
Required materials: 
• 3 to 6 players 
• Handful of 6-sided dice 
• Something to take notes with

TEENAGERS 
with 

ATTITUDE
A storytelling game about teens in tightly-colored clothing fighting monsters.

Written by Tyler Robertson of tyler.games 
for the Teenagers with Attitude podcast



Roll 1d6 or pick on the table below to select which color 
Ranger you will play as. No two players can have the same 
color, so if you roll the same number as an already-taken 
color, roll again until you get an available option. 


RANGER COLOR 
1. Red       4. Pink

2. Blue      5. Yellow

3. Black     6. Green


Once everyone has a color, each player should select 3 
hobbies from the list below (multiple players can have the 
same hobbies). Write these down somewhere that you can 
access later. 


HOBBIES (SELECT 3) 
Karate   Science   Music   Dancing

Gymnastics   Volunteering   Inventing

Karate    Cheerleading    Baking

Studying   Karate   Biking   Eating


CREATING 
your 

CHARACTERS



Taking turns, have each player roll 1d6 on one of the tables below. 

With each roll, describe the scene and how it changes as the monster is revealed (there are a few 
questions provided at the end of each table, to help inspire you).

WHERE THE EPISODE OPENS 
1. Karate Tournament

2. School Event 

3. Ms. Applegate’s Class

4. Picnic at the Park

5. The Command Center

6. Holiday Celebration


Who all is here? Are there any characters 
not played by us? What is interrupted by 
the monster?

WHAT IS MADE INTO A MONSTER 
1. Closest Object

2. Farm Animal

3. My Worst Fear

4. Nearby Food

5. Homework

6. Common Folklore


How do Zedd and Rita decide on what to turn into 
a monster? What is it specifically? Does it turn into 
a monster while we’re present? 

HOW THE MONSTER’S ORIGIN IS 
RELEVANT 
1. Someone here is upset about it

2. Somebody here doesn’t understand it

3. We meet a child who needs to learn 
about it

4. Rita thought we said something else

5. Someone has recently become 
obsessed with it 

6. It’s not ¯\_(ツ)_/¯


Does someone here uniquely relate to the 
thing that was turned into a monster? Will 
we care if it’s destroyed?

MONSTER’S SPECIAL POWER 
1. Sleep

2. Magical Traps

3. Mind Control

4. Illusions

5. Transformation

6. Karate


How does this power manifest? How dangerous is 
it to us? How dangerous is it to normal citizens?

MONSTER’S GOAL 
1. Capture a Ranger

2. Enslave Angel Grove

3. Pollute the Environment

4. Demolish Angel Grove

5. Brainwash the Rangers

6. Chaos


How do we learn this? How much time do 
we have to stop it? What’s the first thing 
we try to do to stop it, and why doesn’t 
that work?

STORY COMPLICATION 
1. One of the rangers is missing!

2. The communicators are broken!

3. Our morphing powers are gone!

4. There’s another monster!

5. Uh-oh, it’s our evil clones!

6. We’ve been transported back in time!


How does this complication change our plans? 
Can we do this on our own? How will we band 
together to overcome it?

SETTING UP 
the EPISODE



Have someone elect to be ALPHA 5, which really just means that you write 
things down. Write “POWER LEVEL” down on a piece of paper. 


Taking turns, describe an action that your character takes towards defeating the 
monster, taking into account the story complication. 


Roll one six-sided die, and one additional die for each of your HOBBIES that 
pertain to the action. For example: If you’re doing a roundhouse kick and all of 
your hobbies are Karate, you would roll 4 dice, Tommy Oliver.


Every die that comes up 6 is a POWER POINT, and adds one point to your 
team’s POWER LEVEL. 


Every die that comes up 1 is a BUMMER. If you roll all 1s, that’s a MAJOR 
BUMMER, and your team loses 1 POWER POINT, and subtracts one from the 
POWER LEVEL (Ay-yi-yi). 


When the POWER LEVEL is equal to or greater than the number of players times 
3, the monster grows, and the rangers summon their Zords to form the 
MEGAZORD. 


To summon the MEGAZORD:  
Each player shouts their battle cry and rolls one six-sided die. 


The player who rolls highest may narrate how the MEGAZORD finishes off the 
monster. The remaining players then take turns describing how they resolve the 
remaining story, and whether the complication is resolved. 


The player playing ALPHA 5 then narrates the closing of the story, 

including a hint at the NEXT EPISODE…

DEFEATING 
the 

MONSTER


