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Upcoming
Cons/
Trainings
TAGGS: 4/9 to 4/11
HH: TBD Server Happy
Hour!
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TTGO RUN GAMES:

Kids on Broom & Star
Wars Savage Worlds:
Fri @ 9pm EST
1000 Year Old
Vampire: Happening
Now!

RPG OF THE MONTH:

LISTEN TO THIS:

Teenage Nightmare
by Avery Adler

Shrinks on Bikes from
Rolling for Change!

TTGO HAPPENINGS

The Newsletter
We’ve created this Newsletter in the hopes of engaging the TTGO Discord
community in a multitude of ways. The server has existed since Save Against Fear 2019,
and we’ve been gaining more and more members since that time. The server has allowed us
to discuss and review the many uses for Table-top Role Playing Games and how we each
are using the games in our practice as helping professionals. It has provided many of us a
group of helping professionals to play the games with and practice our GM/facilitator skills
and for others it has given us an opportunity to share our resources and the many projects
we’re working on. As we continue to grow this community, we want to explore using a variety
of different ways to engage the community and this Newsletter is one of them.
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GM Tip of the
Quarter:
Use an X-card
when play touches
on triggering or
upsetting topics,
no questions
asked.
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The Newsletter will be a quarterly (by the season) Newsletter and will
have a variety of features. This Newsletter includes our new Community
Guidelines, a Community Spotlight, and two features from some of the
Moderators. In the future, the Newsletter might include GM tips, Mini
Games, Scholarly Articles, Research topics, Community Spotlight, Game
Designer Interviews, and more.
We also want to hear from you! If you have something you want to share
with us, we would love to have you in our Community Spotlight! Also, if
you are interested in helping with the Newsletter, that is also welcome! If
you are interested in either of these, please reach out to Kayla at
@Kayla Devorak. To reach all the Moderators on the server, please ping
us at @Mods

Current TTGO Moderators:

VOLUME 1

TTGO Code of
Conduct:
TTGO Code of Conduct
includes the following
community held beliefs. The
expectation is that all
community members respect
and follow the code of conduct
at all times.
The server code of conduct is
as follows:

Mary, LCPC (she/her): “I created this server because I wanted there to
be a central place for therapists and other professionals to connect and
discuss this type of work since in my experience I had friends who
gamed and fellow therapists who didn’t, so it was hard to find anyone
that was well-versed in both gaming and therapy.” Mary would have
been a dragon in a previous life. @Mary,LCPC

• No bullying or harassment of
any kind. (racism, sexism,
homophobia, sexual
harassment, aggression, etc.)
Safety and security are
priorities here.

Tinelle, LPCC (she/her): Daughter, wife, friend to many D&D players,
member of the Taino Tribe, and believes herself to have been a fairy who
befriended bees and hummingbirds in a past life. @Tinelle, LPCC

• Jokes about murder, suicide,
sexual assault or harming
another human being are not
funny and are not welcome
here.

