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The following is a short guide intended for players and DMs both new to taking part in a PbeM campaign (Play By e-Mail). The information can also apply to Play-by-Post campaigns.
The first thing to remember is that play by email campaigns can be very slow to run in game terms. This is something that should not be underestimated. When years go by in real-time, it can happen that only hours or days have gone by in game time. Make sure upfront that the DM and the players are comfortable with this pacing of the game, this avoids to an extent that players step out of the game. That being said a PbeM game allows people to play, who cannot meet regularly. The game does not need to go stale if everyone is active, and they can be a very rewarding experience by allowing more depth of play. 
The DM
Creating your campaign
If you are playing with close friends then it is likely you have all had the chance to discuss the campaign. If you are looking to start a new PbeM campaign and are in search of players they will need to know a few basic facts about your campaign. Once your potential players are interested in your campaign the first thing on their minds will be the character they will play, and they’ll need to know what they have to work with.
· Location and date of the campaign.

· Character Creation

· D&D Edition being played

· House rules 

· Resources that may be used

· Contact Information

1. You may wish to include any additional information, such as whether the story will revolve around an organisation, an event, or person. For example if you are planning a mostly urban campaign it is unlikely there will be many druids, similarly if your campaign revolves around the Harpers it is unlikely you will have many Zhent PCs. Other information to include here is whether you will have a limit on the number of players.
2. Consider mentioning – Alignment restrictions (if any), level range, race restrictions (if any), stats system (point buy, rolling, etc), class restrictions (if any), starting gold, restrictions on magic items (if any). Suggest that players email you first with any character concepts they are unsure about.

3. You may want to specify a level of familiarity needed with the rule set you are using for your campaign. Familiarise yourself with the basic rules yourself. If you are using the 3.5 edition rules, it is strongly recommended to download a copy of the 3.5 SRD here:

http://www.wizards.com/default.asp?x=d20/article/srd35,

And using the Hypertext d20 SRD here:

http://www.d20srd.org/
4. Think carefully about house rules that you use, and don’t be afraid to adopt new ones as the campaign progresses (so long as you inform the players in good time and with good reason, and they accept your decision). Your players may have house rules they are used to and wish to suggest. A discussion of some alternative rules (started by KnightErrantJR) can be found at Candlekeep here:

http://www.candlekeep.com/forum/topic.asp?TOPIC_ID=6698
5. As the DM you will need to feel comfortable with the rule set used, so state which books (and all information held inside) and other resources which players may use. If someone wishes to use a race, item, spell, feat etc from a book which you do not have access to, ask them to send a copy of the rulings to you first. 

6. Your email address, as well as any other ways you can be contacted if you wish, such as IM (explained later). Inform players here how active you intend to be as a DM in checking your mails, and also state here how active you wish them to be (for example will you expect at least 1 mail a week from them, 1 a day, 1 a month etc). 
Contacting your players

It is important that you can all keep in touch. It is recommended setting up an e-mail account exclusively for running your campaign (e.g. Google’s g-mail, Yahoo mail, Hotmail or any other (free) e-mail. G-mail may take a little getting used to if you’ve not used it before, but the way it organises your mail makes it very easy to keep track of conversations and combat messages.
Most of the time, mails will be sent to everyone in the group, and you and your players will be making use of the ‘Reply All’ button, to ensure no one gets left out of messages. Sometimes it will be necessary to send emails to a subset of your players. This can be for a number of reasons; perhaps the other players aren’t around to see what is occurring, something another player wishes to keep private, or a question out of character which doesn’t concern anyone else. As you as the DM get to know your players and their characters better, you can better decide how and when to send private emails.
Alternatively, one could start a group on Yahoo groups (insert link). This creates an automatic distribution of game mails for the members subscribed to the group. Replying to a group e-mail ensures all members of the list receive the message (no risk of accidentally leaving members out of the distribution). In addition, it allows the players and DMs to upload additional material in support of the game.

Another method of communication not to be overlooked is that of Instant Messengers (IMs). One of the advantages of playing by email is that it allows more time to think of appropriate responses in conversation, and for more creative writing than perhaps would be possible when playing face to face. The downside however is that in certain situations such as conversations and combat, the games pace can slow down to a near standstill. It is usually unlikely that all of your players will be around at the same time to run through combat, but it can be very rewarding to run through conversations with an appropriate player and an NPC over IM at an arranged time. It allows the game to progress, and conversation is much more natural than over email. Bear in mind that not everyone may wish to use IM, or may not have access. Also there are many IM programs out there (the most notable ones being Yahoo, ICQ, MSN, and AOL), and your players may have preferences over which ones to use, try to find a common ground.

Running Your Game

One of the main points to consider when running the game is how the dice will be rolled. 
The first method is allowing the players to roll their dice by whatever means they prefer (whether with a computer generator or their own ‘lucky’ dice). The players then include the dice rolls with their actions when they email you. This has the advantage that it takes some of the work load off the DM. Because players are also well versed in their characters abilities it means they can include the appropriate modifiers for their rolls, which sometimes could be forgotten if the DM rolls everything and doesn’t know every part of the character sheet. This method of rolling requires an element of trust, both by other players and the DM, which some may not feel comfortable with. Most players are interested in a fair and fun game, but the temptation to fix a result which could be life or death for their favourite character could be too much for some.

