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Tips fOR NEW GAME MASTERS

The Dadics

THERE is NO RIGHT OR WRONG WAY TO GAME MASTER

Everyone is supposed 10 Have fun, including THE GAME MASTER

Role playing GAMES ARE COOPERATIVE STORYTELLING

THe gamEe masTer designs THE ploT and THE sTORY unfolds As THE

players play

* You do Not Have 10 MEemoORize THis document. Using some of
THese T1ips will make THe game more fun, THough.
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GM / GaME MASTER: THE NARRATOR/DIRecTOR Of THE ROle-playing GAME.

NPC: Non-player cHARACTER. THE GgamME masTER Will frRequently voice THe NPC.
Role-Playing: People AcTing As ficTional CHARACTERS iN AN IMAGINARY SETTING.
ENcOunTeR: MEeeTing NPCs (NON-player cHARACTERS). THis usually means EiTHER A
CONVERSATION OR A figHT.

SiTrinGg: People GetTing TOGETHER TO play A GAME. MANy AdVENTURES REQUIRE MORE
THAN ONE SITTING.

AdVenTURE: A complete episode witTH A beginning, middle, and end. It may Take
MORE THAN ONE SITTING.

CampaigN: A ser of Related AdVENTURES.

Bartle Map: A vinyl OrR laminaTEd maAp WiTH EiTHER sqQuUARES OR Hexagons foRr
drawing A baTTle scene OR Aerial view of THe layourt. This makes fights much easier
TO MANAGE.

Standups / MiNIaTURES: SMALL sTaTUES OR cARdAboARd ON STANAS THAT REPRESENT
cHARACTERS, MONSTERS, ANd NPCs oN THE baTttle map.
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o A GM and 4-6 players eacH sitTinG is opTimum. 3-8 is workable.

o 2-7 players 1aking TURNS GMIiNG WORKS DEsT.

o ONe sitring every T™WO WeEeks is usually best, but once A week is OK. If
you do Role-playing Games 100 offeN you GeT A burned-out group and if
you do NoT MeeT OffeN ENOuGH players lose MOMENTUM AN INTEREST.

o Keep THe players involved (this is role-playing). THey should be doing
stulf, NoT listening TO THE GM Read stuff.
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Your first AdvenTurRe should be A simple ONe, perRHApS AN iNTROAUCTORY
AdVENTURE THAT comes wiTH THE GAME.
If THe players ARE New TO ROle-playing GamEs, qive THEM ARCHETYpE
CHARACTERS TO GET STARTEd MORE quickly.
Every gamE sHould sTART with A qood AdVENTURE. CREATE AN AdVENTURE, USE
ONE THAT came witH THE GAME, puRchAse ONE fROM A CcOMMERCIAl SOURCE,
OR REUSE A [riends wiTH THEIR peErRmissioNn. Have A look AT
RR__Adventure_design_101l.
Reread THE AdventTurRe bEforRe THE GAME.
Have miniaTURES OR sTaNdups for NPCs THey may fight ready abead of Time.
If you can pre-draw AREAs WHERE A figHT mMAy occur oN A barttle-mar, do
so. Having several barrle-mats can be Helpful for This.
StART WiTH someTHING HAppENinG, NoT wiTH CHARACTERS HANGING OUT.
WHenever possible, do mundane bookkeeping offstage so Nobody hHas 10
WAIT foR SOMEONE TO SHOp foR EQUIDMENT OR MAKE A CHARACTER. EXCEPTION:
The first Game will Have eveERyONE MAKING CHARACTERS AT THE same TiME and
GETTING STANAARd EQUIPMENT.
If someone sHows up late witTHOuT A cHARACTER, leT THEM use A loANER
charRAcTER fOR THAT sitring. Help THe person make His/HER OWN CHARACTER
AfTER THE GAME. LOANER CHARACTERS COME WiTH THE GAME (Rex Hammer & Viola
starr). IT is OK if you Have Two OR THREE lOANER CHARACTERS THE SAME
GENAER, jusT GiVE THEM UNIQUE NAMES.
Explain WHAT equipMent does if THE player does NoT know.
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Know THE Rules. THERE ARe ONly 16 paGes. Read THem.

