GIQE’ 9 HOW TO BE A GREAT GAME MASTER

UM emnores

THE FEAR OF BEING THE GM - HOW TO OVERCOME IT

Full video link: https://youtu.be/MazBZuunR-g

What makes you afraid to GM? What do you perhaps still struggle with being afraid of when
it comes to being the GM at your table?

We recently ran a poll and asked the community what they fear the most about being a GM,
and the response was incredible! What is most interesting is that most of us struggle with
the same or very similar kinds of fears when we talk about GMing our games. | grouped
those fears into groups where | will go into each of them and how to address them.

Something important to note is that | feel we should embrace our fear. Look at what it
inspires you to do better at and then work on that. It can often times be our biggest teacher.

The first from the list of the most common fears that came up was: Your Friends.

e Your friends
o Thisis the first cluster of fears that came through quite strongly for most
people.
o Your friends — ridiculing you, being bored and disengaged or becoming
enemies.
o The mainissues that came up regarding the fear of your friends were:

e Performing in front of your friends
o Being judged or laughed at for being a bad actor or doing wrong accents
o Ifthis is what your group of friends do to you at the RPG table — find a new
group of friends.
o Your friends should support you in every endeavour to make the game fun
for them.

e Disappointing your friends

o The fear of running a bad game and having your friends disappointed in you
& your skills as a GM.

o There is no such thing as a ‘bad” GM — unless you are intentionally bad and
try to kill the PC’s at every chance you get.

o There are only GM’s that may not understand the fundamentals of being a
GM - but this does not make for a ‘bad’ GM.

o Be up front with your players and let them know that you are starting out as
a GM and ask them for feedback on your game — this will help to dispel your
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fear on disappointing your friends as you have set expectations from the get
go.

e Railroading your friends
o Forcing your friends to do things in-game because they are your friends.
o Railroading = limiting the players choice (agency) by limiting their PC’s
options or choices to a single choice.
o NPC Al & constraints —these are ‘rules’ you’ve set up before the game for
the NPC’s and the world that tell you during the game, what they want to do
or should do.

e Keeping the players engaged

o Why should they pay attention to your game?

o This is a social skill that you have to learn and practice. It takes time,
patience and understanding.

o Ask your players mid-game- you can sometimes only know if the players are
engaged by asking them.

o Then, adjust on the fly. It is better to have a plot hole than to have bored
players.

e Player versus GM
o Who should win? Both!
o The GM can always beat the PC’s — there is no real power struggle. You as
the GM let the PC’s win.
o Support your players, not your NPC's.

Look for the advantage in the fear. Learn from your fear and use it in your next session.

Notes:
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