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“You get a life, nothing more, nothing less.” 

 
Welcome, or welcome back to the rule book for Frail Lives (FL).  This 
rulebook is split into a number of sections, where we will try and 
explain what FL is for, what you can do, what you can’t do, the 
mechanics of the game and logistics of it.   
 
We aim to try and make FL accessible to anyone who is interested in 
it, easy to learn and understand.  Please read through these 
guidelines in full and if you have any questions then please email us 
at fraillives@frailrealities.net. We want to put as much as possible into 
your turns coming back so please take careful note of the guidelines 
and rules to the game. 
 
Frail Lives (FL) is the ‘Play By Mail’ side of the Frail Realities Live Role-
playing Game. It is intended as a support mechanism for the main 
game - which is the LRP – allowing characters to develop their 
backgrounds, explore elements of the game background and perform 
actions which would not be possible in regular LRP. 
 
The way this will work has been very carefully thought through such 
that it will add to the game for those who have interest in such things.  
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Frail Lives is set up to achieve the following: 
 

·  Allow players to better understand their characters, their lives 
and how they interact with the game setting in general.  

·  Allow players to create new spells, schematics, rituals et al 
·  Allow players to explore elements of the plot that lie outside of 

things LRP can achieve.  
 
Frail Lives is not set up to do the following: 
 

·  Marginalize people who do not play the PBM side. 
·  Grant any ability at all that has not been purchased with 

points.  
·  Be a requirement to play the LRP side. 
·  Be a power game. 

 
In essence, the PBM will always support the LRP, which is the main 
point of the game, and whilst PBM actions may influence plot, the LRP 
side will always reign supreme.  
 
However, FL and FR are facets of the same game. They affect each 
other. You no more have to submit PBM turns than you have to play 
every event we run, but just as events you did not play in may affect 
an event you are on, PBM turns you had nothing to do with may also 
effect events you are on. 
 
Though PBM turns may change an LRP event, they will never make 
them unplayable or undoable. They might make them harder or 
easier, but will always keep them within the bounds of ‘fair play’.  
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There is a (mostly) hard and fast rule splitting what is LRP and what is 
covered by the PBM. 
 
-The PBM side of the game covers anything that occurs in a Realm 
linked to London. 
 
-The LRP Side covers anything that happens in realms that are not 
linked to London. 
 
There are one or two rare exceptions – potent Wastelanders may be 
allowed to conduct some scouting missions using Wastelander GM 
abilities that specifically say they allow this - PC’s do not leave the 
London realm when not on an event. On occasion the referee may ‘set 
up‘ events which allow some ‘out of London linked realm’ activity in 
PBM, such as scouting missions, but otherwise players must stick to 
the London linked Realms. It will always be made very clear to you 
either in a GM ability you have bought or through a PBM turn you 
have submitted if this is not the case.   
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Your stats in FL are exactly the same as your stats in FR. You can do 
all the same things, but with the ref using his judgement based on 
your ability levels to determine how successful you are.   
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All turns need to be written in English with punctuation, capitals and 
so forth and in a manner that the referee can use as a basis for your 
turn via the miracle of cut and paste. FL is done this way because: 
 

a. It is your character and if you write the base structure of the 
results then the turn is more likely to reflect your view of your 
character rather than the refs. 

 
b. Running PBM turns takes ages. Submissions of this kind lets 

the ref spend his time writing stuff for you, not just rehashing 
what you wrote in another form.  

 
 
 
E.G. Write in 3rd person ‘Castellan does this’ not ‘I do this’. 
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An FL turn is essentially plain text, written by you, that you email in 
on the turn sheets we provide. 
 
You should make sure you submit the correct type of turn (see below) 
on the correct turn sheet. 
 
Turns need to be submitted in Bookman Old Style (the font this 
document is in), 12-pt.  They should take up absolutely no more than 
1 page.  (This can be downloaded from the website here) 
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The  ��
�� ����  you submit for a character has ��!��
  got to be a 
biography turn. 
 
In a biography turn, you write your character background, in plain 
English in a manner that can be cut and pasted and then edited by 
the referee. The turn serves to ‘set up’ your character, it may 
introduce people your character knows and generally establish you in 
the FL world and our thinking. 
 
