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The Role-Players Guild of Kansas City, Ltd. is a non-profit group of 
role-playing game enthusiasts dedicated to bringing quality gaming 
to all and educating the public about gaming.  All contents of the 
newsletter are copyright by either the Role-Players Guild of Kansas 
City, Ltd or the individual authors; all rights reserved.  Contents 
may not be reprinted without the consent of the Guild and the 
individual authors. 
 
RPGA, GenCon, D & D, d20, and other obvious trademarks are the 
property of Wizards of the Coast.  Other items, events, and 
subjects used herein may be copyright and/or trademark by their 
respective owners and companies.  Their use by such 
organizational association only, and are used in a not-for-profit 
manner.  The use should not be construed as a challenge to such 
status. 
 
Any references to the article “he” may not be intended as a literal 
specification of gender and should not be interpreted as a 
specification of gender unless context requires. 
 
Any references to Open Gaming License material from the d20 or 
D & D game systems are used only for informational purposes and 
is not intended as a challenge to the standing OGL agreement, ver 
1.0a. 
 
For more information about the Role-Players Guild of Kansas City, 
Ltd. or this publication, please contact the editor or other Guild 
Officer at RPGKC, email at RPGKC@KCGuild.com or visit our web 
site at www.rpgkc.org.   Editor: Robert J Bellamy, Scribe, RPGKC 
 
Are you still reading this?  Stop already.  There’s nothing important 
here.  That’s why I put all of the important stuff in big print.  This 
isn’t an eye test.  Go, read the officer articles or something.  Stop 
pestering me.  Fine, you want me to say something here?  How 
about this?  The new “Breath of Life” spell in Official Pathfinder is 
actually a very cool spell and will let the wusses in your party get 
pounded down to negative fifty hit points and still survive if a healer 
can get to him within one round and restore him back up above his 
negative starting Con score within one round.  This does not 
however, negate death from death effects or negative energy.  
Satisfied?  Got something now?  Now go game. I mean it! 
 
Note to Chris, Tim and J, don’t hate me.  You know those were bad 
names.   Those appearing in photos are known accomplices and/or 
prior ShaunCon convention attendees.  As such, they deserve what 
they get for appearing in print here and now. 
 
Copyright 2009 - All Rights Reserved 



����������	

�� ����������	
�
����
�����������	
�
����
�����������	
�
����
�����������	
�
����
� � �
�����������������

��������   
 

  
��	
������
����
	��	
���	
������
����
	��	
���	
������
����
	��	
���	
������
����
	��	
�

����
Welcome to the return of the Guildletters and 
with it, Guildmaster's Grimoire! For many 
years, the Guildletters was the primary 
communications tool for the Guild, 
especially in the days before e-mail and the 
internet provided faster and cheaper options. 
Back then, this was a monthly publication. 
This time around, we've gone to a quarterly 

schedule, but I'll leave the full details for Bob to relate in the 
Scribe’s Report.  
 
As for the Guildmaster's Grimoire, I’ll be using this column 
much like the original version: to provide members with club 
news and a look at the overall direction of the Guild from the 
view of the officers and board. As you'll soon see, each of the 
officers will also be reporting on their specific duties.  
 
The Guild hosts monthly gamedays featuring a variety of role-
playing games plus board games on an ad hoc basis. We 
currently average around 30 players over the course of the 
daylong event, with roughly two-thirds playing in Living 
Forgotten Realms events. Slots start at 9am, 2pm and 7:30pm, 
and the Guild business meeting occurs at 6pm. The current 
location can be found listed in the Guild at a Glance section, 
and every month at the Guild website www.rpgkc.org. Early 
signup is not required, but highly recommended for the Living 
events, and can be found at www.warhorn.net/rpgkc.  
 
The Guild continues to organize for ShaunCon at the KC 
Game Fair in November. This year's convention is using an 
entirely new organizational format. In an attempt to create a 
larger and more diverse gaming convention for the Kansas 
City area, the Guild has teamed up with organizers from the 
Blockhead! board game convention and the Heart of America 
Historical Miniatures Gaming Association (HAHMGS)’s 
Border Wars.  
 