Kayla, MS (she/her): Kayla contains multitudes and is currently on
hiatus from practicing traditional therapy as she figures out how she
wants her therapy practice to look, with a focus on Table-top groups. She
currently tests AAA video games and is exploring the tech world and how
she can incorporate a multitude of passions for her next endeavor. In
every life, Kayla is a Vampire and if you ask, she’ll talk to you about the
game about Vampires she’s currently developing with Tim. @Kayla
Devorak, MS
Dustin (he/him): Dustin is brilliant, amazing, and extremely helpful. He
always has a Kickstarter to share or you can find him selling Kayla on
the many RPG games she needs to grab off of itch.io. Dustin shared
Belonging Outside Belonging with many of us for the first time, and in
doing so created our Friday Night play sessions. Dustin would have been
a (insert) in a previous life. @Dustin,BA
Tim (he/him): Hey everyone, I want to help support this community. I run
therapeutic RPGs, do game design, and have a comfy shoulder to cry on
if you need it. Plus, I am a big old geek that loves to talk about it all. Tim
would’ve been Charmander in a previous life! @Timothy Grant
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• Please do not make
assumptions about gender
and respect other's pronouns.
We have a diverse community
here, and everyone deserves
love and respect.
• We understand that different
people have different
perspectives and beliefs.
Speak them with love and
compassion here.There are no
stupid questions here, we
want to nurture growth.
• Please answer and respond
with understanding and
patience.
To read more about how to
use Ouch/Oops check out the
server-info-please-read
channel.
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Spotlight: The Bodhana Group
With TAGGS right around the corner, this quarter’s community spotlight is The Bodhana Group. The Bodhana
Group uses tabletop gaming as directed therapeutic and clinical practice with individuals of all ages and
diagnoses. They also provide training and consultations for those wanting to use tabletop games in an applied
manner. You can sign up for 101, 201, or 301 sections facilitated by The Bodhana Group.
Jack Berkenstock, Jr, Executive Director of The Bodhana group has shared the following with us. To learn more
about The Bodhana Group and the many services they offer to clients and helping professionals check out The
Bodhana Group! Below are Jack’s thoughts on the developing field and our place in it!
The Bodhana Group is proud to be a part of the TTRPG Alpha Discord group. First of all, we are proud to have
been a part of its birth. The community started after a very intense and passionate focus group discussion at
Save Against Fear 2019. This chat brought light to a serious discussion that encapsulated so many distinct
and prominent ideas. First and foremost was the fact that we all believe in this idea of the applied use of RPG.
This is not merely a chance for us to validate our hobby with our families and friends who don’t understand our
interests. It is more than trumpeting that RPGs did not destroy us or erase our social skills. It instead is a
testimony. Through this hobby being a part of our lives, we realized over time and through careful analysis the
growth it has brought us. Gaming has given us more than friends, fun, and memories. It has given us
confidence, creativity, resilience, engagement, a critical eye, and skills too numerous to list. And we all
thought, if we gained all of this without a therapist, imagine what could be done if we injected and guided
therapeutic inclusion into this. Imagine how we could create scenarios that would help teach and inspire?
This has also led to us discussing the important need of making sure that we protect and shepherd this idea
through the infancy period it is experiencing. This approach is a wide-eyed child with a rich world ahead of it,
just learning to crawl so it can stand proudly and walk firmly. For this child to grow, we must all be great
parents. We must talk about how we interacted with the child, what we learned, what knowledge we should
give the child.
Whether you are a licensed therapist, a Psychologist, a Master’s Level practitioner, a Bachelor's Level
counselor, or a Direct Support professional, we all have stories and ideas that have equal value. It doesn’t
matter whether you are a CBT practitioner, an LMFT, a Play Therapist, or you work in D and A. We have a rich
bounty to share and receive. For this child to grow and mature it needs a rich foundation informed by many
traditions, ideologies, modalities, and perspectives. Only then can we strain all of those ideas into the raw rich
broth that forms the stock of a great stew. So we need to talk, share, play, and above all listen. No one person
has this all figured out. And nor should we.
A famous quote from Voltaire states to “Cherish those who seek the truth, but beware those who find it.” This
behooves us to realize that to state we know what something limits our need to seek to go further. In the field
we all love, there are no truths, only great ideas. Let’s all share those ideas in the spirit of always looking for
the truth, and when we have found it, let’s still seek further.
•

Jack Berkenstock, Executive Director, The Bodhana Group

TAGGS
Bodhana Group has partnered with Josué Cardona and Geek Therapy to host TAGGS - the first-ever
Therapeutic and Applied Geek and Gaming Summit. TAGGS will be held on April 9-11th, 2021. This event
will allow professionals from multiple domains, including RPG, board games, Video Games, and the use of
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Geek Culture in therapy to meet, learn, and plot the course of the future of Therapeutic and Applied use of
aspects of geek culture.
The inaugural theme is Community: “Everyone Has a Seat at the Table and we want to welcome all
paraprofessionals, educators, practitioners, students, game designers, and content creators to share their
expertise and learn from each other.” TAGGS is still accepting proposals for panel ideas until March 31st, 2021,
we encourage you to submit your idea and share what you know with all of us!!
To learn more about Geek Therapy or to engage the Geek Therapy community, check out: Geek Therapy.
To sign up for TAGGS check out: taggsummit.org

Monsterhearts to Belonging Outside
Teenage Nightmare is a game of Belonging Outside Belonging that uses a simple No Dice and No Masters
system. It was originally designed by Avery Adler and Benjamin Rosenbaum with their games Dream Askew/
Dream Apart. Using a token economy, you get a token for making a “move” that you’re not good at, which
opens you up to failure, consequence, or worse. With your token, however, you can then use them to have a
moment and make a move you wil always succeed at. When you get into the flow of the game-play, working
through different scenes, you have a game that focuses on the narrative of the play and not the mechanics of
rolling dice. The relationships between characters, conflicts, struggles, community problems, and victories take
the spotlight. For this live play, Kayla and Dustin decided to take the plug and adapt The Queen and The
Serpentine, two Monsterheart’s skins for use in Teenage Nightmare. Below, Dustin and Kayla share their
experience doing this and share some hopes they have for playing these two characters.
We will be streaming Teenage Nightmare as part of TAGGS on Friday night, April 9th at 9 PM EDT. We hope
you join us as this new story unfolds. We will be discussing as a “check out” after gameplay about Belonging
Outside Belonging games and what we’ve learned from them. This will be the very first time, The Queen and
The Serpentine will be used in Teenage Nightmare and we’re curious to see what we learn about ourselves
playing these two skins.

