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This book is dedicated to all of my fellow friends and D&D players: Derick Choi, 
Nick Geier, Andy Grabowski, Thao Ho, and Chris Luk.  This book is also dedicated 

to The Queen of Darkness for her undying friendship and support and 
understanding of my nerdiness.

And if you play D&D or any other role-playing game, this book is also for you.
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Forward: The Early Years

I started playing Dungeons & Dragons freshman year in high 
school when my friend asked me if I wanted to join his campaign.   
Until then, I had associated it with this girl who talked about it all 
the time and whom I hated with a passion.  I don’t know why I started.  
I guess I thought it would be fun.

Most people don’t really understand what I get out of the game.  
I’m honestly not surprised.  Most people don’t really understand 
why we don’t just play videogames if we get such a kick out of       
killing monsters and completing quests.  It isn’t just because we 
suck at computer games.  I promise.

The first time I played D&D, I was playing under the incompetent 
direction of my friend Andy.  It was his first time ever as a DM,   
Dungeon Master.  And that was pretty bad.  I mean, really bad.  We 
were playing with kids in the fourth grade who had the attention 
spans of chipmunks with ADD.  And some of the other people also had 
a hard time taking anything seriously.

Like our friend who played a halfling wererat (which is like a 
werewolf except he turned into a giant rat) who was also a rogue.  
And then chose prostitute as his profession.  And played a chick.  
That was awkward, to say the least.

During that first campaign, I played as a male, human rogue whose 
name was Tenari Darellan.  With Tenari, I spent more time thinking 
of his back-story than I did actually playing the game.  Although this 
bothered my DM, it was so much fun for me, that I went off and   
created secondary back-stories for all of the secondary characters 
in that campaign.  Although I learned next to nothing about playing 
the game of D&D, I realized that I had just found a great outlet for 
my creative energy.

After that campaign fell through, our friend who played the    
halfling wererat started his own campaign where I played a male, 
half-elf sorcerer whose name was Ladislaus Corelareth.  With 
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Ladislaus, I really went overboard on the back-story.  I had the most 
angst-ridden character in a fifty-mile radius.  In fact, I put so much 
into his back-story, that I’m still working on it now, and it’s about 
two years after I created him.

After seventh level, our DM got bored and started a different 
campaign, and this time I played a male, dwarf fighter whose name 
was Yeslek Valmord.  Tired of having campaigns shut down on my        
characters, I resolved not to create a back-story for him.  It was 
probably one of the more pointless choices I’ve made while playing 
the game, but at least I didn’t get so attached to him that I felt   
miserable when the campaign quickly died.

After that, I never expected to play D&D again.
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But obviously, my expectations were happily wrong and I remain 
ever-faithful, ever-addicted to this game and its variants.  It’s hard 
to explain how D&D works to someone who doesn’t play, so I’m not  
going to try.  I am going to try to explain why I play D&D instead of 
doing something “productive” on the weekends.  Why I’m addicted.  
Why I’m inspired.

And if, for some odd reason, you feel inspired to go off and start 
a campaign of your own, my blessings and best wishes go with you.  
This world could always use a few more Playing Characters.
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Characters
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After my first three D&D campaigns, my involvement in D&D somewhat   
dwindled.  Andy, however, managed to befriend some other players, and I was 
soon playing even more than I was before.

Summer after sophomore year, Andy got involved in a campaign DMed by a guy 
named Thao.  I found myself becoming more and more depressed as I realized that 
I wasn’t going to be able to join, but to my surprise, Andy asked Thao to let me 
join, and I entered the game with a level of excitement and joy only seen on the 
last day of school.

I didn’t have enough time to create a new character so I reused Ladislaus, 
tweaking him a bit to fit him into the campaign.  However, shortly after I joined, 
Thao quit the campaign and started a different one.  I switched back to Yeslek, 
changing his class to cleric instead of fighter and remained staunchly deter-
mined not to care about him.  But I was pleasantly surprised when our other 
group members started asking about back-stories.