The KC Game Fair was originally conceived with a charity as 
the overall entity hosting and administering the event, with the 
gaming clubs mentioned above running the gaming portion of 
the show. Due to the economic downturn, the charity 
originally interested was forced to scale back and opted not 
participate. After much discussion among the convention 
planners and within the Guild, it was decided to take up Dale 
Maxfield’s proposal for him to create a company to take on 
the KC Game Fair name and administration of the convention. 
As such, the Guild is now providing a supporting role, 
organizing and providing RPGs and related events. For the 
Guild, this allows us to participate in the game convention 
with less economic risk than hosting an entirely on our own. 
Guild officers and members continue to participate in 
convention planning, albeit in an advisory capacity. 
 

 
We have great hopes for this arrangement. As of this writing, 
it has enabled us to advertise the convention in the GenCon 
and Origins convention on-site books, hopefully drawing a 
wider audience. We will see more board games and miniatures 
games and we've seen at ShaunCon in the past few years, as 
well as more dealers selling a wider variety of goods. The 
Guild’s own C.H.A.O.S. game will return once again, this 
time featuring every major edition of Dungeons & Dragons. 
We continue to support the RPGA and Living Forgotten 
Realms, and there is talk of including living style events from 
Pathfinder and The Fellowship of the White Star.  
 
Event registration is underway, so if you're interested in 
running a game or event, RPG or otherwise, sign up today at 
www.kcgamefair.com. 
 
Beyond the convention, the Guild membership list cleanup 
continues. I am currently in the process of looking at the Guild 
membership database and confirming addresses, e-mail 
accounts and renewal dates. I will have the membership list at 
the meetings and asking everyone to confirm the information. 
We will start watching renewal dates more closely than we 
have in recent years. If your membership has expired, you 
may renew a meeting/gameday, online at www.rpgkc.org or at 
the Guild table at the KC Game Fair. Many members find it 
useful to simply renew at the convention, as it is an easy date 
to remember from year to year. 
 
Finally, our online presence is expanding. For those who don't 
remember, the Guild was originally organized on something 
called the Dungeon BBS in the pre-internet days. Ah, the days 
of dial-up, single user modem connections. You can now find 
Guild groups on Facebook and the new Wizards of the Coast 
community site. We also have a new twitter account (follow 
us at RPGKC), and continue to use the RPGKC Yahoo group 
for official Guild events as well as by interested gamers 
setting up their own private games. While we retired our 
online forums due to lack of use and excessive spam, we have 
discovered there is more interest in using the tools listed 
above.  
 
Great gaming, everyone. 
Sterling Hershey 
 
� ����
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Hello Fellow Guildmembers!
And welcome to Day Five…
 
I am very excited about the creation 
of  the New Guildletters. I’ve been 
reading through some of the old 
Guildletters I found stashed around 

in my various papers and folders and it has been an energizing 
experience.  So I began by asking myself this basic question:  
What are the Guildletters?   
 
The Guildletters was at one time a key channel of 
communication to Guildmembers.  In the age of the Internet, 
however, that purpose has been usurped.  To answer that 
question brings a more important question that has to be 
explored -- what is the Guild?   
 
To take it down to the driest of definitions, the Guild is 
a collection of volunteers.  The U.S. Department of 
Labor statistics indicate that 61.8 million Americans 
volunteered in 2008.  That number represents 
approximately 26.4 percent of all Americans.  There 
are few useful statistics for determining the life span of 
those organizations.  However, anecdotal illustrations 
show us that there are few organizations, given 
minimum resources in time, money and manpower 
have the resilience to remain intact for over a decade.  
 
The Guild has remained.  It has thrived at times and 
waned at times, but it has endured.  That says a great 
deal about a volunteer organization dedicated almost 
solely to gaming.  It illustrates the adaptability and 
ingenuity of a group of determined individuals who, with very 
little in the way of available resource, are determined to put on 
gaming events.  They are determined to keep gaming in their 
lives as both a social event and as a celebration.  
 