The Queen
- Dustin Yager,
As we talked about playing a game live during TAGGS this year, we settled on playing Teenage Nightmare a
GMless version of Avery Adler’s Monsterhearts that’s currently in development. Then as conversations
continued to unfold, I decided to take a leap, as we will be playing teens in high school, I decided to play a
character that was the complete opposite of who I was in high school. Unabashedly cool, loyal friends, no
worries about money or paying bills, and someone that everyone wants to be around. That meant only one
thing to me as far as Monsterhearts characters go, The Queen. Since there was no playbook yet made for this
character, I decided to dip my toes into the world of game design to adapt The Queen for our game.
I find this system brilliant for several reasons, but most notable is that recently I have been exploring the roles
that stories play in our lives. The story can manifest in many different ways and playing a character that gives
you agency over that story can be a very powerful experience. My teenage years are not something I always
look back on fondly. What if I had been someone else? What would that story be like?
In the end, I am quite proud of the playbook I made for The Queen. When I was growing up, I often wondered
what it would be like if money was no object. How about if I could “turn someone on by being provocative and/
or confident,” or “make someone feel strong, confident, beautiful, complete.” Those are just a couple of moves I
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hope to use while playing Teenage Nightmare as Alexander Price, III. Will you join me and my “gang” as we
show this school who’s boss?

The Serpentine
- Kayla Devorak, MS
When we decided we planned to play Teenage Nightmare as our Belonging Outside Belonging game during
our live stream for TAGGS, I knew I wanted to play a skin that wasn’t The Vampire. I had already played The
Vampire in our previous run of Teenage Nightmare, and as much as I enjoy playing vampires, I knew I wanted
to find a different skin. Even though the current iteration of Teenage Nightmare has added additional skins to
the four Avery initially included, none spoke to me. After looking through the Monsterhearts skins, I found one
that I knew I just had to try playing, The Serpentine.
The Serpentine has a lot going on in its Monsterhearts iteration as it has a “Failing Dynasty” move that is
directly linked to its connections with family and family conflict. I was drawn to The Serpentine’s core dilemma
which is that they are stuck between the world of their family (the Serpent) and the human world and aren’t
able to fully fit into either of those worlds. I asked myself, what would it be like to find belonging in high school
and intentionally shake off the expectations that are weighing you down? I was drawn to exploring that more.
I had never adapted a character sheet before and was excited about the challenge. It allowed me to sit with the
core conflict of The Serpentine and think about how I would like that to show up in the play. I’m looking forward
to using “The Serpentine Powers”, “Reveal your true-self”, and leaning into the familial and human conflict. I
spent most of 2020 searching within myself for the multitude of identities I carry within me and I have a feeling
that playing The Serpentine will continue to help me explore the questions about belonging, community, and
identities I’ve been asking myself all year. I’ll be playing Lucian Hester, The Serpentine, who is trying to
navigate the world of their family’s biker gang, The Gliding Pythons, while trying to be “human” and live a
“human” life.

ISMS at the Table
- Tinelle Evans Reno, LPPC
Racism, Sexism, Homophobia, and other “isms” have been existing in role-playing games since they
were first created years ago. Why this has to do with the discrimination and inequality that exists in
our society. The writers of these games have a sexist and racist foundation from which to draw and
write from. How this shows up includes a list much larger than what I can describe in this section of a
newsletter, but I thought it would be helpful to start with an example.
I remember when I was first introduced to Dungeons & Dragons. I was given the role of a cleric and
was offered a selection of miniatures to represent my character. Most of them were men. And the
female miniatures were of women with very pronounced anatomy (I.E. Large Breasts). My first
thought was, “I either have to play a man or a sex worker type character…” However, the more I
played, the more I realized that I could make the game whatever I wanted, and it didn’t have to fit the
confinements of what was available with a miniature. Throughout the years, the variety of miniatures
have expanded, but there is still a need for growth in this area.
When looking at how to manage the -isms that might already be integrated into the races of an RPG
game or in some other way, it might be helpful to follow these tips. The first step is to reflect on
yourself and what your barriers and biases might be. Everyone has a privilege. This might be your
BROUGHT TO YOU BY THE TTGO DISCORD MODERATORS
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gender, your race, your class, your able body, or something else. Recognizing your privilege and
your biases can support you in being more non-judgemental and more aware of those who have a
different perspective than you. The second step is to welcome those at your table with an attitude of
acceptance (as long as they are not harmful to others) and to be open to making accommodations or
adjustments for any of their specific needs or wants. Open your mind up to seeing things differently
than how they might traditionally be in the game or in the rules. I once played a Drow Druid, and
even though the culture of the Drow as defined in D&D is racist, I chose to see the culture differently.
My character was not inherently evil, she was passionate and loyal to her younger brother. She had
the oath to heal those in need. Thankfully, I had a DM (Dungeon Master) that supported this view.
The third step is to utilize safety protocols so that if any specific triggers come up, the narrative can
be adjusted to support the player. The goal is for every player to have a sense that they are not
inferior to any other player at the table, and that there is an attitude of acceptance no matter a
person’s race, age, height, disability/ability, gender, or sex. I’ll be presenting more on this topic at the
TAGGS conference. We hope to see you there!
————————————————————————————————————————————
If you would like to share your thoughts or suggestions regarding the Newsletter, Code of Conduct or
other Server specific items please feel free to reach out to the Moderators. We are eager to hear you
thoughts on how we can continue to build and improve the TTGO server. The next Newsletter will
release in late June/early July.
- Dustin, Kayla, Mary, Tinelle, & Tim
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Photos courtesy of Buried without Ceremony, Kids on Bikes, and Kayla Devorak
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