Apparently, this was expected of me.  I was the only person with a creative 
drive strong enough to actually write anything down, which is far harder than it 
seems.  Especially when thirteen pages covers one hour of the character’s life.

I’ve been a writer since the seventh grade, when one of my close friends  
carelessly convinced me that writing was fun.  Back then, my writing was pretty 
terrible, but I like to think it’s improved some since then.  And although I don’t 
actually write down everything about my characters, I’ve thought it all over in 
my head to the point that I know what my character’s uncle ate for breakfast the 
day that the magic school was burned to the ground.  Bread and jam with a mug of 
coffee.

Andy started DMing again, leading a campaign that was based on D&D, but was 
under the d20 Modern system.  The campaign was set in a pseudo-Soviet Union  
campaign.  Except in the future.  Sort of.  We had modern guns, but there were 
huge, flying battleships too.  And magic.  My character was a male, human Zek,  
basically a political prisoner or, as some of my friends affectionately called 
him, a Gulag slave.  His name was Evgeni Dekanosov.

Why did I choose to play a prisoner?  The angst, mostly.  Angst provides   
wonderful role-playing opportunities.  Remember that.

I get ridiculously into the role-playing of my character and to do that, I have 
to have every minute detail of their life planned out to the point that he would 
remember it.  In Andy’s next campaign, using the d20 Future campaign setting, I 
played a male, human strong hero, which is basically a fighter.  His name was Jak 
Ivy and he had a fullblade, which is basically a sword that’s six feet long.  Role-
playing Jak was fun for two major reasons.  His eyes changed color depending on 
his mood and he was schizophrenic.

The deal with Jak was that when he was younger the other kids refused to be 
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friends with him because of his eye-changing mutation.  To compensate, he   
“created” various invisible friends who he talked to.  This only made matters 
worse, calling the attention of the various adults in the community, all of whom 
tried to “fix” him which, obviously, only made matters even worse, if that’s  
possible to believe.  This goes on until he’s twenty-two and then he sets off  
wandering.

As a character, I didn’t talk much and gave updates continuously as to what 
color my eyes were and whether or not I was mumbling to myself.  My friends 
grew frustrated as they asked my character who he was talking to and he   
answered their questions with a silent stare and pale green eyes.  In short, he 
was kind of creepy, and the campaign didn’t last very long anyways, even though I 
enjoyed it tremendously.

Andy eventually started up a World of Darkness campaign which is from a  
totally different role-playing system (based on the d10 instead of the d20, even 
though that probably makes no sense at all).  We were all high school students 
in a small, suburban town across Lake Michigan from Chicago.  My character was 
male and human, and focused in Kung Fu because I felt like it.  There weren’t 
classes in that game, but I was roughly equivalent to the fighter of the party.

His name was Arjan Lee and he did weed, which was the highlight of my role-
playing career.  Every so often, I made a point to have him light up a joint, even 
when we were in his friend’s mom’s car.  This amused my friends but otherwise  
accomplished nothing, as do most drug habits.  Andy recently dropped this game.
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At this point, Chris decided to start up his own campaign, and this was one 
hundred percent distilled D&D.  No sugar added.  Not like we needed it   
anyways.  Chris forced me into playing a girl, and my character was a female, 
human favored soul, which is basically a cleric.  Her name was Liera.  The point 
of me being female was for the back-story that Chris was using, where I was 
a princess in a different kingdom, but banished for having a love affair with 
someone of a lower class.

I was also the one true cleric left in the land and my quest was to bring the 
gods back.  Which is oh so tremendously easy, and considering how we really 
haven’t played that much of that campaign, I really can’t see us getting close.

Andy, inspired by our game of real D&D, dropped the d20 Future campaign 
and started up his own D&D game, where I reverted to the original Yeslek, the 
fighter.  I had a bit more back-story on this one, but nothing really notable.  If 
nothing else, I’ve learned that I have a very difficult time coming up with back-
stories for dwarves.