The second method is for the DM to roll the dice for everything. The players inform the DM of what they wish to do, and the DM makes it happen. This method adds a lot to the immersion of the game, since the focus is on the characters and their actions rather than the numbers they get. It also has the advantage of preventing any meta-gaming (however accidental) because the players only see the results of their actions rather than the specific rolls. When players request actions which might be feasible but not explicitly covered in the rule set, the DM often has to think of an appropriate roll to simulate the action. Rolling in this way gives the DM time to think of what to roll, and also can prevent any bad feelings if the player thinks the roll should have been done differently. DM’s can really draw their players in to the setting when using this method, by writing as creatively as possible to describe the actions of the characters.
A good suggestion for a dice-rolling tool is using Wizards of the Coast’s dice roller found here: http://www.wizards.com/dnd/dice/dice.htm
Due to the fact that players are not in the same room as the DM and can actually be geographically spread all over the globe, and the fact that the game takes place using e-mail or IM, there is more flexibility for side-treks with parts of the group while the main body of the group continues on. While these side-treks can be very good for character development and general role-playing, it places a burden on the DM of keeping track of the in-game time of the various groups. Using the split-party can mean that some players might have to wait a bit longer on others to catch-up in game-time in order for all members of the group to merge together again. This is something that is a daunting task for a DM and should not be recommended for novice (PbeM) DMs.
Many games start very enthusiastically, with everyone posting very frequently – multiple times per day if players are in the same time zone and have enough available time to spend on the game. The longer the game runs, the more this pace settles into – on average – one or two posts per player per week. While it sounds like a slow and sluggish pace, over time it can work out for games that are intended to span several real-time years. After all, the real lives of the players and DM will put demands on them that can interfere with a fast-paced posting game: graduation from school, jobs, marriages, vacations, moving house, etc.
Keeping a Journal

To keep up with what has happened in the game, a good suggestion for the DM is to copy-paste each post into a journal (with or without editing), and occasionally posting such collections of mails to the group. Players can do the same as well for those posts that their characters are involved in, it creates a reference document in a story-line form which will help keep the game and characters more or less consistent – it serves as a de-facto memory of the character that the player or DM can refer to.

The Player

This section is less extensive than the DM’s, and covers a few simple points to taking part in a PbeM campaign. The basic courtesies of any campaign still apply.
Communication with your DM

It is common courtesy to send a copy of any campaign related email you send, regardless of content, to your DM. Whether you have a secret plan, or it’s just a piece of information, your DM will need to be informed. 
When creating your character, first get in touch with your DM and ask if there is any format he/she would prefer your character sheet in. The different formats and programs for presenting sheets are almost countless, and it is far easier for the DM if all of the player’s sheets are in the same format. 

Game play is naturally slow due to the PbeM system, but you can help eliminate unnecessary waiting by giving your DM a list of default information. For example, it is of great use if a spellcaster gives the DM one or more default spell lists. If you wish to change your spells for a specific event, it is easier to say ‘when we prepare spells, take default spell list and swap spell x for spell y the next time we rest’. This rule does not just apply to spellcasters, many characters will develop some actions which they take as default in certain situations, and the game progresses much more smoothly when no one has to wait for an email confirming the action every time. 

Communication with other players

Makes sure that whenever there is interaction in character between players, the DM is copied on all communication – what the DM is not aware of, did not take place!

It is fairly standard to write the actions of your character in the second or third person perspective. Other players may have different styles of writing, and it will take some time for you to get to know your group as people. Try to write as other people would see your character, rather than giving away too much information that would not normally be readily available. For example, ‘Mialee’s scowl deepened as Krusk mentioned the disaster at Talltrees’ is preferable to ‘Mialee was disturbed by Krusk mentioning the disaster at Talltrees, burdened by the guilt that it was partly her fault’ 
However, in some cases adding some of this information can be prudent, certainly if characters have travelled in each other’s company for some time. As in real 1-on-1 interaction between people, knowing someone provides some form on insight into the type of information as suggested in the example above. If Krusk and Miallee had travelled together for months, both would know the other relatively well, and then adding non-verbal information can be beneficial. Tread with caution though, when in doubt, refer to the first suggestion: Try to write as other people would see your character, rather than giving away too much information that would not normally be readily available.

It is fair to assume some actions of fellow players, but be careful not to assume too much. When writing in character, try to use words which leave an opening for another player to interject with their character, for example ‘Lydia strides boldly into the tavern and announces clearly “The city watch are coming!”. Reading the expression on Jozam’s face she falls silent’ is preferable to ‘Lydia strides boldly into the tavern and announces clearly “The city watch are coming!”. She sees Jozam look shocked and stand from his seat, and falls silent whilst he starts to tell her what to do’ 
When communicating out of character, it is common to use square brackets and OOC to represent the text - [OOC: <text>]
Similarly In character actions are represented as [IC: <text>] or when replying to a previous post (leaving only the relevant portion of text the reply relates to) it is common to start the character’s section with [character name – new].

This convention is more important when there is a mixture of in and out of character text in one message.

When using a distribution list such as Yahoo groups, there is a disadvantage when sometimes there is activity that not all of the players would be privy to. As noted under the DM section, the nature of the PbeM allows for groups splitting and merging with more frequency and attention to detail vs. a table-top game. These situations can be handled ‘off-list’ in the same way as if not using a distribution list like Yahoo groups.
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