
Filming the Slenderman – a Thought Check Games One-Pager 
You may see him out of the corner of your eye, or in a reflection, 

or caught on tape… a man, eight feet tall and impossibly thin in a 
simple, plain black suit, with a blank, featureless face. 

But if you should see him, even accidentally, then you’ve caught 
his attention. Even if you’re just a student filmmaker, who spots 
someone (something?) on the tape, which you didn’t see while you 
were filming… a sight you couldn’t have missed, but did anyway. 

He doesn’t seem threatening… odd, creepy, but distant. And yet, 
the stories you hear… a bizarre, implacable outsider and people who 
go mad or disappear or worse… and the more you learn, the stranger 
things get… you’ve caught the eye of the Slenderman.  
What you need: 2-4 players and a GM. Each player should have a 
character sheet and an opaque bag or cup. Finally, lots of tokens which 
feel the same but look different; ideally, glass beads in white, black, red, 
blue, and green—aquarium pebbles from pet stores work for this 
purpose, or painted stones. Even slips of paper could work in a pinch. 
Character Creation: All players are student filmmakers, working on a 
project together. First, decide your role: You may be the Writer, Director, 
Star, or Editor. Each role must be filled (players may double up). 

Create a name and brief background for yourself, and share it. 
Determine your special skills. They can be anything reasonably specific. 

Athletics. Fighting. Smooth talk. Sports. Computers. The GM must 
okay these skills. Assign points to your special skills and the three generic 
skills: physical, mental, and social. Place ten white beads on your 
character sheet, minimum one on each skill, to mark their value. 

Fill your cup: five white beads, three black, and two green. 
Scene creation: The game is told through snippets of film: the student 
film and the players’ personal investigations. We begin with the first scene 
of the student film: 

The Writer decides the film’s title and give a quick synopsis. The 
Director determines where we are filming, what it looks like, what 
props are here. The Star narrates the first part of filming briefly; what is 
happening in this scene, where everyone is. And the Editor interrupts 
with the mysterious apparition—though no one saw it at the time, the 
tape doesn’t lie: an impossible figure showed up at the shoot. At this 
point, you’ve caught the Slenderman’s eye; all players add one red bead 
to their character sheet.  

After this, each player sets up a personal investigation scene. The player 
decides where it takes place, who is involved, how much time has 
passed since previous scenes. Players determine their actions, with the 
GM filling in details and acting out NPCs; there is no set length for 
scenes, but they cannot end until at least one conflict resolution occurs. 

All scenes are described in terms of recorded video… because the 
Slenderman and his proxies mess with human memories, only events 
which take place on video might be trusted, after all. Whomever has 
created a scene must determine what camera is recording: web cam, 
security cam, more filmed scenes, paranoid self-recording, et cetera.  

The scene creator may ‘cut’ from one camera to another to 
introduce new elements to the scene—for instance, cutting to an 
outside camera to show a new character arriving—or declare that the 
camera stops filming (so long as a conflict resolution has occurred) at 
any time (even in the middle of another action) to end the scene. 
Likewise, if another character can physically disrupt the filming, the 
scene comes to an end. Finally, if the scene begins to drag, the GM 
may declare that the camera has run out of film or otherwise become 
inoperable, ending the scene. 

The purpose of these scenes is to uncover facts about the 
Slenderman—researching his history, finding and interviewing those 
who have seen him before. Only by understanding his motives can the 
players appease and escape him.  

After each player has set up a scene, the GM sets up a collective scene 
which involves all of the players; it works much like a personal scene 
only EVERY player must participate in a conflict resolution and the 
players cannot declare the scene to be over. Additionally, everyone 
adds a red bead to their cup at the beginning of collective scenes, as the 
Slenderman grows more present in their lives.  

Off Camera: The only events which count in the game occur on 
camera; players who contrive a way to not be filmed are safe, but also 
unable to act, except to find a new camera to arrive at. No conflict 
resolution occurs off-camera. 

Proxies: The Slenderman doesn’t always operate alone. If things are 
getting dull, the GM may introduce a minion—a cultist, or obsessive, 
or beast which seems to act in the Slenderman’s interest. The 
Slenderman himself never directly attacks anyone who doesn’t have his 
full attention. 

