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So Then…

The DOTS System of Narrative Construction

What object or outcome do 
the characters want?

What is between the characters and the 
object or outcome they desire?

What might the characters do to 
overcome the obstacle?

What happens when the characters use 
the tactic (successfully or 
unsuccessfully)?





“The Bridge”
Cross the canyon.

The bridge is rickety and unstable.

Walk carefully, stabilize with rope.

You safely cross the bridge!



“The Frozen Door”
Enter the hut.

The door is frozen shut.

Pull hard, melt the snow, or 
explode the wall with a fireball!

You enter the hut.



“The Person in the Hut”
Explore the hut.

There’s an angry resident here!

Convince them there’s no threat,
bribe them, or neutralize them.

You can explore the hut safely.
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Encounter Types

CombatExploration Role-play



Exploration Encounters
● Obstacle is the environment.
● Includes linear puzzles (riddles), open-ended challenges, and quantum 

quandaries.
● Tactic may be solving a puzzle, creatively using abilities and inventory 

items, etc.



Combat Encounters
● Obstacle is an enemy NPC or a monster. 
● Tactics may include using weapons, spells, or other attacks to defeat 

opponents or escape danger.



Role-Play Encounters
● Obstacle is another character.  
● Tactic may be charm, persuasion, deception, intimidation, etc. 
● In order to resolve conflict or reveal information; players may describe, 

narrate, or act out their tactics. 



CombatExploration Role-play

Environment

Skills, abilities, 
items, etc.

Enemy

Attacks, spells, 
weapons, etc. 

Character

Social 
interaction

Encounter Types



Exploration Combat
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Great DOTS = Great Stories
● Vary encounter types.
● Mix encounter types.
● Respond to player input:

○ Flexibly respond to player curiosity.

○ Failure adds flavor to the story.



DOTS in every CASE

Campaign

Adventure

Session

Encounter

Stop Wrathbane’s agents from harnessing death magic from the crypt.

Discover the✖ on the map leads to catacombs.

Cross the canyon.

Stop the ascension of Wrathbane the lich.



Sandbox or Railroad?



Sandbox on Rails!



Create a DOTS encounter 
for your rumor!



How do I know I’ve zoomed down to an 
encounter-level DOT?

● Iterate this question:

What to the protagonists need to do to achieve that desire?

● When it’s time to roll dice or roll camera, it’s an encounter!



Using DOTS Intentionally
● When designing DOTS, consider one or more ways the structure can 

support a goal for the group. Do you want the group members to:

○ Overcome a specific type of obstacle?
■ e.g., “Effectively navigate the overbearing NPC.”

○ Use a specific tactic? 
■ e.g., “Use friendly social tactics, such as validation.”

○ Achieve a specific outcome?
■ e.g., “Help player Carl be celebrated for their original contribution.”

○ Participate in a specific way?
■ e.g., “Protagonists will build on each others’ ideas to overcome the obstacle.”



Core Capacities

Regulation Collaboration Planning Perspective Pretend Play



Treatment Goals
Strengths: Challenges:

Participant Goals:

Parent Goals:

Facilitator Goals:

Facilitator Interventions: Observed Participant Growth:

Support Provided By Group:

Support Provided To Group:

Recommendations/ Next Steps:



Adjust your DOTS for the Core Capacity goals of 
your group!
● Sola

○ Strengths: Enthusiastic
○ Challenges: Talks over others
○ Goals: Improve social awareness

● Sam
○ Strengths: Strong D&D knowledge
○ Challenges: Fear of failure 
○ Goals: Improve distress tolerance

● Kiel
○ Strengths: Great strategist
○ Challenges: Difficulty valuing 

other’s opinions
○ Goals: Increased collaboration

● Carl
○ Strengths: Strong D&D knowledge
○ Challenges: Anxiety around 

speaking up
○ Goals: Assertiveness



Screening, Session Zero, and Tutorial Dungeons
● Develop a screening framework

○ 15-20 minutes
○ Strengths-based
○ Identify potential risks and concerns

● Session Zero
○ Consider including safety tools commonly utilized in your setting.
○ Include participants in decision-making conversations
○ Model with your own boundaries as appropriate

● Tutorial Dungeons
○ Teach the rules, introduce concepts, and check in on process as you play!



Chart your SPARK

• Where are you now?
• Where do you want to be in 

six months?
• How do you plan to get from 

here to there?



Cultivate your SPARK
● Engage in play.
● Push yourself outside your comfort zone.
● Connect with a learning community.
● Reflect often and openly.
● Seek more opportunities for growth .



Looking Towards Level Three
● More small group activities
● Character voice exercises
● Improvisation skills exercises
● Documentation and marketing
● Case conceptualization exercises

GameToGrow.org/training
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Play by Stuart Brown
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Acts of Service: Spontaneity, Commitment, Tradition in the Nonscripted Theatre by Jonathan Fox
Man’s Search for Meaning by Viktor E. Frankl
Fate Accessibility Toolkit edited by Elsa S Junneson
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Relevant Links
Level Three: https://gametogrow.org/training/gtgmethod/mentalhealth3/

Consultation Groups: https://gametogrow.org/training/consultationgroups/

Certification: https://gametogrow.org/training/gtgmethod/mhcertification/

Game Master Workshops: https://gametogrow.org/training/gmworkshops/

Critical Core: https://gametogrow.org/criticalcore/

Newsletter: https://gametogrow.org/newsletter/

Discord: https://discord.com/invite/NA5agck

Knowledge Check/Feedback: https://forms.gle/9ghBMsJyEokYPu4i7