Our friend Derick has decided to start up his own D&D campaign now, where 
I’m playing a male, elf bard whose name is Vilmar Tathar.  He goes all the way 
back to Tenari’s back-story where he was a secondary character who I favored 
and expanded upon.  His angst comes from the fact that he has a mutilated eye.  
Mutilated eyes are hard to draw, so I give him really long bangs and that solves 
my problems.  When in doubt, hide the eyes.

I really don’t know how Derick’s campaign is going to work out, especially 
since he favors a totalitarian-style government and he’s starting us out as  
conscripts in a giant war.  There are rocks being thrown at us.  Big rocks.  Like 
the size of a trash can and about forty times as heavy.

I have no clue what’s going to happen now.  Andy has plans for a new d20 
Modern campaign, but who knows whether that will work out, or even start in 
the first place.  The unhappy situation I find myself in is that all of my DMs 
have very short attention spans, attention spans much too short for the   
time-consuming demands of a full campaign.  We’re playing in two campaigns at 
once right now and Derick’s will make the third.

I don’t know if any of this will work out.  To some extent, I don’t even care if 
it does.  I’ll keep starting new characters in new campaigns and I’ll be lucky if I 
can even write down a tiny fraction of my back-stories.  I probably get more  
inspiration out of these games than anything else.  My DMs would like to think 
otherwise, but they all know it’s true.

If I have the proper inspiration, it really doesn’t matter what I do.  A story 
will form.  It might take three years to get on paper, but it will form, and that’s 
all I’m really looking for right now.
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Andy Grabowski, age sixteen, was introduced to D&D in elementary school, but 
only started playing seriously since his freshman year of high school.  He started 
his career as a DM for his first ever campaign because no one else wanted to.   
After a very lousy first campaign, he more or less abandoned DMing, playing in 
various other campaigns until junior year, when he started a d20 Modern   
campaign.  Andy has strayed away from pure, undiluted D&D, DMing (or GMing, for 
Game Master) the aforementioned d20 Modern campaign, a d20 Future campaign, 
and a World of Darkness campaign, which is based on a totally different game  
playing system.  He returned to D&D, however, in a  campaign that is still going and 
is planning a d20 Modern campaign for the near future.
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Thao Ho, age seventeen, was introduced to D&D in elementary school where he 
played one very short-lived campaign (of sorts) with Andy.  He started playing seri-
ously during his sophomore year of high school.  Thao started DMing the summer 
before his junior year of high school, and then dropped his first campaign and 
started a second, this time with pirates.  Neither lasted all that long, but Thao 
has plans to start up another D&D campaign the summer before senior year.  Right 
now, he plays in everyone else’s campaigns, including Andy’s experiments with D&D 
variations and other systems.  Thao’s characters all seem to have a penchant for 
drinking.
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Chris Luk, age seventeen, started playing D&D the summer before junior year, in 
Thao’s first campaign.  Before that, he started reading various novels using D&D 
as a base for their storyline in the summer before sophomore year.  These novels 
were basically written about campaigns that various players had gone through, 
and inspired Chris to eventually start his own campaign, based heavily on one of 
the novels.  Besides DMing the one campaign, which is still going, Chris plays in 
everyone else’s campaigns and reads D&D-based webcomics.  He has also mastered 
the art of character creation, practically memorizing all of the books and thus 
being able to find the most obscure loopholes to make extremely powerful  
characters.  Chris laughs at everything.
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Derick Choi, age sixteen, started playing D&D the summer before his junior year, 
also in Thao’s first campaign.  Before that, he had played various computer  
versions of the game, such as Neverwinter Nights.  Derick likes combat more than 
he likes role-playing, unless he’s doing political negotiations.  He also likes  
playing computer games more than interacting with other people, but we don’t 
hold that against him.  Derick has recently decided to start his own campaign, and 
no one really knows what’s going to happen with that since he’s never DMed  
before.  The proposed setting is smack in the middle of a large war, in which all 
of us have been conscripted.  Although his proposed plan scares some of us, we’re 
going to wait and see.
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Nick Geier, age seventeen, was first introduced to D&D sometime in elementary 
school where he was also in the same pseudo-campaign as Andy and Thao.  After 
that, he started seriously playing his sophomore year of high school.  Nick has 
never been a DM before and isn’t sure if he ever will be in the future although 
he has thought about it.  Nick spends a lot of time on character creation, always 
paying careful attention to every detail about his character.  He is also a very 
good artist and draws sketches of his characters and, at others’ insistence,  
settings in the campaign.  Nick is a little more into the role-playing aspect than 
most and has put quite a bit of thought into his characters’ back-stories.
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Michael Martínez, age sixteen, has played D&D since her freshman year of high 
school where she was one of the more dedicated players in Andy’s first campaign.  
The only girl in nearly all of the campaigns she’s played in, Michael has attempted 
to fit in by role-playing as guys almost exclusively.  The one exception was when 
Chris insisted that she play as a girl for the sake of his campaign’s back-story.  
Michael spends more time on character back-stories and sketches than she does 
on the technical aspect of character creation, even writing down her characters’ 
back-stories.  She is always hoping that the next campaign will hold more role-
playing opportunities.
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  My guy 
  has to 
  get
  drunk.”
      -Thao Ho