A group of individuals interested in gaming joined together in 
1990 at a meeting based in the back room of a Minsky’s pizza 
parlor and agreed to start an organization whose charter 
purpose was to encourage and support gaming activities both 
locally and when possible, nationally.  Since that meeting
there have been literally hundreds of individuals involved in 
this effort.   
 
So again, what is the Guildletters?  At one time, it was the 
primary mass communication tool available to the Guild.  
With the age of the Internet, it has proven unnecessary to
survival of the organization and like many tasks and 
responsibilities not directly related to its survival, the Guild 
has overlooked it.   
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Hello Fellow Guildmembers! 
And welcome to Day Five… 

I am very excited about the creation 
Guildletters. I’ve been 

reading through some of the old 
Guildletters I found stashed around 

in my various papers and folders and it has been an energizing 
experience.  So I began by asking myself this basic question:  

dletters was at one time a key channel of 
communication to Guildmembers.  In the age of the Internet, 
however, that purpose has been usurped.  To answer that 
question brings a more important question that has to be 

e it down to the driest of definitions, the Guild is 
a collection of volunteers.  The U.S. Department of 
Labor statistics indicate that 61.8 million Americans 
volunteered in 2008.  That number represents 
approximately 26.4 percent of all Americans.  There 

life span of 
those organizations.  However, anecdotal illustrations 
show us that there are few organizations, given 
minimum resources in time, money and manpower 

decade.   

The Guild has remained.  It has thrived at times and 
waned at times, but it has endured.  That says a great 
deal about a volunteer organization dedicated almost 
solely to gaming.  It illustrates the adaptability and 

mined individuals who, with very 
little in the way of available resource, are determined to put on 
gaming events.  They are determined to keep gaming in their 
lives as both a social event and as a celebration.   

joined together in 
at a meeting based in the back room of a Minsky’s pizza 

parlor and agreed to start an organization whose charter 
purpose was to encourage and support gaming activities both 
locally and when possible, nationally.  Since that meeting, 
there have been literally hundreds of individuals involved in 

So again, what is the Guildletters?  At one time, it was the 
primary mass communication tool available to the Guild.  
With the age of the Internet, it has proven unnecessary to the 
survival of the organization and like many tasks and 
responsibilities not directly related to its survival, the Guild 

 
 
Recently, Sterling asked about the Guildletters.  He brought up 
some old copies of the Guildletters
the July meeting.  The newly-elected officers spoke shortly 
about what we would like to see in the Guildletters.  I threw 
out some ideas, some of which were panned immediately.   
And so I have taken on this mental exercise and I h
up with a new charter purpose for the Guildletters.  Instead of 
being a communication channel, its primary purpose needs to 
be a celebration of the efforts of a group of individuals, both 
within and outside of the Guild membership roster, who 
encourage and participate in gaming.  
 
At one time, gaming was an obscure entertainment undertaken 
only by nerds and geeks.  But the nerds and geeks, it appears, 
managed to sneak into popular mythos through the use of 
shiny toys and computerized media.  Movie
base Internet content allowed gaming culture, once very 
exclusive and arcane, to become almost a mainstream social 
reference.  The Guild, almost definitely not responsible for 

this social evolution directly, has been an ongoing 
advocate for this change and to that end such effort 
deserves, or more correctly, demands recognition and 
celebration. 
 
This is the New Guildletters
efforts of the Role-Players Guild of Kansas City and its 
associated members in their 
gaming through participation, sponsorship and advocacy.
That being settled, someone had to ask a harder question 
-- what will be in the Guildletters?
 
To be more accurate, I think the question was posed, 
“What’re we gonna put in it?”  (Thanks Doug).  My first 
and most instinctual answer is provided to you in this 
document.  However, I would like for this to be more 

than just a single man’s or small groups’ voice.  I’d like for 
the New Guildletters to be a voice of all of the 
members and factions from within and without the Guild
 
My question becomes a request.  
submitted so far (officers, Trampas, James and others).  
other the contributors have sent me 
some other things as well to pull out of archive.  However, 
rather than just being a rehash of what we have seen before, 
I’d like to see submissions (that includes artwork, articles, 
stories, and even game materials) that represent opinions, 
observations and viewpoints of the various members and allies 
of the RPGKC.   
 