"#  So does this mean I need to do a turn to let the refs know my 
background? 
$# No, you can send it to us anyway and we will read through it and 
very briefly comment. 
"#  So why bother? 
$# While players can freely make up and talk about their own 
backgrounds, submitting a biography turn means it becomes a 
stronger part of ‘official reality’ and means that characters within your 
turn might be used on events, mentioned again and so forth. This may 
not seem a big deal, but allows the refs be able to spend the time to 
‘fully’ get to know your background, work out how it might fit into the 
world in general and comment on it (which might then interface with 
some plots, as appropriate).  
 
You may submit a biography turn for a character you have yet to play. 
Indeed, you can submit FL turns for character you have not yet 
played, as long as you are intending to play them in the near future.  
FL is not intended to ‘build up your power before you play’, we want 
new characters in FR to remain at a roughly even power base. 
 
Biography turns cover your life before you were a Wastelander and 
briefly what you may have been up to until the current time.  
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In these turns, you write a ‘day in the life’ of your character in a 
format the referee can cut and paste and feeling free to put in as many 
OOC questions as you like. You should not explore ‘plot’ in such turns 
to any great extent. These turns are intended to really firm up your 
day-to-day existence and your role in society and will mean that the 
ref’s have a much firmer grasp on your character and that you have a 
much firmer grasp on your place in the world. These turns do not 
‘achieve’ anything, but rather let you understand your character to a 
greater degree. 
 
Of course, you can just make this stuff up and talk about it on event 
without ever submitting a turn. Day in the Life turns can answer 
questions, clear up details and make your character come very much 
alive. 
 
You will probably only wish to submit such a turn when and if your 
social situation has changed dramatically since a biography turn.  
�
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These turns are used for actually doing something. You can try and 
do three distinct things in each turn. 
 
Some examples of what you could do: 
 

·  Investigate a certain matter using whatever you have available 
to investigate it with. 

·  Ask people questions about a subject 
·  Look to developing a new spell, schematic, recipe or similar. 
·  Look to developing a new GM ability.  
·  Attend some specific function 
·  Anything else that is clearly ‘one thing’ you can think of. 

 
When writing these orders, stick to writing them in a manner the ref 
can easily lift and add to. Conversations should be listed as a set of 
‘things you say’ that the ref can then edit (so you don’t look stupid) 
and add replies to. 
 
Write your three things in the order you wish to do them: if a turn 
takes too long ‘real world’ to process then later orders might not get 
done.  Sticking to the format explained in these rules should mean 
this is never the case. 
 
Action turns should be no longer than 12 lines and all three parts on 
a turn sheet shouldn’t take up more than one page. 
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Sometimes players may do things with other players. Make it clear on 
the turn. Sometimes, they might end up with others without knowing 
it. In this case, the results will not come back with the body of your 
turn, but rather come back a little later as a group report to all the 
people involved.  
 
Group turns should be coordinated together, with a base structure 
detailing what you are all doing on the Group Turn sheet, followed by 
what your character is doing within that (This could be, “I follow the 
plan”) on your own turn sheet.  This makes for a turn that will more 
accurately reflect what you are trying to achieve.   
 
Group turn sheets should be sent in by one person.  They should then 
ALSO send in a normal action turn sheet for this.   
 
Please note that group turn actions should still be no more than 1/2 
of a page (20 lines long maximum) 
 
Group turns should all come in within a day of each other, preferably 
on the same day, this makes processing them much easier. 
 
It is worth making sure everyone knows what is going on, sometimes 
group orders can be widely varied in their input, which will achieve 
poor results almost always. 
 
��	�������	�������
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From time to time there are ‘special event turns’.  These will carry 
special rules, often they will be: ‘This is a one action turn, but you 
may write more detail than normal, up to a page’s worth.’  They will 
sometimes have a special turn sheet, adapted for the event.  It will be 
made clear when this applies. 
� �
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It is possible to get ‘stuff’ through the PBM side of the game. If you get 
stuff you have to spend off event points to keep it. You may spend 
points you do not have yet in this case, although these will be the first 
points you earn before buying any abilities.  Loot from PBM turns is 
fairly rare.  
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You might get abilities through PBM - a long time spent working on 
your business might mean you gain a merchant or wealth level. In 
such cases, you have to buy these levels and can do so with points 
you do not yet have, although these will be the first points you earn 
before buying any abilities.  Again this is pretty rare and normally you 
can just buy an ability anyway. 
 