“
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This is Thao’s house, one of our favorite places to 
hold games.  There’s always lots of food (chips,  
cookies, pizza, etc.) and Thao’s parents don’t make us 
pay them back anything.  Although they probably will 
after they read this.  The one downside is a shortage 
of soda.  And by shortage, I mean there isn’t enough 
for more than one can each, which is less than what 
some of us need to stay awake after school.



��

Nick Geier was nice enough to draw sketches of 
some campaigns we’ve played.  This particular sketch 
is from Andy’s World of Darkness campaign, which, 
sadly, is no longer continuing.  In this scene, our  
party has been exploring the abandoned mental  
institution out in the middle of the forest (yes, it’s 
a horror story) and have found it converted into a 
makeshift science lab.  However, everyone inside 
has been brutally killed by some kind of animal.  
In this room, we’ve discovered that scientists have 
been breeding werewolves in large tanks, but were 
killed attempting to dissect one that wasn’t   
properly sedated beforehand.
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In this sketch, Nick drew a scene from Thao’s first 
campaign.  Our party had just stepped through a  
dimensional door (a door that leads to an alternate 
dimension) and found ourselves in what seemed to 
be a room, but was infinitely huge.  Walls, floor, 
and ceiling were all totally white.  In the center 
was a single chair, with a small box on top.  Not 
knowing what else to do (and realizing that the 
door was gone) Andy decided to lift the box off of 
the chair...
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Here, I was the only one who could host, but at 
the last minute, found out that my little brother’s 
death metal band was coming over to practice.  Since 
they’re usually hostile to D&D players, we decided 
to relocate to Cuesta Park where we dodged rabid 
squirrels, talked about the good old days with   
aging park rangers, and politely declined some  
hamburgers that were graciously offered to us by a 
large family having a loud party next to our table.  
Suffice to say, we never want to play there again.
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Everyone knows about D&D.

Back in the eighties, people who played D&D were considered suicidal, homi-
cidal, devil-worshipping, dangers to themselves and to society.  Whole organiza-
tions (namely Bothered about Dungeons and Dragons, or B.A.D.D.) were founded 
on this principle.i   But times have changed and now the people who play D&D 
are chiefly considered nerds, harmless losers who have nothing better to do in 
their free time than to roll dice and talk about such obscure concepts as “AC” 
(Armor Class, not Air Conditioning) and “Feats.”  No one really understands the 
game or why people play it and frankly, no one really cares.

