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“Running a guild is like running a business in a very real sense  However  instead of holding a Running a guild is like running a business in a very real sense. However, instead of holding a 
paycheck over someone’s head to get them to cooperate you have to deal with intangibles like loot paycheck over someone s head to get them to cooperate you have to deal with intangibles like loot 
and DKP ”and DKP.

S W W lSparc, WoW player,

“Either we use a DKP system or we can’t raid It’s that simple ”Either we use a DKP system or we can t raid.It s that simple.
C GM L RO lCustos, GM, LotRO player

“Many guilds have been disbanded and dissolved due to loot arguments ”Many guilds have been disbanded and dissolved due to loot arguments.y g g
http://www.wowwiki.com/Create_a_DKP

“All ild  h  t    DKP t  t  t l l t  I'  GM f  ild  I h  ffi  d t ff  “All guilds have to use a DKP system to control loot. I'm GM of my guild, I have officers and stuff, g K y G f y g , ff ff,
r d    r r I  ild di b d  lit d t ff b  f DKP  M  ild l t  l t f l everyday on my server I see guild disband, split and stuff because of DKP. My guild lost a lot of Loot example y y y g p ff f y g f

members cause DKP ”
p

members cause DKP.
Vahkagarvah, WoW player

"Th  ild i  i  t  di b d if DKP i  t fi d b  8  US E t!""The guild is going to disband if DKP is not fixed by 8am US East!"g g g f K f x y
h // ddi ild /

http://www.blotslauget.org/

O i ’ L i 40 t i l l i t i th i i l l f W ld f W ft Marok, EverQuest2 player http://www.addictguild.com/

Onyxia’s Lair – a 40-man at maximum level instance in the original release of World of Warcraft , Q p y
A 24-man raid encounter by the guild Addiction in Age of Conany g g


