
Introduction       1 
i – Who is Ferrel?     1 

Chapter One – Human Resources     
1.1 – The Guild Leader    6 
1.2 – The Officers     12 
1.3 – Chosen Members    18 
1.4 – Your Members     23 
1.5 – Recruiting     28 
1.6 – Punitive Actions    35 
1.7 – Guild Longevity    39 

Chapter Two – Organization Structure    
2.1 – Defining Your Purpose    44 
2.2 – Founding Documents    46 
2.3 – Written Rules     49 
2.4 – Position Hierarchy    56 

Chapter Three – Accounting     
3.1 – Loot Systems     60 

3.1.1 – Leadership-Assigned   61 
3.1.2 – Point-Based    64 
3.1.3 – Hybrid System   66 
3.1.4 – Random Rolls    68 
3.1.5 – Inflation    69 
3.1.6 – Top Heavy    71 
3.1.7 – Bidding    73 
3.1.8 – Zero Sum    76 
3.1.9 – Point Decay    78 

3.2 – Raid Accounting    81  
3.3 – Expenses     85 
3.4 – Parses      87 

Chapter Four – Public Relations     
4.1 – Forum Behavior    90 
4.2 – Websites      93 
4.3 – Dealing with developers   97 
4.4 – Guild Meetings     100 
4.5 – Guild Alliances     104 

Chapter Five – Production      
5.1 – Grouping     108 
5.2 – Raiding      111 
5.3 – PvP Events     123 

 ii 

Guil
d L

ea
de

r's
 C

om
pa

nio
n 

Sam
ple



 iii

5.4 – Competitive Raiding    126 
5.5 – Burnout      130 
5.6 – Why do this?     134 
5.7 – The End?     136 

Appendix A – Example Documents    
A.1 – Iniquity Guild Charter    137 
A.2 – Iniquity Organization Document  142 
A.3 – Iniquity Raid Policy    144 
A.4 – Iniquity Loot Policy    147 
A.5 – Iniquity Recruitment Policy   152 
A.6 – Iniquity Expectations Policy   157 
A.7 – Sodality Rules     167 

 

 

 

Guil
d L

ea
de

r's
 C

om
pa

nio
n 

Sam
ple



Introduction 

i – Who is Ferrel? 

 The first question I am certain you asked when you considered 

this book was, "Who is this Ferrel person and why should I believe 

that he is qualified to teach me anything about leading a guild?"  It is a 

fair thing to ask and something that I felt compelled to address.  I am 

not a huge fan of ego stroking and it has been difficult for me to 

explain myself without doing so.  I think the best way to sum it up is to 

say that I am an individual that has been around guilds for over a 

decade now.  I’ve sat and watched how others lead and contrast that 

with how I might do so.  In all those years I learned a wealth of 

information and have had the opportunity to put it into practice for 

many years.  I'm not here to tell you what is best for your guild.  I'm 

going to tell you about some things that worked really well and some 

mistakes I or others have made and what I learned from them.  With 

any luck you’ll learn something too! 

My MMORPG career began long before these games had fancy 

graphics (or any graphics for that matter).  I got my start as a leader in 

the AOL role-playing chat rooms.  The rule systems on AOL were very 

much a gentleman's agreement and frequently lead to frustration when 

players went outside of them.  It was fun to play there but I always 

longed for something more structured and fair.  That is how I found 

my way into text-based MUDs.  In the fire of rule-driven online role-

playing games my strong predilection for the genre was born.  It was 

only natural that when Ultima Online was released that I purchased 
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and played it.  From that point on there was no turning back; I was 

hooked. 

The basis for my success as a leader truly began in EverQuest.  

I purchased the game at release and immediately jumped in feet first.  

My first character, Telbain, was unfortunate enough to join a guild 

with a terrible leader.  It was unfortunate for him but for me it was 

extremely eye opening.  I learned very quickly about a lot of things 

that you shouldn't do as an administrator!  The experience soured my 

friends and I on guilds and eventually we ended the careers of those 

characters.  It was in our second attempt at EverQuest that Ferrel was 

born.  We knew what we didn't want and we were very careful the next 

time we chose a guild. 

I'm not the only one who started a new character the second 

time we played EverQuest.  All of my friends and I agreed to make a 

“perfect group” so that we could help drive any guild we joined 

forwards in progression.  We were a warrior, a cleric and an enchanter 

so that made selling us easy.  We were careful, researched guilds and 

didn't join one until we were in our low 50s.  Our choice was Fist of 

Iron. It was a small raid guild and we fit in quite well there.  After a 

few weeks I was invited to be a sub-officer and accepted.  It was my 

first true EQ leadership position and we remained there for a little 

while.  Eventually our ambitions grew larger and we applied to the top 

guild on our server, Blades of Wrath. 

The recruitment period for Blades of Wrath was not that awful 

in comparison to other "uber" guilds but it did take us a while to get in.  

Once that happened, however, a whole new world was opened up to 
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me and my style of play changed to the extreme.  I was now a 

"hardcore raider."  Blades was an exceptional organization but had an 

officer or two that probably shouldn't have been in positions of 

authority.  In time I became so frustrated that I did the unthinkable.  I 

took a raid-geared cleric, politely left the guild, and transferred 

servers.  Back then that meant they destroyed ALL of your 

possessions.  I ended up on Brell Serilis with nothing. 

On Brell Serilis I joined some real life friends who helped me 

out.  They also assisted me in applying to the undisputed top guild 

there, Silent Redemption.  SR was so far ahead of the curve it was 

shocking.  I remained with them until I retired from EverQuest.  It was 

in that guild that I learned a lot of good things about how to be an 

officer.  I also had the opportunity to serve as a class leader for a while.  

On the other side of things I learned how not to do recruitment (it took 

over six months for me to go from recruit to member) and how unfair 

council loot systems can be.  On the whole it was a wonderful 

experience and set me up for my eventual success in EQ II. 

When EverQuest II released I joined with my original 

EverQuest friends once more.  We created our perfect group again and 

started plowing through levels.  We waited until we were near max 

level to start selecting a guild and applied to what appeared to be the 

top dogs at the time: Rockeaters.  We weren't max yet and they didn't 

really want to wait and see if we could level quickly.  They turned us 

down and we were invited into a guild named Iniquity.  Iniquity was 

just starting to raid and we were thrilled to be there at the onset of it.  

Much like Fist of Iron the managers of that guild saw something in me 
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