
TEEN
SLEUTHS

You are TEENS at East West High School. Spooky, unexplained stuff is happening and 
you want to get to the bottom of it! What decade is it? 70's, 80's, 90's, or later?

PLAYERS: CREATE CHARACTERS
1. Choose a style for your character: Preppy, Stoner, Class Clown, Goth, Techie, 

or Exchange Student.
2. Choose a role for your character: Brain, Jock, Freak, Cheerleader, Burnout, or 

Band Geek.
3. Choose your number, from 2 to 5. A low number means you're better at TEEN 

(like, talking it out; intuition; totally making out; wild, hormonal action) A high 
number means you're better at SLEUTH (cold rationality; technology; calm, 
precise action).

4. Give your character a totally teen name like Thad or Brittany or like, whatever.
5. You all met in detention. Why did your character end up there?

You have: a book bag with school junk in it, whatever you wore to school today, a cool 
teen attitude, and that one thing you never leave home without.
Player Goal: Get your teen to work with this kooky group to solve the mystery.
Character goal: Choose something like: Become Class President, Impress Your 
Crush, Solve Weird Mysteries, Get Straight A's, Scarf Down Burgers, Make The 
Team, or Keep Being Cool.
Rival & Best Friend: Pick your character's rival and best friend out of the other player's 
characters. When you succeed at a roll your best friend describes how you totally own. 
When you fail at a roll your rival describes how you got hecka dunked on.

PLAYERS: CREATE YOUR SCHOOL
As a group, pick two descriptors for East West High School: Underfunded, Private, 
Rich Neighborhood, Rough Neighborhood, Haunted, or Catholic. Pick a mascot!
ROLLING THE DICE

When you do something risky, roll 1d6 to see how it goes.
Roll +1d if you're prepared, +1d if you're an expert.  Roll 
your dice. Compare each result to your number.
If you're using TEEN (intuition) you want to roll over 
your number. If you're using SLEUTH (reason) you want 
to roll under your number. 
0: If none of your dice succeed, it goes wrong. Your rival
describes how things get worse.
1: If one die succeeds, you barely manage it. The GM 
inflicts a complication, harm or cost.
2: If two dice succeed, you do it well! Your best friend 
tells how you totally nailed it.
3: If three dice succeed, you get a critical success! The 
GM tells you some extra effect you get.
If you roll your number exactly, you have a TEEN 
SLEUTH moment. You get special insight into what's up. 
Ask the GM a question- they'll answer you honestly.
Helping: If you want to help someone, say how you try to 
help and make a roll. If you succeed give them +1d.

GM: CREATE A SPOOKY MYSTERY
Roll or choose on the tables below:
                                    A THREAT...                                     

1. Vampire 4. Werewolves
2. Ghost 5. Cult
3. Zombies 6. Witch

                                 WANTS TO...                                   
1. Corrupt 4. Build
2. Steal/Capture 5. Destroy
3. Protect 6. Enslave

                                        THE...                                         
1. Principal 4. Football Team
2. Ancient Artifact 5. Class President
3. School 6. Homecoming Dance

                                WHICH WILL...                                
1. Open a Portal to Hell    4. Enslave the Town
2. Loose the Monster        5. Rip a Hole in Reality
3. Destroy the School        6. Ruin Summer Vacation
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