KNnow THE GENRE. ROARING Rockers game masters sHould rRead RR__Genre
and RR_GM__guide.

THere is A loT of supplemental material, like ThHis one. Know WHAT is iN
THEM so you can consult THEm WHEN useful (berween games). You do NoT
Hﬁve 10 MEMORIiZE THEmM All, just know WHAT is iN THEM iN case you Need
THem.

TRy 1O keep THinGs HigH enerqy. Do nNot ler THE game bog down.

Do (NjOT be Afraid 1O cHange THe plot TO0 match THe players and ThHe
mood.

Do Not force THe players To do stuff THey do Not want 10 do. If THeir
choices mean most of THe adventure will NoT be used, THat is fine. A well-
designed Adventure will Have material THAT does NoT GeT used.

Give players options, but do NoT bury THEM iN TOO MANY OPTIONS.

It is OK if THe players clever THEIR wAy AROUNd YOUR TRicks, TRApS,
puzzles, orR oTHER obstacles. Do NoT TRy TO fORCE THEM TO deal with iT.
RewARd THEm with THE easy path They discovered.

THe players will always do THings you do NoT expect. Go witH it bur
sTEeER THEm Away [Rom THiNnGs THAT will derail THe game. If players do
SOMETHING THAT sHortcuts Half your adventure, THAT is fine. Burt if They
WANT TO GO ON A wild qoose chase To THE wrong planer while THe bad
quy destroys THE qalaxy, advise THEm THAT THEy ARE ON THE WRONG TRACk
SOMEHOW.

SomMeE GMs use A scReeNn TO Hide THeiR NOTES And die Rolls fRom pRying
eyes. Put key iNfORMATION ON YOUR side of THE SCREEN. A SCREEN COMES
WIiTH ROARING ROCKETS (some assembly Required).



THis is sTORyTelling. SomeTimes it makes THE game better if you Rroll THe die
beHind YOUR ScReeN fOR AppearRANCES AN THEN ANNOUNCE THE Result you
WANT. THis can be Really iMmportant if THe bad quy makes A super lucky
Roll THAT would wipe out THe cHarRacTeRs ON THE eve of THEIR ViCTORY (the
players hate that). SOMETIMES THE AdVENTURE calls for A pretend die roll with
pRE-ORAAINEd REsULTS.

Props can bring life TO A scene but can Also be overdone.

Background music or sound clips can Help ser A scene, but can be
distracTing if played too loud or NoT cHosen well.

WE All make mistakes. Admit THE Goofs SOONER RATHER THAN [ATER.

Low die Rolls mean THe bad quys Hit. HigH Rolls miss.

THere is NO sTAT foR luck iN RoOARING Rockers. If you WANT TO SMITE
SOMEONE WiTH someThHing bad, pick THe one wHo uses THE mosT impolite
[ANGUAGE.

AITERNATING  GAME MASTERS is A Really good idea. INnstead of ONE PERSON
Having To GM all ThHe Time, i1 drRaws OTHER players iNTO THE CREATIVE
PROCESS.

TEAM  GAME-MASTERING CAN WORK WEll. IN ONE COMDINATION A STRONG
STORYTEIlER/ROLE-playeR is iN CHARGE Of STORY ANd A MATH-GUY/RULES-lAWYER s
iN cHArRGe of fights. IN ANOTHER A TAlenTed AdVeENTURE-MAKER makes THE
AdVENTURE AN ACTS AS ASSISTANT TO A STRONG GAME-MASTER.

It is sometimes A good idea 10 offload certain THINGS ONTO players. A
MATH-GUY cAN Help RUN combats. ARRANGE fOR A CERTAIN pIAYER TO RUN A
CerTAIN NPC.

