Mixtapes and Mistakes

For the last few years, you’ve been a student at a co-ed boarding highschool for highly achieving students. Your time here has been a rollercoaster, dealing with the pressures of a difficult course load and the reality of living away from home for the first time at a young age. Plenty of people washed out, but you made it through final finals. 

It’s senior week, which is time off until graduation next Friday when all your parents and guardians get into town. It’s time for the legendary worst-kept-secret afterparty for the soon-to-be graduates. The school and your parents have a general sense of the shenanigans that go down, but they turn a blind eye to it to any light illegality. The kids are alright, and after all, it’s tradition. 

But how will you react when one of your fellow students dies at the party? And how will this affect your futures?

Mechanics
The gameplay of Mixtapes and Mistakes revolves around co-narrating scenes as it is GM-less, but if a conflict does come up players should feel free to vote on what should happen or do rock-paper-scissors for a contest if necessary.

Materials
3-5 players
Paper or index cards to write information about your characters on
Tokens
Tunes of rebellion, misunderstood youths, or youthful invincibility
Adult beverages for adult players, to get in the mood

Sequence
Setup
	Describe the time period, school, and party venue
	Make a mix tape
	Make characters
	Determine secret goal
	Intro scenes 
	Party scenes (1 hour) 
	Risk Tokens
	The Tipping Point - a Death
	Interrogation scenes (1 hour)
	Secret Goal Vote
	Epilogue scenes

1. Setup
1a. Time period, School, and Party Venue
While initially envisioned for a modern day smart kid boarding high school, this game could be moved around to be set in a specific decade, magical world, space knights academy, etc. Decide together what time period and kind of world you are in, and then describe the school itself and the party venue. Where are they? What do they look like? Gigantic, or rather small?  Isolated, or located within a big city? Are there hidden nooks to sneak into? Forbidden corridors? A woods or lake nearby? 

Maybe you rented out hotel rooms at the Silver Moon Inn, a sketchy, run-down place on the outskirts of town. Maybe there’s a cool dad’s lakehouse perfect for this shindig. There needs to be some kind of chaperone, in name at least, but there’s an understanding that as long as there’s no excessive property damage or injuries, no one will call the cops on account of underage drinking or other shenanigans. 

1b. Mixing Tapes
You need a mixtape/playlist for at least the ~1 hour Party Scenes phase. This isn’t trivial - the tone should match the kind of party (and thus kind of game) your group wants to play. Is it a party where relationships and unrequited love is going to be explored? A chill hangout den where people are mostly mellow, until a game of Truth or Dare comes out? An upbeat dance party? A rebellious anarchist celebration? The music will help set the mood. If necessary, create an online radio station and just cut it off at the hour mark (but where’s the fun in that?). See Appendix 1.

1c. Making Characters
-- Who are you? (Who, who) --
In the days leading up to graduation, you’ve had two questions on your mind. You think you know the answers to both. Write them down (broad strokes, quick sentences).
	Who are you?
	What does your future look like?

-- Go to the mirror, boy! --
This is high school - you either have cultivated a specific look or cultivated a careful blase attitude about not caring how you look. Decide your physical appearance, clothing, mannerisms, and some quirks.

-- No one knows what it’s like, to be a bad man --
There are a couple other things on your mind - secret things. Some of them should be about or involving other characters at the table. Jot down 2-4 of these thoughts. Here are some starter questions:
	Why did you think you might not be able to attend this year?
	What happened last year that only you and one character know about?
	Why were you hoping that another character wouldn’t show up?

Work out the answers to these questions together as a group.  

1d. “Secret Goal”
-- Can you see the real me? --
Over the course of both phases of the game, your character has a “secret goal” driving them. These goals somehow need to involve other PCs. Players can choose which goal they want, or randomly draw. The result of this goal is shared with the rest of the players, but it is assumed the other characters don’t initially know. After the Interrogation scenes, the group votes whether each PC risked enough for their secret goal. Those that did get a satisfying epilogue scene, those that did not have a bleak epilogue scene. <Or something>

Here is a list of broad goals with some examples of a concrete goal to write down.
	Love
	It’s your last chance to win the heart of [PC]. 
	Vengeance
	[PC] has wronged you. Tonight is your last chance to make them pay.
	Redemption
	You have wronged [PC] in the past. You must make it up to them, you can’t live without gaining their forgiveness.
	You have been a jerk in school, and don’t want to be remembered this way by your peers.
	Hedonism
	Escalate the party’s risk factor, convincing others to do more dangerous and irresponsible behaviors.
	Avarice
	You intend to steal something tonight. It could be something valuable from [PC], or you need to convince [PC] to help you steal something from the party venue.
	Fame
	You want your name to be whispered with awe in the halls of your school for decades to come, or to impress [PC]. Whatever stunt you’re going to pull off, you need the assistance (or at least attention of) another PC.

2. Intro Scenes
-- Remember when you were young, you shone like the sun --
Everyone should introduce their character, sharing both their conception of themselves and their future plans. These should be stated as certainties. This might be a good time to mention any recent events that everyone would know in that character’s life. Ex. They recently pulled a huge prank in the gymnasium, or recently had an explosive breakup.

-- Come in here, dear boy, have a cigar, you're gonna go far --
For the second scene, describe your impressions of the party location when you arrive, as well as how you’re presenting yourself. What does it look like? What are your personal accommodations like?  Do you have your own room or just the promise of some space on the floor of a friend’s room? What did you bring with you?

