have |eft their territory and now the North is Host. Only the Sharas seem
tohavethecouragetoremainclose. Silencereignsinthe West, and though
itisknown that mighty forcesare at work there, asyet nothing has shown
itself.

When one has the imagination and the drive Tribe Net gives many
excitingdirections. But onecannot beled; theplayer must choosehisroads
for himself.'

FANTASY WARGAMES

War of theDark God

Colin Danks-'Still going strong with War Of TheDark Godsrun by Titan
Games. Game 2 had been a bit slow turn around but everything seemsto
beback to normal.Lookslikethe Alliance of Light isgoing strong. Dueto
problemsin December thisgameisbeing playedfree, can't complainabout
that.

Have already signed for the next new game which should be starting
soon.If you like large fantasy armiesand a hugh number of troop typesto
choose from then this is the game for you (the maps are one of the best |
have seen).

NON-FANTASY WARGAMES

Auserlitz

David Blair - 'TBA Games run dozens of this Napoleonic economic/
wargame at atime. Currently in two, having had to pull out of one (as

Russia) whilst being crushed by far superior forces, and actually being on
the winning side in another whilst playing as Sweden.

In AU157, as Ottoman Empire | am waiting for the proverbial to hit
thefanaswar israging all round mebut | am notinvolvedinany of it. (My
spy tellsme France islanding troopsjust outside Cairo which | own, so
my involvement could be sooner than | think).

In 150, al hell is breaking loose with Holland, Ottoman Empire,
Sweden and Italy all ganging up on Gt Britain (myself), Morocco, Spain
and Russia, with Prussiasitting still doing little morethan prancing about.
Hewill have to take sides soon, asit is finely balanced, and the winners
will soon swallow him up.

TBA aso organise aNew Y ear deal where by paying an amount you
get abonus percentage. Last year | got £50 bonus on a payment of £200
so was ableto play most of theyear in four games (fortnightly turns) with
no further dip into the pocket.'

Company Commander
Colin Combes-'Game8: Herearemy impressionsof thenew game, which
isjust getting under way.

After a short wait my bundle of rules arrived in the post, all neatly
presented in an A4 file. | have to admit to being alittle overawed by the
level of detail, but thissoon passed as| sat downtowork out thebasic game
mechanics. With over 150 different types of units, ranging from raw
recruitsto Scud Missile launchers, the scopeisamazing. Thegamehasa
good economic base, with various types of industry, allowing the player
to utilise various natural resources, such as sugar (plantations), oil and
lumber. Everything hasto bekept supplied, and resourcescan only besold
from ports and border warehouses, though there's always the Black
Market, which meanstransport unitsarevital inmoving menand resources
around. As Jason (GM) says "buy every truck you can lay your hand on,
and then some". Talking of the GM, | haveto say he'svery approachable,
andI'vebothered himwithanumber of email queriesalready, whichhehas
answered quickly, so that | can get on with my first set of orders.

So, initial thoughts: great depth, good sense of "atmosphere”, massive
game area (all shown of maps provided) and excellent game mechanics.
Can't wait for the results of my first turn!"

Crigsl

Colin For bes- 'Understandably on hold for awhile, though TimePatterns
hopetoresumecurrent gamesbeforetoolong. Thisleavesmeontenterhooks
-will I haveenoughtroopsto captureNew Y ork and gainanother recruiting
base?

LT Wars

BruceEdwar ds- 'Game2 hasfinally finished, and somehow the Tortured

Souls rose up to second place. East End Boys picked up first place.
Game3will finaly endinfiveturns, sol'll write morethen. For those

who remember thegamereports, Wastersarestill clinging to thelead with

Dark Earth very close behind. Thisis going down to the wire.'

SPORTS GAMES - AMERICAN

FOOTBALL
PAFL

David Blair - 'Agree with Peter Thornill's comment last issuethat itisa
great Americanfootball simulation, butintheinterim period whilsttheGM

stopped the game - around six months with little information coming out
-1 took up afew other games. | hadn't thetimeto pick up on my threeteams
but hope to go back in at some point, GM permitting!'