But if you were to ask someone who plays D&D about the game, their response 
will automatically fall into one of two categories: combat or character.  Combat 
is crucial to the game.  You go through dungeons and fight dragons.  Or goblins, 
orcs, kobolds, tarasques, dire badgers, liches, ghosts, extraplanar beings, hu-
mans, demons, water elementals, gelatinous cubes, etc.  In other words, combat 
is central to D&D.  Random encounters usually help move the plot along and 
without combat, very little can be accomplished.
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However, characters are so much more important than combat, namely be-
cause if there aren’t characters, there isn’t a plot. Andy is the first DM I played 
under and who I still play with in his, and other DMs’, campaigns.  He explained 
in an interview, “You have to get into the head of the person who you’re playing 
because otherwise you can’t … play them in combat.  So without one there can’t 
really be the other in a good D&D game.”2  Although I would say that without 
characters, combat is pointless.  Combat moves the plot along, but the charac-
ters have to get to the combat point or, if they’re especially cunning, dance cau-
tiously around it.  At times, the players get so into character that they lose all 
touch with reality and the world as it exists beyond the battle grid.  The core 
of D&D is the role-playing, the acting, the attempt at a believable escape from 
the mundane textbook reality that so many adults tell teenagers to call life.

Any teenager with half a brain would agree that seventy percent of the time, 
school is a waste, and that doesn’t include the lunch period.  Everyone, yes, 
everyone, wants to escape from their reality and they accomplish that either by 
watching movies and TV, listening to music, reading books, drawing, writing po-
etry, playing videogames, surfing the internet, or sleeping.  Some play D&D and 
escape into a fantasy world where they aren’t failing English and running a 
seventeen-minute mile, but ripping the heads off evildoers and being showered 
with gold pieces from the local village’s inhabitants.  I mean, I’m not failing 
English, but that still sounds better than class.
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Character creation allows a typically mediocre high school student to be-
come a very strong, very large, very awesome twenty-four year old half-elf 
paladin, smiting evil with a sword that’s six feet long from atop a shining, white 
warhorse.  And if smiting doesn’t float said high school student’s boat, there 
are dozens of other races, classes, weapons, and steeds to choose from.  Thao, 
another DM I’ve played under and who I play with as a fellow Playing Character 
(PC) in multiple campaigns, has probably been playing longer than I have.  “My 
favorite character I made was a barbarian named Jim.  He’s a big guy.  He’s kind,” 
Thao said, describing a character he created for an old campaign.  He contin-
ued, “There’s really not much to say about Jim.  He has a one-syllable name.  He 
breaks things.”3   The infinite possibilities are more than appealing to Andy.  
Having played role-playing games on the computer before getting into D&D, he 
knows what it’s like to have a limit and that it’s kind of nice to forget that they 
exist for a couple of hours.  It’s the feeling of freedom that’s so appealing to 
Andy, the feeling that he can be or do anything he wants because nothing, noth-
ing at all, can stop him.

And although infinity and control are both appealing incentives, most people 
who play have deeper reasons to start.  They go beyond those who start simply 
because they want to hang out with their friends and they don’t really have 
anything else to do on the weekends.  They have an imagination that’s chewing 
at the bit even though the race is over.  They have an everlasting spring of cre-
ativity that’s perpetually bubbling and overflowing from their already crowded 
mind into the infinity of their existence.  Needing to point this flow in a semi-
logical direction, they turn to D&D, a game that welcomes the creative mind, un-
like the thousands of computer games that were created for the sole purpose 
of beating the next boss.  The thought and creative energy that D&D requires is 
a welcome exercise in imagination for those who play it.  Seeking either an out-
let for their ideas or an escape from their life, high school teenagers enter 
the world of D&D and find a paradise that they once thought unattainable.