These should be short, dictated scenes lasting no more than a minute or two.

3. Party Scenes
-- Put on your red shoes and dance the blues --
Roleplay the party. Advance your secret goals, do risky actions. It might be helpful to have people bounce around proposing scenes and who is in them, with any players not involved suggesting stopping points for the scenes. Try to move around the spotlight.

3a. Risk Tokens
As you do risky actions, you gain risk tokens, which can also be spent to bring about dangerous/bad events to yourself and the party. The person with the fewest risk tokens at the end of the Party phase dies suddenly, and preventably. 

These risk tokens will determine who dies at the end of this phase - the character with the least risk tokens. However, in the second phase, your risk token amount will be used as evidence against you in the fault of the student’s death.

Receiving risk tokens: Any time you do something that could endanger your future, another player can reach into the bowl of tokens in the center of the table and hand one to you.  Typically you won’t get more than a single risk token per action, but if what you’re doing is especially detrimental to your state future, your co-players can opt to give you two or, in extreme cases, three tokens for a single action.

Example: Alice and Bob are smoking pot on the hotel’s roof. The other players give Bob one risk token, but Alice gets two because she wants to be a doctor and a drug conviction would make that future much harder to realize.  Later, they go to the edge of the roof and lean over it. Alice gets a single token but Bob gets two because he thinks he’s attending college on a sports scholarship, which a physical injury would jeopardize.

Spending risk tokens: You may spend 1-3 tokens 
You can spend 1-3 risk tokens to have bad events happen to you or the party at large. The other players decide what happens based on the number of risk tokens, see Appendix 2.

4. The Tipping Point - a Death
At the end of the mixtape, roughly 1 hour in, the character with the least amount of risk tokens dies. That player should take a moment to describe the circumstances of the death. The manner of death can be anything, but it should be sudden, surprising, and preventable, by the PCs. 

The other PCs were either at the scene itself or somehow otherwise had a chance to prevent what happened (or directly had a hand in it). They should have as many scenes as it takes to establish what each person was doing at the time of death (or to have a hand in the death). Each say what they could have done to save the character and why they didn’t. There might be overlap, but what’s important is that each character can imagine a scenario where they could have prevented the victim’s death.

5. Interrogation Scenes
After the death scene(s), the police arrive at the party location and the the player of the dead character takes on the role of the lead investigator. They should give the lead investigator a name and a brief description of how they arrive on the scene and take control of the situation.

The police keep all of the other characters (and notable NPCs) in a room adjacent to the interview room, where they will be interviewed one at a time. The characters can get a bit of privacy to have conversations with each other, but they can’t leave the room.  

The interrogator questions of the characters, and the scenes can flash between how each of the characters respond to the same questions (throwing each other under the bus, lying for one another, telling the truth). Risk token amounts should be treated like “evidence” of wrongdoing by the character. If asking about something that hasn’t been established yet, the PCs can run a flashback scene, possibly with the dead character in it. The interrogator barters risk tokens for PCs selling each other out, can convince players to lie about who did what, etc. If the character is convincing, he/she can give some risk tokens (evidence against them) to other characters. 

6. Secret Goal Vote
The PCs should vote for who risked the most for their goal, and pursued it most fervently. 

<Needs a way to determine how the Goal and Risk tokens affect Epilogue scenes>

7. Epilogue Scenes

All surviving characters should take a moment to tell short epilogue scenes. 

First epilogue: Describe how you leave the party venue. What are you taking with you? What have you left, and what is your demeanor.

Second epilogue: Describe the future that you actually achieve.  Does it look like you thought it would?

------------------------------------------------------------------------------

-- Appendix 1: Playlist suggestions --
Melancholy
Billy Joel - Vienna
Jim Croce - Operator
Johnny Cash - Hurt
Pink Floyd - Wish You Were Here

Rise Up
The Who - Baba O’Riley, I’m Free
Reel Big Fish - Sell Out
Kanye West - Power
Old 97’s - Won’t Be Home
Jay-Z - 99 Problems

The Chill Zone
Pink Floyd - Comfortably Numb, Dark Side of the Moon
David Bowie (& Seu Jorge covers) - Changes, Life on Mars
Lauryn Hill - Can’t Take My Eyes Off of You
Red Hot Chili Peppers - Road Trippin’
The Doobie Brothers - Black Water

Something to move your hips to 
Al Green - Let’s Stay Together
Redbone - Come and Get Your Love
Santana - Oye Como Va
Jackson 5 - I Want You Back
Van Morrison - Moondance

Bright Indie-ish Dance Party
Islands - Vapours
Jukebox the Ghost - Somebody, Hollywood
Ra Ra Riot - Dance with Me
Justice - D.A.N.C.E.
Chromeo - Night by Night

Silly
Ida Maria - I like you so much better when you’re naked
Reel Big Fish - She has a girlfriend now
Weird Al (decade-flexible!)
The Darkness - I believe in a thing called love
Electric Six - Danger High Voltage

-- Appendix 2: Disaster Ideas --
	Accidentally start a fire!
	Get or cause an injury (can lose fingers, a hand)
	Sexual mishap
	Something bad discovered in the basement
	Break something extremely valuable
	An authority figure arrives (the chaperone, the cops)
	Start vomiting, or have food poisoning
	Eat or drink something with a drug in it that you did not anticipate nor want
	Lose someone/a pet
	An NPC crush confides in you that they have a crush on someone else