SPORTS GAMES - WRESTLING
Trinity

GregL amb - 'Withseveral WPBM gamesin danger of folding duetotime
constraintson those running them, thisambitious project hasthepotential
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tobringanew leaseof lifefor thegenre. A merger of several existinggames,
with multiple GMs to counteract the workload, Trinity will aim to bring
together the best features of its predecessors but keep up the turnaround,
which haslong been the main downside to the current WPBM games. At
the head of the GM table are Rich Fryer of the WA, Chris Bury of Fed
X and Steve Scaffardi of thel FC. AlsoinvolvedisRussel| Smith of WOW,
one of several guest GMs. The roster will be drawn from those of the
existinggames, primarily the WA and WOW, and ki cking of f thegamewiil|
be a set of tournaments pitting the varioustitle holders from the merging
games against each other to determine the first champions of the new
federation. Previous mergers and combined effortsin WPBM have met
with mixed success, so how will Trinity fare? The website can be found
at:
http://watchers.port5.com/
along with message boards for discussion of the game.’

WEB-BASED GAMES

DungeonWor ld - Brokenlands

WayneY eadon - 'l amenjoyingthisfreeonlineversion of Dungeonworld,
having had about tenturnssofar. Playingacharacter typel havenot played
before, so this gives me another way of seeing the differences between
characters' types, that | might not seen otherwise. Not being able to buy
thingsisapain, but heck, | am still alive at any rate. Long may my bard
continueto sing and play in tune (which reminds me, | need to retune my
lutel).'

SpaceTroopers

Wayne Y eadon - 'Thisisthe new, free, onlinegamefrom KJC, using the
Questgameengine. Intheearly turnsof this, lotsof playerslost their squad
of Troopers, so care is needed if you want to stay alivel The Mega-
Corporations are devel oping quitewell, with the playersin them working
together to make their Corp the most successful, whilst trying to disrupt
the progress of the others.

Managed to survive afew turnswithout any loss myself, until | came
acrossaSentry Turret belongingto oneof theother Corps! Lost 3Troopers
inthat fight. May havetoditchthequest | accepted now, asit'stoofar away
and | can't see my two remaining Troopers making it that far unscathed.
Back to Base to recruit | guess.

Duetothesuccesssofar, KJC arethinking of opening up another game
whereyou can pay toplay, bringingwithit, itsown advantages, likerunning
more than one squad and gaining extra abilitieswith morefeaturesin the
gameitself.'

WORLD GAMES

Kingsof Karadon

Andy Kendall - 'l thought Duncan'sintro to the game last issue covered
exactly thethingspeopleneed to know. Game2 hassl owed dueto personal
matters (we've been informed fairly consistently on these by the GM).
Haven't aclue whereit's going to head off next plotwise, though.'
Patrick Gleeson - "Turnaroundisslow at themoment, but there'sso much
todowithevery turnl really don'tmind. | wonder if theremight beamarket
for a simpler version of this system, essentially taking out the hand
moderated aspects and having afast turnaround, computer mod version.
Therewould besomework needed on someareasof thegame, military stuff
mostly, but it shouldn't be too difficult.'

Ben Williams- 'l've just started up in game 2 and must immediately say
that, if you've only played the closed ended versions of this game before,
you'rein for ashock with the open ended games now running! Turnsare
longer, more detailed in terms of quests and events and the newsletter is
lengthy, to put it mildly. | was impressed to see that the rather dubious
random events have gone (you can't really react with them in the closed
ended versions | have played before) to be replaced by GM-moderated
blurbs based on local and world events. In all there's much moreto think

about and the depth of theworld that was always apparent isfinally being
utilised.'

Realmsof |sraa

Colin Forbes - 'Annoyingly | missed the last turn, but the beauty of the
system isthat your nation is unlikely to fall apart as aresult of a missed
turn. Turnaround is slow, but the GM is friendly and the game is both
excellent and cheap for what you get.'