Until then, enjoy what we started with and feel free to send 
submission to provik@comcast.net
December Guildletters and beyond.  Thank
 
Carpe DM! 
Bob Bellamy 
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Recently, Sterling asked about the Guildletters.  He brought up 
some old copies of the Guildletters and showed them to us at 

elected officers spoke shortly 
about what we would like to see in the Guildletters.  I threw 
out some ideas, some of which were panned immediately.   
And so I have taken on this mental exercise and I have come 
up with a new charter purpose for the Guildletters.  Instead of 
being a communication channel, its primary purpose needs to 
be a celebration of the efforts of a group of individuals, both 
within and outside of the Guild membership roster, who 

urage and participate in gaming.   

At one time, gaming was an obscure entertainment undertaken 
only by nerds and geeks.  But the nerds and geeks, it appears, 
managed to sneak into popular mythos through the use of 
shiny toys and computerized media.  Movies, games and even 
base Internet content allowed gaming culture, once very 
exclusive and arcane, to become almost a mainstream social 
reference.  The Guild, almost definitely not responsible for 

this social evolution directly, has been an ongoing 
or this change and to that end such effort 

deserves, or more correctly, demands recognition and 

This is the New Guildletters.  It is a celebration of the 
Players Guild of Kansas City and its 

associated members in their efforts to foster the spirit of 
gaming through participation, sponsorship and advocacy. 
That being settled, someone had to ask a harder question 

what will be in the Guildletters? 

To be more accurate, I think the question was posed, 
t in it?”  (Thanks Doug).  My first 

and most instinctual answer is provided to you in this 
document.  However, I would like for this to be more 

than just a single man’s or small groups’ voice.  I’d like for 
the New Guildletters to be a voice of all of the various groups, 

ers and factions from within and without the Guild. 

My question becomes a request.  Thanks to those who have 
submitted so far (officers, Trampas, James and others).  Some 

the contributors have sent me future submissions.  I have 
some other things as well to pull out of archive.  However, 
rather than just being a rehash of what we have seen before, 
I’d like to see submissions (that includes artwork, articles, 
stories, and even game materials) that represent opinions, 

nd viewpoints of the various members and allies 

Until then, enjoy what we started with and feel free to send 
provik@comcast.net for the upcoming 

December Guildletters and beyond.  Thank you! 
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Greetings and salutations! My 
name is Doug Howard, your 
friendly, neighborhood 
Castellan.  I'm sure there are a 
lot of things you would like to 
ask me such as, "Hey Doug, 
what's your favorite color?" 
or, "What do you think about 
Disney buying Marvel?"  
Well, that's not what this 
article is going to answer 

(although I have very, very mixed feelings on the 
Disney/Marvel issue).   
 
Hopefully, we can discuss the goings on in the Guild and 
how we stand as far as our convention, ShaunCon.  If 
you haven't heard yet, ShaunCon is 
taking place this year at an event called 
The KC Game Fair.  We are joining with 
a few other conventions and 
organizations in order to put on a broader 
range gaming convention.  Something 
the Guild has been wanting to for quite 
some time, but we have lacked resources 
and quite honestly, the drive to do so at 
times.  Without the valuable resource of 
volunteers, we have had to plan 
conventions in the past based on our 
members' time and their availability to 
assist in running the convention.  As you 
all undoubtedly know, it takes a lot of 
work to allow a lot of people to come, 
play games and have fun.  There are a lot 
of sacrifices made by our volunteers and 
we have appreciated each and every one of them. 
 