That’s why I play D&D.  I started because I thought that it would be fun and I 
wanted to hang out with my friends, but it turned out to be one of the most per-
fect mediums for self-expression.  Two and a half years later, I find myself ad-
dicted and involved in four different campaigns under three DMs and from two 
(perhaps three) different role-playing systems.  When I’m bored in class, I think 
of back-stories for my characters, back-stories that span forty-five pages and 
a measly ten years of a twenty-one year old character’s life.  And when think-
ing just doesn’t cut it, I draw.  I draw my characters, their friends, their family, 
their enemies, their acquaintances, their lovers, their neighbors, their school 
teachers, and their current group (party) members.  I draw my characters as I 
imagine them, from age five to thirty-two, and scrawl what comes to mind about 
their lives, what song lyrics describe them, what their favorite colors are.  
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I’ve thought and sometimes written extensive back-stories that have included 
reasons for adventuring including, but not limited to, revenge on a childhood 
friend, a need to prove oneself, a quest for a lost lover, a conscription in the 
local militia, and a lifetime of wandering forced upon a misunderstood, schizo-
phrenic mutant.  Just in excruciatingly high levels of detail.  Granted, I put a 
little more effort into my characters than most people who play, but I tend to 
have a wilder imagination.

For me, D&D has not just provided an outlet for my imagination, but also in-
spiration for my creativity, a well from which I draw more ideas daily.  It provides 
me with the opportunity to create another world, another person, another life.  
It provides me with the opportunity to live in another world, as another person, 
in another life.  It provides me with the ultimate form of escapism.
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I don’t want to be a teenager sometimes.  Most teenagers don’t want to be a 
teenager ever.  Parents don’t understand you, teachers demand too much of you, 
and friends desert you at the drop of a hat.  High school is the ultimate dra-
ma.  And not just a drama, either.  I’m talking soap opera, here.  This lasts four 
whole years, which may not seem like much when you’re eighty-years-old, but 
when you’re only sixteen, that’s a whole quarter of your life.

And wouldn’t it be so nice to forget about the SATs, college, school, chores, 
and my little brother who thinks D&D is probably the dumbest game ever invent-
ed, besides Pokémon?  When I play D&D I can sometimes forget that I’m a teenager 
in high school with little to no control over my life as I currently live it.  The 
only ways I could get the level of control I want are either by running away and 
becoming a hobo on the streets of San Francisco or growing up.  The first re-
ally doesn’t present me with any control, and the second takes too long.  D&D is 
the next best thing.  Actually, D&D is the best thing.
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When I play D&D, I have to think about which weapon I’m going to use when 
we enter the next battle.  When I play D&D, I have to think about who’s going to 
bluff the party into the mayor’s office, or, if we’re already in the mayor’s of-
fice, who’s going to argue to get the mayor to increase the bounty on the kobold 
heads we just hauled in.  Whether or not these things are any better or worse 
to think about than my mundane tasks in real life is debatable, but what is defi-
nitely true is that I enjoy thinking about these things.  I enjoy thinking about 
my character’s life because I know that no matter what happens, everything’s 
going to be okay.  And if not, angst is good too.  It’s more interesting to read or 
hear about than happiness.  It’s important to have in a story, as long as the angst 
is both interesting enough to appeal to our morbid curiosity and believable 
enough so that we don’t just roll our eyes and zone out part-way through the 
angst-ridden prologue to the campaign.

Which leads me back into the storytelling aspect of Dungeons and Dragons.  
As Dungeon Master Kate Hill, Vice President of the Macalester Gaming Society 
(as of 2006), explained, “I love the spontaneity, the creativity… basically, you’re 
writing a novel on the go about several of your friends.”4   Thao agrees as well, 
saying, “I want to create a story.  That’s the main thing in a campaign; it’s to cre-
ate a story that other people have to live in.”3   I’m not a DM, so I’m writing a 
novel about myself, with several of my friends playing backup roles.  And I’m not 
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just writing a novel; I’m living in an alternate reality.  A reality where my cre-
ativity reigns supreme.