GAMES IN PLAYTEST

Destiny

Larry Deyell, our reviewer comments-'Andit's, " Spaceward Ho!" with
Madhouse's" Open-Ended Pul p Space Opera’. Start-up hasgonesmoothly,
and any problems|'vehad have been dealt with quickly and with patience.
Not going to tell you much morethan that, because I've got afull Playtest
Report to writelater in the year - sufficeto say that it isVery Madhouse,
with the emphasis firmly on "Pulp Sci-Fi". And | likeit. If you want to
have agander at what's going on, you should head for either Madhouse's
web-site, or better still, theDestiny mailing-list - whereyou canalsofollow
the misadventures of "Gorril the Cook™.'

On Stellar Seas

David Blair - 'Just received the rules for this new venture into Space by
Sven Baver. If | get really interested in this then it will be good. Not my
normal cup of teabut will playtest games for anybody that wishes meto.
Thisgameseemsto belargely diplomatic, and usesexpl orationandvictory
pointsin abig way. However | can report better when the games starts,
so stand by for more next issue, once I've played aturn or two - | haveto
go now and re-read the 18-page rule book.'

[AsDavid says, note that thisis a playtest, which has not yet started. The
contact email is svenbauer @home.com]

FIRMS

Madhouse

Andy Kendall - 'Not sure | agree with the editorial comment about
playtesters not sending rumours. Given the effort to set up agame, | can
understand the wish to sort it out and issue a more polished game. If it's
not open to joining, not having rumours doesn't seem a problem.’
[Avalid point, but aw, all editors areinveterate keenies: weloveto have
our greedy appetiteswhetted long in advance...]

Pleaseget all contributionsfor Flagship 96 to usby
Mar ch 23rd 2002.
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TAILPIECE -

PERSONAL COMMENT

Playing with Pain

PATRICK GLEESON asks: Computer games or Books?

JUST AFTER finishing reviews of a couple of computer games for an
amateur zine, | came down with a bad flu for a couple of days: not the
porcelain kind, luckily, just the shakes / shivers / bad muscle aches etc.
Shuddering with chillsand wracked with pain, | had no great desiretorise
from beneath the coversto sit before the cold blue screen of my monitor. |
could not concentrate on work or sitin adesk chair, so | just curled up and
read alot - about 250 pages of very small print in a new, expanded and
unabridged edition of Twenty YearsAfter, Alexander Dumas sequel to The
ThreeMusketeers. Lovethat book. Alwaysfelt | had theheart of amusketeer
(evenif my collegefencing coachthought | looked morelikeAlanHal ethan
Errol Flynn). Another Dumas book in the series, Vicomte de Bragleone
arrived inthe mail during my illness (thanksto Amazon onlinefor that!) It
follows Twenty Years After. The next book after that in Dumas series is
LouisedeValliere; whichisonorder from Amazon.co.uk. Itfillsinthespace
between Vicomte de Bragleone and Man in the Iron Mask.

Thesearebooks. They arelike portable computer games. Y ou cantake
them anywhere. They even have a great save game feature (called a
bookmark). They do not require batteries or power packs or awall plug.
(Although they do require a light source to activate; they are not solar-
powered). They run on any operating system, sound or video card you have
installed in your brain, regardless of your RAM or storage capacity. Even
the ol dest and slowest machineswith fragmented memoriescan runthem at
near-top efficiency. Amazing. | think the trend may catch on.

| amnot beingtotally facetious. | spendalot of timewith computergames
and with books. | am constantly subjected to advertising that seeksto lure
meinto buying agame by telling meit will take 20, 60, 100 or more hours
toget throughthegame. Thisisaselling point?Doyourealizethat for every
20 hours spent playing computer games you could read a great work of
literature, or two not so great works, or even a couple of dirty novelettes?
Or seetenmovies(well, tennormal moviesor six Titanic-sizeflicksor watch
the Sorrow and the Pity five times - but only if you have been very bad in
aprevious life or were arather nasty person in Europe in the 40's). Such
endless possibilities!