SOMETIMES TOO MANY players sHow up. RaTHErR THaN be overloaded, offload
THe bad-quys onto oONe of THE players. AwaArRd His CHARACTER EXPERIENCE
for RunNiNG THE bad quys Well and MeeTing THEIR VicTORY Goals.

Do ~Not RusH THE wrap-up AT THE end, even if it is qerming late. THey Need
feedback fRom THe GM And THe cHARACTERS SuUpERViSOR. THey Need Awards
aNd ReprimANnds. THey Need 1o say wWHAT They ARe doing duRiNG WRAp-up.
THey Need 1O Receive and spend EP.
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THere sHould be both Rrisk And Reward for All players iN EVERY AdVENTURE.
GiVe eVERy CHARACTER THE OppPORTUNITY TO bE A HERO iN EVERY AdVENTURE.
CHaRACTERS MusT be Able 10 mMaAke prROGREss TowaArRd THEIR GoAls, GaiN
skills, accumulate THe equipment THey want, be decorated, and so forTh.

Characters should NoT accumulate MORe sTuff THan THEy can carry. How
MANY MOViEs SHOW ACTiON HEROES GOING EVERYWHERE WIiTH AN EQUIDMENT
CART?

Do NOT RECORA MONEY, EXPERIENCE POINTS, OR dECORATION POINTS ON THE
back of A cHaracTer sHeer. Use A special form oOR A shHeer of lined paAper
for THAT. THEy cHanGE every Ggame and it is HARd 1O play if THe cHaracTer
SHEET is A MESS.

Name placards or badges witH cHARAcTER Names ARe Helpful. THERe ARe loTs
of ways 10 do This.

SHeeT pROTECTORS ARE GOoOd fOR PROTECTING A CHARACTER SHEET DETWEEN
gAMEes. THey Help keep THe supplementary sHeers, name placard, and
cARdboArRd standup WiTh iT.

Help THe players develop THEiR CHARACTERS pERSONALITY DETWEEN GAMES, OR
SeNd THEM TO SOMEONE WHO is DETTER AT iT THAN yoU.
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AN AdvenTuRe usually unfolds As A series Of SCENES. AS GAME MASTER, YOU SET THE
scene ANd THE players Take it fRom THERE. FOR example:

You See A GRASSY savannah with NO TRees OR buildings in ANy
direction. A Hovercycle is ADpROACHING yOU AT A GREAT RATE Of
SpEed.

Give THE players TiMe TO ReacT, speak, And Take wHATEVER AcTtions THEY wish.

The hovercycle is close, now. IT is slowing down. THe Rider Has A
Red Helmer and is dressed all in Red.

Give THE players TiMe TO ReacT, speak, ANd TAke WHATEVER AcTioNs THey wisH. THEe
cHArACTERS HAVE Less THAN A minuTE UNTil THE HOVERcyclE ARRives.

The hovercycle stops and THe Rider dismounts. THE RIider is A
TIGERWOMAN. SHE REMOVES HER HElMET and says “EARTHMEN, THE
MoTtorHORdE will come over THAT Rise in minutes. GET us All out of
here and | will share informaTiON. “

Give THE players TiMe TO ReacT, speak, and Take wHATEVER AcTtions THEY wish.
Er CeTera.
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Always plan WHaT will Happen if THe characTers fail, THAT way you can keep
THE AdVENTURE MOVING.

Do not information dump oN THE players. Give eNougH iNfORMATION TO SET
THe scene and mood, and enougH for THEm TO Make decisions. INFORMATION
dumps can be iNn Handouts before OR AffER games. Handouts ARe Also A
Ggood way 1o Give leaders ANd TRAVEL AGenTs THE informATiON THEY Need.
ROARING ROCkEeTs AdVENTURES can sTAll out if THE TRavel AGent does NoT do
Her job. SHe Has all THe inNformATION EVERYONE Needs AT Her finGERTips And
EiTHER Has NoT looked AT it OR does NOT sHARE iT. You may Need TO
PROMPT HER TO SHARE OR EVEN HAVE AN NPC sHARe THE iNfORMATION.