The KC Game Fair should help us reward our volunteers 
in the past by freeing up some of their time.  The Guild 
is focused on running ShaunCon at The KC Game Fair.  
We do not have to man the Registration Desk, although 
if anyone wants to volunteer the Fair will be more than 
happy to have you.  With the cost of the KC Game Fair 
only being 20 dollars for the whole weekend, that means 
that judges need only register to run 4 events to get their 
admission free.  A double bonus when you think about 
it.  We are hoping that this will help our judges keep 
away from convention burnout, well, I'm hoping that 
anyway.   

 
Our focus is to put on the best role-playing events that 
we can.  Quality is what we are about.  We want all the 
attendees who come to the Fair and visit the ShaunCon 
aspect of it to walk away wanting to come back again 
next year.  Our attitudes and energy are going to be 
tested and we need to keep them both up.  Speaking on 
putting on the best events, it helps if everyone registers 
their event. Simply go to www.kcgamefair.com and you 
can peruse the site, pre-register and pay for your con 
badge, you can submit an event and check out the video 
on Rock Band.  Also, there is a calendar listing other 
gaming opportunities in our local area. Keep your eyes 
on the site as there will be changes in the days ahead as 
more events are added. 
 
Registering for events shouldn't be too far away and a 
post will be made on the Yahoo Group as well as the 
Facebook group.  November 19th through the 22nd at 
the Intrigue Park Place Hotel.  All of that information 

can be found on the KC Game Fair main 
web site. 
 
I'm sure I have a ton more things I'd like to 
discuss here, but time is not on my side.  
Remember people, this is YOUR Role 
Players' Guild of Kansas City.  Your voice 
means something.  You have an idea, 
comment, concern, whatever; let us know 
about it.  We want this to be fun for you 
and in so doing, it will be fun for us.  Even 
though I'm an officer does not mean I run 
the whole thing.  That goes for the other 
officers as well.  What we do is and 
should always be in the best interest of the 
Guild.  If we step off of that path, call us 
on it.  I mean it.  Now, enough rambling.   
 

Look for a more coherent missive after ShaunCon.  I 
will also attempt to put information up on the Yahoo 
Group and Facebook Group when I can.  Enjoy your 
games and I'll see you at the next meeting.  Second 
Saturday of each month.  Check out www.rpgkc.org or 
the Facebook Group for the location. 
 
Doug Howard 
Castellan of the RPGKC 
Official Weezle and Inquisitor D of the RPGKC 
kcambergm@gmail.com 
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This is Andy, the new Overlord.  
The purpose of the Overlord is to 
help organize non-RPGA games 
for both ShaunCon and the Guild 
Gamedays.  So far we have a ton 
of variety for ShaunCon, with 
L5R, Pathfinder, Against the 

Darkness, Call of Cthulu, D20 Modern and many 
others already signed up.  What we need to keep 
that going are people to play!  While the living 
games always have a steady following, the 
homegrown modules and campaigns have been a bit 
under-populated.  Last year we made great strides 
and saw virtually all of our GM's got the chance to 
run their modules, and this year I hope to see an 
even greater turn out.   
 
On the Gameday side we have a massive response 
for LFR (Living Forgotten Realms), but very little 
else. I would like your guys help to kick-start some 
new campaigns.  Pathfinder, Shadowrun, GURPS, 
something more off-beat?  Take your pick, get me 
the info and I will do what I can to get the word out. 
CK has given us access to a great location with 
plenty of space, so let’s get some more games 
going! 
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Pathfinder, or what its adherents 
seem to call “What D & D 4.0 
should have been” is gaining 
popularity at a startling rate.  
Pathfinder sold out of its initial 
print run of all of its hard copy 

books before its release date. It seems like the 
players of 3.5 and 4.0 have been eagerly awaiting 
such a new product. 
  
Pathfinder in a nut shell: Wrap up all the races and 
make them all better with them all having an overall 
+2 instead of the overall +0 of the previous system. 
Take all the classes of D & D 3.5 from the Players’ 
Handbook and make them all gain benefits for how 
many levels they take in that class. (I.e. not nearly 
as much need to multiclass or need prestige classes) 
Then take combat and get rid of the opposed rolls 
by setting up a target number to attempt to achieve 
to Bull Rush, Trip or Disarm etc. Then change how 
class skills and out of class skills work into a more 
streamlined process as well as making it worth it to 
have something as a class skill because if you put 
ranks into it you get a plus 3 bonus. They fixed 
numerous feats that make fighters fun again and 
Sorcerers can really be out of this world.  
 