I can do things in D&D that I could never do in real life.  In D&D, I can go up 
to some random guy in the street and beat him up.  In reality, I hurt myself pre-
tending to slap someone.  In D&D, I can sneak into a castle stronghold and steal 
mountains of gold.  In reality, I can’t even open the door to my own house.  With 
the key.  In D&D, I can save the world, talk to the gods, and fight with traitorous 
kings.  But in reality, I still haven’t finished my math homework, and it’s almost 
eleven thirty.

When I play D&D, I don’t need real life.

1 Robinson, B. A. “Role-Playing Games: Attacks by Conservative Christians.” Essay, 1996. Religious
        Tolerance.org. 5 Apr. 2007 <http://www.religioustolerance.org/d_a_d2.htm>.
2 Grabowski, Andy. Personal interview. 7 Mar. 2007.
3 Ho, Thao. Personal interview. 18 Mar. 2007.
4 Malik, Jamal. “Dungeons and Dragons: It’s Not Just for Losers.” Mac Weekly. 12 Mar. 2006. 5 Apr.
        2007 <http://www.themacweekly.com/articles/20060309/features/215>.
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Being a DM is hard.

I wouldn’t know.  I’ve never been one.  But most of 
my D&D friends have been one (or are planning to, 
in Derick’s case).  Andy’s our most active DM, having 
presided over five campaigns.  Thao, only DMing two, 
put hours of effort into his camapaign, typing his 
scenarios beforehand.  Where Andy would ad-lib, 
Thao would prepare extensively.  Andy’s campaigns 
are good for action and a little more fighting.  
Thao’s were good for the thought that we had to put 
into playing them.  What I’ve managed to collect is 
an assortment of their notes for various campaigns.
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“ If you’re the
 Dungeon 
 Master, you 
 can do
 anything.
 That’s why I’m
 the Dungeon
 Master.”

   -Andy Grabowski
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Andy’s maps are 
hastily drawn 
during games for 
the sole purpose 
of telling us 
where everything 
is supposed to be.
For battles, he 
draws bigger 
maps with a wet-
erase marker on 
a large grid.
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 “I want to
  create a
  story.”
   -Thao Ho
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Afterward: Creative Gaming

There really isn’t much more I can say about D&D without  
explaining the rules.  While this would surely be entertaining for 
everyone involved, if you really cared that much, you would go out 
and purchase the core rulebooks for yourself.  They are kind of  
expensive, though.  Maybe you could download the torrents.

I’d like to think that after reading this, you’ve found something 
interesting about the game, or about characters, or maybe about 
me.  I really don’t know.  Perhaps you just looked at all the pretty 
pictures.  I’d like to think that you got something special out of this 
book, this tome, maybe, if it were only a little bit bigger.

If you’ve read this and felt motivated to start your own D&D  
campaign, to join someone else’s campaign, or to create a character 
of your own, just for kicks, I’ll feel a little better about myself.  
If you’ve read this and felt inspired to do something creative with 
your life, to draw a picture, to write a story, to sing, I don’t know, 
I’ll feel a little warmer inside.  All I really care about at this 
point is creativity: creative inspiration, creative opportunities,   
creative outlets.  If you’ve read this and found any one of those, 
I’ll feel a little sunnier the next time I actually leave the house.

But if nothing else, if nothing else, I hope you’ve learned that 
D&D isn’t just for nerds.  D&D is for the creatively inclined, the 
creatively minded, and the creatively endowed, D&D is a haven for 
creativity wrapped up in some imagination and dipped in fun.  D&D is 
one of the most amazing games I have ever played, and the energy 
I leave with after a game is more raw and charged than any other 
energy I have experienced.  It is an intense, driving need to share 
my character with someone else.  A need to spread the story, spread 
the word, spread the inspiration around and let everyone have a 
drink.  It’s a big cup.  I don’t think it will run out anytime soon.
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