�
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You might gain society promotions, or even special positions, through 
PBM. As with everything else, these need to be bought with points, but 
can be bought with points you do not have yet.   Again these will be 
the first point you earn before buying abilities.  FL is an excellent way 
gain access to the higher levels of societies, although doing so may be 
difficult (see the Societies book for rules on society advancement). 
 
(�
)�
�
The referee will try to avoid situations where you die in PBM, but if 
you force his hand then it is possible for all sorts of bad stuff to 
happen, including dieing, outlawing or perm stat loss.  FL is a 
dangerous game if you go ‘looking for trouble’, especially if you are 
alone without the support of a ‘party’ as you are on an event. 
�
�
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Because there is risk you gain one huge point for each PBM turn. 
However: 
 
If the turn was very easy to run and very entertaining for the referee 
then you might gain another point. 
If you achieved a great deal then you may get another. 
 
Three points could thus be earnt, but almost always you will merely 
get one.  
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If you have an ability which allows you to learn spells, schematics, 
rituals and so forth you can seek to develop your own. This is limited 
to things two ranks below you - so a journeyman can develop new 
novice stuff and master new apprentice stuff. A GM ability allows this 
limit to be increased.  
 
You are free to buy ’new stuff’ at any point after it has been 
‘researched’, but the more you have ‘pending’ and unbought the more 
critically the ref will look at passing anything else. This is intended to 
allow characters to become more interesting, not to min/max the best 
stuff they can find.  
 
We do not ‘keep things hidden’ to discover in FL in terms of spells, so 
if you want to learn a spell you are best putting in the spell, not going 
and finding a wizard to teach you a spell.  You can justify it in your 
own roleplay that you were taught it elsewhere if you want to! 
 
You should note that sometimes processing a turn containing a spell 
takes longer to process than other action turns, as there is a great 
deal to consider in terms of game balance. 
 
Please remember that if you have new abilities / GMs to suggest you 
can email us for consideration and publication anyway.  They are 
always welcome. 
 
,�������+	!����  �-�.	�
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When writing any order that tries to get ‘new stuff’ you should write: 
 
How you are going about getting this in an IC way. 
 
The stats and rules you see being associated with it.  
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Turns run to a 2-week turnaround. ‘Weeks’ are counted from a 
Tuesday. In essence, if your turn is with the referee by 12:00 Tuesday 
then that turn will be processed within the next two weeks. A turn has 
to ‘wait’ until the next Tuesday before its two-week’s start counting 
down.  
 

·  You can only have one turn (as any character) in at a time. 
·  When you get a turn back you need to wait until the following 

week to put a turn in. 
·  There are a finite number of turns we can process and still 

guarantee a turn-around.  We don’t anticipate this being a 
problem.  However if we reach the maximum number of turns 
sent in then we will announce it and stop accepting turns for 
the week. 

·  Group turns (involving more than one person) should ideally 
come in on the same day, or at worst within a day of each other. 

·  Turnaround will be delayed in weeks where we have an LRP 
event on. 

 
 
 
 
 
 
 
 
 
Turns should be emailed to fl@frailrealities.net. Turns are only 
accepted by email.   
 
Please include in the subject line: ���������	
������/�+��	0�$���1   
 
Turn results will be emailed to you in word format.  
 
Turns are charged at £6-oo each.  
 
Players will be given an account number that all charges for FL turns 
will be deducted from. The balance of this account needs to be positive 
or turns will ���� be run.  
 
Payment can be made on the website via Pay-Pal.  Payments are made 
in blocks of £24  
  
 
 
 

E.G.  Rupert puts in a turn as his character Joseph.  This arrives on 
Tuesday 1st, at 10:00 so before the cut off at 12:00.  It will be 
processed over the course of the next two weeks, so Rupert will receive 
his turn back by email before Tuesday 14th.  The turn gets done 
quickly and he receives it back after a week, on Monday 7th, however 
he cannot send in another until the following week, (Monday 14th) 
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What you are doing should be one clear and concise thing.  This is 
summed up in the Objectives section of the turn sheet, it should be 
possible to sum up your actions in a sentence. 
 
  
 
 
 
 
 
If you are talking to someone you must write in the questions you 
want to ask. We will answer them sensibly and change bits that need 
changing but it means we can give clearer or more concise answers to 
things you want to know, rather than guessing at it! This applies 
equally to what you tell people in the game, and you should never 
assume the NPCs know what you're talking about! This is mainly 
because we don't want to put words in your characters mouths - they 
are your characters and we don’t know what you as a player knows or 
wants to relate to other characters in the world. 
 