Telling methat agameisgood becauseit will take 100 hoursto play is
likesellingmeart by thefoot. (Ohthat MonaL isaisquitecharming, but don’t
youhavesomethingabitwider, after all, it hastogoover thesofaintheliving
room.) Bigger is not always better (well, maybe in Playboy!) Bigger also
meansmorepain. Now, | lovegaming.| liveit, breatheit, feel it crunch beneath
my toes (well, maybe not that), but it isjust that computer gaming, despite
its many wonders (and | do enjoy those wonders) has four serious
drawbacks. Thefirstis PAIN. | am talking about the finger joints crackle,
neck-rick and spinal tap (not the band) kind of pain. Add to this menu of
self-inflicted torture serious, blurry eye strain, brain-in-a-vice headaches
and, yes, lower back stabsand flat-bottom/ sweaty pimplebutt melancholia.
To this agonizing and unrelenting physical pain we have to add another
malady: long sleepless nights. Thisis the second drawback:

The Groggy Grognard

Faceit, when else can you put in this 20 or 60 or 100 hours required to
find the foozle, conquer the universe, build Cleveland or complete the
Daytona Disc 500 except late at night? It is either then, or give up family
timeor work time. Evenif you set asideatime: “ Ohhoney/kids, dad’ sgonna
go play onthe computer for thenext six hours,” itisnot the same as*honey
/ kids, dad’ sgoing over to Charlie€’ shouseto play gameswith theguys.” It
does not ring true.

Y ou of course pay the price at work or with the family, asyour bleary-
eye dleeplessness makesyou grumpy and irritable, and of courserobsyour
body of the rest it needs to recuperate from the pain you inflicted upon it

by staying up al night to rescue Princess Metal Brafrom theevil wizard or
to once again prove that Manchester United will win the Premiership once
againthankstoyour your enlightened managerial skills. Atabout fourinthe
morning they all kind of merge together, so you may find you havetried to
substitute PrincessMetal Brafor David Beckhamfor all you canremember.

Thisleads to the third in our litany of pains: Limited Social Contact.
Unlikeboard games, miniatures, cards, family gamesor sports, or evenplay-
by-mail, computer gaming is aimost totally devoid of the face-to-face,
exchangeajoke, look deepinto the eye of the opponent kind of experience
that make other kinds of gamesmore social eventsthan contestsor puzzles.
On-line gaming, even with someone you know, isabit better, but only in
the way phone sex is a step beyond solo sex. Playing solitaire with a
computer gameisalot like playing solitaire with... ahem. (1’d better stop
there; | don’t want to wind up before the Congress.)

Werethisal the pain, we might say “Lead on, Macduff” but it is not.
Thereisthegreatest pain of all. Thefourth and final stepintothevoid: The
Pain of Waste. When things go wrong in a computer game, it is hard or
impossible to fix. Y ou’ ve watched games crash. Y ou have been unable to
restorepositionsyou’ veworked hard andlongtoacquire. Y ouhaveruninto
some bug or (even worse) someintentional block placed by asick designer
that makes you want to scream or call tech support (which often costs, or
€else may require hours or days of waiting).

Whenyoufail to get asatisfactory answer or aretold you havetorestart
and write off the last ten hours of your life, you are likely to do as | have
done and hit the door on the drive, pop out the disk and play Frisbee. (Or
load the CD in the toaster for the “flaming CD poptarts’ effect asin Small
Soldiers). Youthink | am kidding? Panzer General isstill imbedded inthe
wall on the other side of my office at home. Ask my wife.

Floppy disks sharing the Pain of Waste

A particularly heinous (and sadly commonplace) crime of computer
gamemakersistheBug-Fix Patch Of NoReturn, that youinstall (sometimes
these are necessary to complete a game) after you're countless hoursinto
your glorioussaved game. Oh, theagony! - whenyou discover that thefixed
versionwon't run saved gamesfrom previousversions of thegame, and/or
the patch replaced all of your saved game slots with blank entries!]