A story Needs dialog. CHaracters sHould Talk To NPCs instead of ThHe
GAME MASTER NARRATING.

SHow, ~ot Tell; This is standard storyTelling Technique. Be tHe NPC ThHe
players 1alk T1O. Put THE TACTiCAl SituaTiON ON A pRE-ARAWN bATTlE mAT. THE
characTERs find A NOTE: InsTEAd Of saying WHAT is ON i1, Give THE players A
copy. Er cetera.

Do Not ler THe game stall. Do Not ler THe players sit ARound [RUSTRATEd,
UNAbLE TO solve THe puzzle THey Need TO MOVE ON, OR GET HUNG up iIN ANy
OTHER way. Do WHAT you Need TO, Give THEM AuTOMATIC success iN A diE
RoOll, OorR Give Away iNfORMATION if NECESSARY (suGGesTiOns fRom AN NPC is a
standby soluTtion).

WHen THE players Appear 10 be Getming stuck, ask THem wHaT ThHey ThHink is
GOING ON. THen find A way 1O put THem back on Track. Ofren wHaT THE
players THiNk is qoing ON Will be MORE iNTERESTING THAN WHAT you hHad iN
mind; AlTER your AdvenTuRE ON THE spot if so. Ofen ThHe players
miscONCEpTION Will be THe spark of AN ENCOUNTER THAT GeTs THE GAMmE
MOVING AGAIN (if THEY ARE EXPECTING SPACE PIRATES, HAVE SPACE PIRATES SHOW
up. THE pirates can spill vital iNFORMATION TO GET THE GAME MOVING).

Do not qer distrRacted, cHeck yOourR pHONE, START SERVING dinNeR, €Tc. If
you ARe boRred, THEy ARE MORE bOREd. GET THE GAME MOVING AGAIN.

No senseless fights. You aRe bored so mMoNsTERs pop out of THE GrRound.
THe chHaracTeErs wON THE fighTt easily, so Twice As many bad quys come



RAPpPElling fRom THE RAfTERS. Senseless figHTs ARE NOT SsTORYTELliNG ANd GET
old fast. Players Ger mad if THeEiR cHARACTER diEs iN ONE.

Red HerriNgs ANd RANDOM-SEEMING EVENTS ARE STANdARA ploT devices, burt
distRacTing THE players with loTs of UNNECESSARY EVENTS And ploT dETOURS
is NOT good sToRyTelling.

Encourage Role-playing. THe cHaracter’s likes, dislikes, values, speech
PATTERNS, AN pOINT Of view will be different flRom THE players.

Enforce some elements of Role-playing: THe characTeErs know THiNGS THE
players do Not know (like How 10 HOTWIiRe A spaceship) and THe players
know THings THE cHaracTeErRs do NoT (This GM likes 1O USE A secONd wave
of bad quys).

RoARING Rockers may be an unfamiliaAR GENRE TO YOUNGER players. Do NOT
NEGLECT SETTING, dESCRIpPTION, CUITURE, OR GENRE-building.

The G acts as the

@)
@)

O

Know THE Rules. THis game Has sHORT Rules.

All pHones off. PHoNes ARe GAmE-Killers. Remind EVERYONE AT THE DEGINNING
of Every SiTTING.

THe players ARe A social group like ANy oOTHER. InsisT THey curb THEIR
misbeHAviors WHile you ARe GMinG. THey sHould TReAaT everRyoNEe else with
RESPECT ANd SHOW COMMON COURTESY, NOT diSRUPT THE GAME.

Do not let A player ARGUE WiTH you. Nobody came 10 watcH That. If it is
iIMpORTANT TO THE player, offer 10 TAlk TO THEm laTer. IF THE player is RiGgHT
you AN fix it ATER.