 
 
 
 
 
Do not put in turns where you talk to other player characters.  We 
aren’t going to write stuff where you talk to other players; we’d much 
rather you did this by email or telephone. 
 
When writing a turn please write in the ��	
	����	�
	� not the future, 
as then we can cut it into your turn. We will probably be cutting it 
into your turn anyway, so if you write it in a way we can use directly 
rather than having to change the tense then it takes us less time, 
giving us more time to work on your turn. 
 
 
 
 
 
 
We will send you a turn receipt when we receive your turn.  If you 
haven’t received a run receipt from us by Tuesday at 11:00 then you 
should probably mail us your turn again. 
 
Turns cover the time that takes place since your last turn (within 
reason) and the time covered in the two week period of your 
turnaround. 

E.G. If you are going to blow up Buckingham Palace don't put blowing 
the place up in the same part of the turn as having tea there because it's 
at the same location.  That would be two clear and concise things. 
The objective for this order would be: Blow up Buckingham Palace 

E.G. 'Chris asks Justin "Justin, I have some bombs and want to blow up 
Buckingham Palace, where are the best places to put the bombs?" is 
right, ‘Chris asks Justin about Blowing up Buckingham Palace’ is wrong 
as we don’t know what you want to know. 

E.G.  'Chris will go and see Justin about Buckingham Palace' means we 
have to change the tense so it reads: 'Chris goes to see Justin about 
Buckingham Palace'. It's a small change but each one takes a bit of extra 
time when we could be writing responses.   
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We have included an order reference system, all of your orders when 
they come back will receive an order reference, if you are referring to 
something in that order then quoting the reference number is very 
helpful 
 
It is important to make it clear what you are trying to achieve in your 
turns – we’ve said this before, but it is so important it is worth saying 
twice!  If you are trying to do something cunningly or cleverly then you 
still need to make it clear to us, it’s not a competition! 
�
In play by mail trying to do everything quickly, all in one turn is a bad 
way of doing things as there is not a time to react.  We will follow your 
orders and in general we won’t try and predict too much, so breaking 
things down into short sections works best.  We take this into account 
when writing responses. 
 
 
 
 
 
 
 
 
 
Doing three things all related all in one turn is bad practice ~ if the 
first one goes wrong then it could all be a very disappointing turn! 
(this is one of the reasons we have three parts to a turn) 
 
In FR we alter history somewhat, to provide better gameplay.  If you 
are referring to anyone in real history, then you shouldn’t assume that 
we know who you are talking about, it is best to include references in 
your turns to things we haven’t told you about. 
 
‘Being Decisive’.  In writing FR we have the take decisions, and we 
can’t read your minds, we can only interpret what you write.  If you 
write ‘I don’t go in if it looks dangerous’, then we have to decide, does 
it look dangerous to you.  We’ll probably decide it does and so you 
won’t go in.  In Play by mail you need to take decisive actions without 
lots of clauses, ifs buts and maybes, or we will be forced to take the 
most ‘easy get out clause’.  You can avoid this by simply stating what 
you want to do.   
 

E.G. Week 1: Chris goes to scout out Buckingham Palace 
Week 2: Chris talks to Justin about blowing up Buckingham Palace 

and checks his plan, knowing what the layout of Buckingham 
Palace is like, and thus what he needs. 

Week 3: Chris plants his bombs, having arranged them, and worked  
out where to put them. 
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·  The Law applies if you get caught and most people don’t want to 
act outside it. 

·  Most people don’t read and write very well 
·  There is not the ‘easy access to information’ that we have now, 

libraries are usually private, maps are uncommon and often 
hard to understand.  Many people don’t travel far from home. 

·  People won’t automatically see you just because you want to see 
them. 

·  Society membership counts for a lot in London and the realms. 
·  Wastelanders have enough money to rent their lodgings (or live 

in the Commission Halls), they have enough money for simple 
stuff and reasonably easy living.  They don’t have much in the 
way of disposable funding unless they have wealth.  If they have 
merchant then this will represent them having some access to 
goods as well. 

·  FL like LRP is a game about being proactive, taking action is 
usually better in PBM than asking other NPCs what to do. 

·  Things can often be accomplished by buying an ability. (If you 
want to own a shop we will likely tell you buy merchant for 
example) 

·  Password to the Turn Sheet Form is FR 