Now, many gamesareajoy, areenrichingor arejust plainfunandrelaxing.
Others are or get to be a chore, especialy those which come with the top
four downsideslisted above. Thefrequency and degree of occurrencein 1,
2, 3, and/or 4 can really get you to the point where you curse yourself for
wasting so much time. Y ou wish you could rub the lamp and get awish to
turn back time, or start to pray for a power outage just so you can STOP
the PAIN. Now, lest youthink | have gonewaaaay off the deep end (instead
of just wading a bit and dipping my toes in the river of no return), let me
reassureyouthat | lovegaming. | especially love board games, card games
and miniatures. Eleven of my board gameshaveseen shelf life. | continueto
design board games. | have been doing computer game columns and beta
testing sincethe days of the 48K Atari 800. | have many favorite computer
gamesand therearemany other computer gamesof which | havewonderful
memories of playing alone or with friends - on-line, hot-seating or, my
favorite, “usagainst thecomputer.” My nephew, whois8, isespecially fond
of “me and my uncle against the computer.” Proof that quality time and
computer gaming are not necessarily exclusive of each other. Rest assured,
I lovegames. | will keepgaming. | will keepwritingabout games. | will keep
introducing othersto games.

BUT, | am tired of the pain. | aso need to sit down, peacefully, with
agood book - nay, a GREAT BOOK - and enjoy that most wonderful of
all video cards, RAM chips and operating systems: the imagination.

May your motherboard never fry.



EINSTEIN'S LOT

*Things are not only queerer than we imagne,
they are queerer than we can imagine”

The past is the darkest influence on the
present, even in modemn day Britain
Ulaidh Games
62, Beechgrove Avenue, BELFAST BTé ONF

DRAGONHELM

The struggle for power, glory and wealth goes on

Bledal is an unhappy realm, where the High King is

a child and the Regent is an upstart. Evil forces are

rising and demons walk abroad. Those who can read
the stars are filled with fear

Take your place in a medieval style world or a
modern ocoult mystery:

Start-up and one furm
Subsequent turns

£4-50
£3-30

We at Westpaint pride ourselves on giving you the best
possible prices for producing your magazine - PRICE -
QUALITY - SERVICE - DELIVERY is what our reputation
has been built an.

Every month we produce over B magazines, with a wide
variety of requirements, from mono only to full colaur,
offering a comprehensive service to make production
simpler, effective, economical and therefore easy for you,

Leaflets, Brochures, Booklets and General Stationery are
alse produced with the same high degree of service,

We lizise directly with you, arrange for copy to be collected,
designed, tupeset, supply page proofs, print and deliver to
wou,

From copy to delivery we can provide an economical,
efficient service, so why not give us a ring now and we will
prowvide you with a ne obligation quotation.

Pl’irltmg

g1

Co. Ltd.

Head Office & Works:

113 Fazeley Street, Digbeth, Birmingham,
West Midlands B5 5RX

Tel: 0121 633 3949 Fax: 0121 633 4503




Aspects of Might

About the Game

Aspectsof Might (AoM) isafantasy gamesetinauniqueworld,
themysticismandreligionof whichisdrawnfromtheTarot.

Astwoor morepotentindividuals, playerstakepartinrebuilding
acrushedcivilisation.

AoM ispartrole-playing, part adventure, part strategy and part
powergame: you canplay itasany one, or all of these.

Playing By Email
AoM isrunby email, withaturnevery week. Turnsaresent out

toyoueveryweekin‘PDF format: thisisreally easytoreadand
really easy toprint off.

How To Join

All youneedtodonow istosendanemail to:
Slverdrea@aol.com

Wewill sendyoutherules...free... foryouto peruseat your
leisure. Y ouonly pay if youjointhegame.

What it costs

AoM costsabase£1.50 per turn, plus50p for each character you
play (sothat is£2.50 aweek after your setup runsout).

Mention‘MagicianAdvert’ whenyouapply andwewill giveyou
your set-up and ten turnsfor your two charactersfor atenner.

Wetakecheques, credit cardsor payment viaPayPal.

Silverdrea@aol.com
www.silverdreamer.com

Silver Dreamer, 174 Charles Street, Greenhithe, Kent, DA9 9AJ
Tel: 01322 387195 (telephone 11 till 6 weekdays only).

Tarot images courtesy of U.S. Games

AoM uses the Madhouse neXus engine.