You canNoT make everybody Happy all THe TimeE.

SomeTtimes someTHiNG significant will be forgotren and nobody will realize
UNTIL laTer. THE usual solution is To iGNORE iT ANd Keep playing. SOMETIMES
you sHould compensate. If A cHaracTeEr was killed by A Tiger while WeaRiNG
TiGeR RePEllANT, upgrAde Him TO wounded instead of rRedoing THE figHT.

TRy TO bE CONSISTENT WiTH RUlES INTERPRETATIONS. PlayerRs expect THis. IT is
OK 10 find out THe RigHT way 1O do sometHing And cHange, but do it
THAT way fRom THEN ON.

Do nNot Halt THe game 10 Read Rules. Wing it and do ThHings RigHT THE
NEXT TIME.

Do Not Allow people 10 shout/talk over each OTHER dURING A GAME.

Make each TurRn cycle clear 1O players. Go AROUNd THE Table iN ORdER. A
cOMMON TECHNIQUE is TO MaAke THE player seating ORder be THE CHARACTER
TURN ORdER.

Role-playing is THe most €effective Teaching TechNique known. Players slowly
become a bit like wHaTever THey Role-play. Do NOT permMiT people TO RoOlE-
play gOiNC, THiNGS THAT ARE MORAlly WRONG. ENCOURAGE THEM TO be HEeroicC
insTEAd.




Ca'n.tl'.n.u.ity. tip A
o Many AdVENTURES TAKE MORE THAN ONE siTTiNG. TRy TO end THE SiTTiNG AT A

good stopping point, like THe beginning orR ending of A day, A journey,

OR AN ENCOUNTER.

Spend A MINUTE OR TWO RECApPPING WHAT HAppened iN THE pREviOus SiTTingG

of A mulTi-siTTiNG AdVENTURE.

o A multi-sitring AAVENTURE cAN HAve sudden CHANGES iN PERSONNEL. SOMEONE
wHo was THere last TiMe is NOT THERE THis TiME, AND/OR SOMEONE NEW iS
THere. THe usual way 1o Handle This is for everyone TO play like THE New
PERSON WAS Always THERE.

o If THe adventure Requires cCerTAIN skills, and THE cHaracTER WiTH THOSE skills

is NO lONGER THERE, jusT AwARd THOSE skills TO SOMEONE AT A minimal Level.

AwARd THEM TO THE MOST APPROPRIATE CHARACTER, ANd WHeN in doubr,

AWARd THEM TO THE New player.

MaNy ROARING RocCkers AdVENTURES REQUIRE A MAlE cHARACTER played by a

MAlE player, aNd/OR A female cHaracTer played by A female player. IF A key

CHARACTER is NO lONGER THERE, lEnd A male OR female lOANER CHARACTER TO A

player. ONe of eacH comes witH THE GAME (Rex Hammer & Viola STARR).
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o Tailor THEe games 1O THE players. SOME GRoups WANT TO be qoolfy; send
THem onN low-risk Adventures with plenty of Goolfiness OppORTUNITIES. SOME
WANT HiGH-sTAkes AdVeENTURES; Give THEM planers To save fRom danGEROUS
bad quys.

o WHeN using Adventures you did Not make, Alter THem 1O mAaTch ThHE

players. Raise OR lower THE stakes, make it MORE OR less dangerous, add

OR SUbTRACT OR cHANGE bad quys, erc.

A SecReT RUNNING ploT THAT unfolds over many AdVeNTURES can be fun.

Foreshadowing is fun. If AppROpPRIATE, WORk SOMETHING ADOUT AN UpCOMING

AdVENTURE INTO THiS ONE.

Give eaACH CHARACTER SOME RUNNING GOAlS OR AGENdAS.

Do NoT be A cHeapskate with RewArds. DO NOT OVER-REWAR EiTHER.
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