Hope you give pathfinder a try, I know my group of 
gamers are as you can buy the PDF version of 
Pathfinder online for only $10 at www.Paizo.com 
How many of us spend that much on Mt Dew for 
our Gaming marathons?  
 
For the Guild, 
James Collins 
� ����
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When I first moved to 
Kansas City in the summer 
of 1998, I knew four people.  
I got into Euro games when 
a colleague introduced me to 
them over several lunch 
breaks.  Based on my 
interest, my friend told me 
about the Thursday night 

group at Tabletop Game & Hobby.  At first I 
declined.  Then someone else told me about it and I 
explained my trepidation: I didn't want to hang out 
with socially awkward 
twenty-somethings still 
living in mom's basement.  I 
was told to set my prejudice 
aside and give it a shot to see 
for myself. 

To my surprise, my first 
experience there was 
extremely positive.  People 
greeted me within seconds of 
entering the game room, and 
I was taught a game no more 
than five minutes after 
walking in.  There were 
women in the game group 
too - something I never came 
across growing up outside St. 
Louis.  The games were fun, 
deep and challenging.  More 
importantly, they were 
social.  People talked and 
had a good time between turns.  Nothing was taken 
too seriously.  Strategies were formed, jokes were 
told and friendships were made. 

 

 

My love of board games would have never existed 
were it not for those first five minutes in the game 
room.  The people that night were all strangers.  
Now they are all friends.  Getting past that initial 
reluctance is what introducing someone to the 
hobby of gaming is all about.  Competition is 
secondary to mutual respect and satisfaction.  When 
I created my own board gaming convention, 
Blockhead!, I called upon those friends not to come 
and play games with one another but to teach games 
to anyone who walked in the door.  The KC Game 
Fair is an evolution of that idea - making friends out 
of strangers and gamers out of non-gamers.   
 
In today's economy, gaming is truly valuable family 

entertainment.  For less than 
the price of a 90-minute movie 
for two you can pick up a more 
stimulating form of 
entertainment that will be 
enjoyable for at least ten times 
as long - and for much more 
than just two people.  If you 
know how to play something 
fun, I encourage you to teach 
it.  You can register to run any 
game you choose at 
www.kcgamefair.com.  None 
of us were gamers until 
someone took the time to teach 
us.  Now is a good time to pass 
it on.  
 
Introduction:  Dale Maxfield is 
an active local gamer.  He is 
currently the face and one of 

the primary personalities behind KC Game Fair, 
which is sponsoring the combined events of 
ShaunCon, Border Wars and Blockhead!  For more 
about KC Game Fair, go to www.kcgamefair.com. 
 

�
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D&D anymore is kind of like how I feel 
about Michael Jackson. I loved his 
Thriller album when it came out, so I 
bought it. His Bad album was pretty good 
too. But let’s face it – Michael Jackson is 
freaky in the extreme. I like the music, but 
not the performer himself. At the time, I 
didn’t know that Michael Jackson would 
turn out the way he did; none of us did. 
Would I buy those two albums now 

knowing what I do? I may debate it some, but I think I would. 
I would just look at it as buying a product I enjoy, rather than 
as supporting Michael Jackson. 

 
Recently, I’ve been confronted with a similar situation in 
terms of Wizards of the Coast and D&D 4th edition. I’m really 
digging 4th edition. There’s still a lot I need to learn, but I’m 
genuinely excited by this version of the D&D game. Yet as I 
say this, I can’t say I’m as big of a fan of Wizards of the Coast 
as I used to be.  

 
As of this writing (12/2/2008), several WotC employees, 
including Dave Noonan and Jonathan Tweet, were laid off. 
This is the same company that laid off gaming legend Jeff 
Grubb, one of the original Dragonlance designers, the guy 
largely responsible for Spelljammer, and an all-around gaming 
legend. He’s worked on D&D for many years, and they nixed 
him.  

