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TALES FROM A BATTLE-HARDENED STORYTELLER

DISCUSSION TOPICS

I. Foundations of Fun

III. The Art of Session Flow

 The Role of the Game Master

» What Makes a Game “Fun” for
Everyone?

* Know Thy Table

* Session Pacing: The Pulse of Play
* Spotlight Management
« Combat that doesn’t Drag

II. Building a Game that
Wants to be Played

IV. Improvisation &
Player Wrangling

 Worldbuilding That Breathes
* Plot Hooks & Story Seeds
« Balancing Structure and Sandbox

* Yes, And... The Power of Improv
* Dealing with Derailment
 Handling Rules Disputes Gracefully

GM 101: RUNNING ENJOYABLE TABLETOP ROLEPLAYING GAMES




TALES FROM A BATTLE-HARDENED STORYTELLER
DISCUSSION TOPICS

V. Tools of the Trade VII. Long-Term Success
* Prep like a Pro « Campaign Sustainability
* Using Props, Music & Maps * Levelling Up as a GM

* Digital Tools for the 21st Century GM

VI. Beyond the Dice THE ART OF THE GAME:
e Cultivating Player Investment * Final Words on Running Enjoyable
* Reading the Room TTRPGs

* Being a GM, Not a God

GM 101: RUNNING ENJOYABLE TABLETOP ROLEPLAYING GAMES
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I: Foundation







@ FACILITATOR: GUIDING THE FLOW OF
PLAY

As a facilitator, your job isn’t to command the spotlight - it’s to ensure
everyone else gets to shine in it.

You set the stage, explain the rules, introduce the setting, and help the group
navigate the experience smoothly.

You watch for moments when someone is unsure, hesitant, or needs a little
encouragement - and you help them step in confidently.

A facilitator also knows when to step back, letting players run with a scene,
solve a puzzle, or interrogate that random fishmonger for 30 minutes.

You manage pacing: speeding up when things drag, slowing down for
emotional beats, and keeping the group engaged through transitions.

Analogy: You’re the conductor of the orchestra - not playing all the instruments,
but making sure the symphony works in harmony.



M STORYTELLER: BREATHING LIFE INTO
THE WORLD

As a storyteller, you're the voice of the setting, the fate-spinner, and the
unexpected twist around the corner.

You describe environments, give NPCs their quirks and motives, and create
drama through conflict, choice, and consequences.

Great storytelling is about evocation, not exposition - paint with details that

matter, and let the players imagine the rest.

You craft narrative arcs, yes - but also respond dynamically to player choices.
The story isn't just yours - it's shared, discovered at the table together.

You use foreshadowing, callbacks, and themes to make the game feel
cohesive and emotionally satisfying.

Analogy: You're not writing a novel - you’re building a living story that breathes
in the space between dice rolls and player decisions.



s REFEREE: KEEPER OF RULES AND
FAIRNESS

As a referee, you uphold the game's rules - not to restrict players, but to
empower them through consistent structure.

You resolve conflicts, interpret rules, and make rulings on edge cases that
the system doesn’t cover. The key rule here is the rule of fun, if a ruling
doesn’t make it fun for the players than it shouldn’t happen.

Fairness and consistency are key - not just to keep the game balanced, but to
maintain trust.

Sometimes the rules take a back seat to the drama. Other times, the rules
create drama on their own. Know when to honour both.

When in doubt, adjudicate with transparency. Explain your reasoning and,
when possible, invite collaborative problem-solving.

Analogy: You're the invisible hand of justice - firm, impartial, and always working
to keep the game fun and fair.



%9 FAN OF THE PLAYERS: CHAMPION OF
COOL MOMENTS

Q This is the most important role - and the one new GMs often forget.

You are the players’ biggest cheerleader. You want them to be awesome,
clever, heroic, tragic, terrifying - whatever flavour they’re bringing to the
table.

You set up moments for them to succeed, fall, and grow. You celebrate their
triumphs and give weight to their failures.

Even if your NPCs are against them, you as the GM are always on their side.

Q You build tension not to punish - but to let them break through it, with style.

Analogy: You're the director who claps the loudest when the actors nail their
scene. Their story is your standing ovation.



And when you do it right?

The table leans in.
The dice fall silent.

And everyone - just for a moment - believes.

Questions?



WHAT MAKES A
GAME “FUN”For
EVERYONE?

e The Four Pillars of a Great
Tabletop Experience.
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CHALLENGE SHARED SPOTLIGHT




@ PLAYER AGENCY: THE POWER TO CHOOSE,
ACT, AND AFFECT THE WORLD

surprie yo. and interact with
NPCs.

Why it’s fun: People don’t want to watch a story unfold - they want to be part of it,
driving the narrative forward with their choices.



4 STORY MOMENTUM: KEEP THE WHEELS
TURNING

g\ »

| relationship
changed.

Why it’s fun: Momentum creates a sense of adventure, urgency, and purpose. It
pulls players forward and makes every choice feel like it matters now



@ CHALLENGE: EARNED VICTORIES ARE THE
SWEETEST

Why it’s fun: Overcoming obstacles gives players a sense of triumph and growth.
It’s what makes the cool moments truly earned, and the story memorable.



“4 SHARED SPOTLIGHT: EVERYONE GETS
THEIR MOMENT

Create moments
for introverts.

waiting when
they’re ready.

Why it’s fun: A game where everyone feels seen and valued creates
emotional investment, camaraderie, and deep personal buy-in.



FINAL
THOUGHTS

Fun isn’t a one-size-fits-all metric. It’s a living, evolving alchemy of
trust, engagement, and shared imagination.

As a GM, your job isn’t to entertain your players like an audience - It’s
to empower them to build unforgettable stories with you.

Questions?



Know Thy Table

e Session zero

e Lines & veils

o Safety tools

e Group expectations

Session zero, lines & veils, safety
tools, and group expectations.

Before the first dice hit the table,
before the first NPC monologues
or sword is drawn, you must build
the foundation of trust, clarity,
and consent.

This isn’t just a checklist - it’s how
you forge the social contract that
will carry your group through
battles, betrayals, heartbreaks,
and triumphs.



& SESSION ZERO: YOUR CAMPAIGN'S
GROUND FLOOR

Why it matters: Session zero builds buy-in. Everyone feels ownership over the
game and its tone - so they’re more engaged from the start.




© LINES & VEILS: SETTING EMOTIONAL
BOUNDARIES

II&QI

Why it matters: A safe table is a trusting table. When players feel emotionally
secure, they engage more fully - and with more courage.




@ SAFETY TOOLS: KEEPING THE GAME
COMFORTABLE IN REAL TIME

I I I II *I WI
Why it matters: It keeps emotional safety active, not passive. Respect grows, and

players can take bigger narrative risks when they know there’s a net beneath
them.




sk GROUP EXPECTATIONS: ALIGNING THE

EXPERIENCE
I .I «I I I

Why it matters: Misaligned expectations are the #1 killer of campaigns. Get
ahead of that, and you build something that lasts.




Knowing your table isn’t a one-time task - it’s an ongoing conversation.

Be curious, be flexible, and always prioritise the people at the table over the plot
on the page.

Because when everyone feels seen, heard, and safe?

That’s when the real magic begins.

Questions?
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