 
I can’t say I’m a big fan of WotC’s lack of continuity between 
editions. Or the Forgotten Realms’ time jump. It’s the Realms’ 
version of Dragonlance’s Fifth Age, in my opinion. Or the 
discontinuation of Dragon and Dungeon magazines (and no, 
the online subscription versions are not the same). And so on 
and so forth. Nor do I feel like paying for online content from 
WotC’s digital initiative. Partly, I feel that you’re not getting 
your money’s worth. I also feel that they shouldn’t charge for 
materials that were once free on their site. But I digress. 

 
 
Wizards of the Coast is but one example. Any number of other 
companies may have great products, but lots of background 
drama going on. You may find that you like their product, but 
they have poor shipping. Or perhaps their customer service 
skills are lacking. Maybe you don’t like the people behind the 
company. So what’s a gamer to do? 
 
I talked with my friend and fellow Dragonlance game designer 
Cam Banks about this, and he suggests that you buy the 
products you like. You’re not supporting companies here; they 
are not charities. I think this is an excellent idea. Separate out 
the company from the product. When I buy a D&D 4th edition 
product, I’m not doing so in support of WotC. I do so because 
I enjoy the product. Voting with the dollar also has the added 
benefit of sending the message to WotC about what you like 
and what you don’t. 
 
What happens, then, when a company’s definition of some 
game element doesn’t match your own, or changes over time? 
Lately, I have been concerned about the heart and soul of 
D&D. While I like 4th edition, it is a very different game than 
its predecessors. It’s definitely a reinterpretation of what D&D 
is. In this process of transition, we’ve seen some reimagining 
of some D&D elements. Some of it is good, some not so 
much. Of course, I also felt a bit this way when 3rd edition 
came about. Take the halfling, for example. Once, it was a 
knock-off of the hobbits from Lord of the Rings. Since 3rd 
edition, they have been more kender-like. Hobbit fans may not 
like the change. However, that’s easily remedied by changing 
a little fluff. Likewise, the renaming of dragon types to 
become “new” chromatic dragons (i.e. deep dragons becoming 
purple dragons) is annoying.  
 

Rules and flavor are often not one and the same. Sometimes 
they’re tied together. But in D&D’s case, there is room for 
adaption. I have so many pre-4e Realms gaming supplies that 
making the time jump forward doesn’t make much sense. I 
also prefer the pre-4e Realms flavor-wise. So I’ve got the 4e 
Forgotten Realms Player’s Guide, but my plan isn’t to use it 
for playing in the current era. The FRPG gives some good 
basics for playing in the Realms in the current era, but 
materials can be adapted for using 4th edition rules in previous 
eras.  
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In other words, just because WotC says that dragons act 
a certain way and halflings look a certain way, that 
doesn’t mean it is gospel. Use the rules you want, and if 
the flavor doesn’t match what you want, then grab some 
flavor elsewhere or make up your own.  
 
I know I’ve singled WotC out quite a bit here. That’s not 
my intention. It’s just that they are the company I’m 
most familiar with, and are the most well-known gaming 
company out there. The same basic principles I mention 
here can apply to any company.  
 
These principles also apply to fandom. I’m a huge fan of 
the Castles & Crusades game by Troll Lord Games. The 
Trolls are great folks. Unfortunately, some of their fans 
can be quite negative and vocal about d20. It’s enough 
that some people stay away from the product due to its 

 
fans. What I did to circumvent this was to just no longer 
bother with their forums. Problem solved. I have a nifty 
RPG I like, and I’ll play it my way, even if that way is 
‘incorrect’ by some peoples’ definitions. 
 
So in short, buy the products you like and don’t pay the 
companies any mind. Getting involved in company 
politics and drama will just sour you on the gaming 
experience. If you don’t like the decisions companies 
make regarding in-game elements, then discard those 
elements and use the ones you want. And if the fans of 
said product or company bring down the experience for 
you, then feel free to ignore them. 
 
It’s your game. Focus on that and ignore the rest, and 
you’ll have a happier gaming experience. 
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The new edition of your favorite game is out. It’s hot off the 
presses and has that ‘new edition smell.’ The cover is new and 
shiny, the rules fixed all the problems with the old edition, and 
you want to take it out for a spin. 
 
Too bad all your old books are ‘useless’ now. Time to package 
everything up, take it to your local gaming store, and 
hopefully get enough to buy the new monster book. 
 
Say what?  *insert record scratching sound here* 
 
If there is any pet peeve of mine, it is the idea that, just 
because a new edition is out, all of your prior 
edition’s worth of materials is useless. I’ve 
seen people cash in on their old books just as 
soon as they get their hands on the new ones, 
and you know – they often regret it.  
 
Why would anyone sell their old materials in 
the first place? Didn’t you have fun with 
them? Even though people did indeed have 
fun with the previous edition’s materials, 
they may have reasons for not wanting to 
keep older edition’s gaming books around. 
Some of them are legitimate (i.e. game books 
taking up house space), but I feel that most 
are based on some basic fallacies. 
 
Most of it seems to fall back on the idea that 
the books of yesteryear are somehow 
rendered useless by the new edition. Really? 
Maybe there’s more that is useful than you 
think.  
 
For example, take a look at fluff and setting information. 
Maybe the new edition of your favorite game has all of this. 
That’s fine and well and good, but sometimes as editions 
change and timelines progress forward, world events happen 
that don’t suit your tastes. Your old books are a snapshot back 
to a time you may have liked more. The Forgotten Realms is a 
prime example here. Yes, maybe the 4th edition D&D books 
for the Realms are out now, but then again, maybe you liked 
the timeline of the pre-4th edition Realms better.  

 
 
Keeping the old books lets you look back towards how things 
were. This is also good in terms of historical perspective on 
how a setting evolved. The various editions of Dragonlance 
are a prime example. 
 
“But I’m just getting rid of the splat books. Those are just 
rules.”   
 
Shenanigans. They’re more than rules – they’re ideas. Let’s 
say you have a book called the Completely Quintessential 
Hobbit. It’s a halfling splat book, filled with all sorts of 
alternate or expanded rules for halfling characters. The rules 
may not jive with the new edition, but those books are also 
filled with ideas. I may no longer be able to play a Hobbit 
Ringbearer prestige class, but the idea can be translated to the 
new edition. Not a game designer? No problem. Online 
communities are filled with amateur game designers, many of 
which are quite helpful. Hey, maybe you don’t have those 
exact rules, but again, we have fluff and background behind 
your Ringbearer prestige class. Maybe you just don’t need a 

prestige class in the new edition to represent the 
same role. 
 
One of my favorite books is the AD&D 2nd edition 
Arms and Equipment Guide. By far, it is one of my 
favorite gaming books. The D&D 3rd edition 
counterpart paled in comparison, and few other 
sourcebooks out there had all that wonderful info. I 
could have traded it in years ago, but I kept it, 
because it continued to be a source of inspiration and 
knowledge for me. Here I am two editions later 
(three if you count 3.5), and I still use the book.  
 
Likewise, your favorite adventures can be translated 
to the new edition. Go ahead and play Temple of 
Elemental Evil with 4th edition rules. You may find 
that the new edition mixed with the old module 
produces some interesting results! 
 
Don’t forget about the collectability factor too. Some 
of those old books are worth quite a penny. If you 
can find a first printing Deities & Demigods, you 
know what I’m talking about.  What happens when 

you get a new gaming buddy and he plays the old edition 
only? Now you’re out of books. Oops! 
 
New editions come and go, and often, they produce a knee-
jerk reaction to sell all your old stuff, typically out of some 
fear that your old books are ‘useless.’ While there may be 
some reasons, such as house space, for trading in books, it 
may behoove you to look at those books a little closer. You 
may find that those ancient tomes still hold great ideas. 
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