Missions: In order to truly understand what’s going on, players must 
sometimes take on extreme challenges. If the personal investigations 
have uncovered a location which seems to be a viable source of 
information, a player or players may go on a mission during a personal 
investigation: a trip to a particular location to learn a specific fact. If the 
GM declares that this trip is dangerous enough to count as a mission, 
the player it may add one blue bead to his or her cup. If multiple 
players are going, only the one who constructed the scene gets the 
bead. Unlike normal investigations, players CANNOT voluntarily end 
missions; they end only when they accomplish their objective, draw a 
red or blue bead, or flee entirely and the GM ends the scene. If the 
objective is accomplished (which requires at least five successful 
conflict resolutions or drawing a blue bead), all players involved may 
add an additional blue bead to their cups. 

Conflict resolution: Most actions are assumed to succeed. 
Resolution only occurs if the player character is doing something 
notably challenging, is in serious and immediate danger, or is 
performing an investigation which would contribute to his or her 
understanding of the Slenderman.  

The general form of conflict resolution is this: declare what you intend 
to do, and draw a bead from the cup without looking. Wait a beat, and 
then drop it on the table for everyone to see. 

White beads are successes. Narrate how you achieved your objective, 
and place the bead in your recovery pool. 

Black beads are failures. Place the bead on your bad luck track. The 
GM describes how the situation has grown more complicated. 

Green beads are maddening changes. Narrate how things grew 
additionally terrifying or surreal, and how and if this has changed your 
goal; place the bean on your madness track, and draw again. 

Red beads signify the Slenderman’s attention. Place it on your 
attention track, and describe the figure’s sudden appearance, after 
which the tape will tear and the scene will immediately end. Nobody, 
not even you, knows what happened next. 

Blue beads signify discovering clues. Place the bead in your clue pool 
and narrate a success in which you discover an object, such as a tape, 
dossier, or key, which will lead you to uncovering the truth—during 
missions, this is assumed to contain the information you set out to 
uncover; after this, the scene ends. The player then begins a special clue 
scene (described below). 

Exhaustion: if one of your general or special skills would help you, 
you may remove one of the white beads from your character sheet, 
rather than pull from the cup, for a guaranteed success. You may 
reduce a skill to zero this way, however there is a penalty for doing so 
with general skills (see Fatigue). 

Inspiration: if you have clue beads, you may spend them at any point 
to succeed at a task, even after you have pulled a black or green bead 
(however not a red one, as that ends the scene immediately).  

Insanity: in the beat before you drop the bead, the GM may offer 
an exchange: give in to madness. You remove one bead from your 
madness track, and the result will be a success, however the GM will 
decide what form that success takes—it will accomplish what you 
declared as your objective, but may be violent or put you in an 
unwanted situation. You may decline the offer. Note: this offer cannot be 
made when re-drawing after a maddening complication. 

Fatigue: When a general skill is exhausted to zero, it is fatigued. 
Every time you do something which would fall under that skill, the 
GM adds a black bead to your cup. 

Complications: Before any conflict resolution, the GM may add 
beads to your cup. These may be hidden from the player. The GM 
adds a black bead when your actions are dangerous or very difficult, 
white if they would uncover useful information, green if they're 
frightening and red if they offend the Slenderman directly. The GM 
may add two of a type (except red) for especially notable actions, but 
may add no more than three, total. Most conflicts will get one bead. 

Clue scene: After a player discovers a clue, he or she may examine it 
closely—reading the dossier, opening the door the key is for, etc.. 
There is no conflict resolution in this scene, and it should last only a 
few moments, but it will reveal one fact about the Slenderman, which 
suggests what he wants or how he can be predicted, or otherwise gives 
the players a sense of safety. The player shouldn’t use this to create 
information which contradicts what has already happened, nor should 
the GM contradict what has been discovered in clue scenes. 
Immediately after a clue scene, all players gain one white bead. 

Recovery: After each collective scene, players may spend any or all of 
their recovery beads. You may spend two recovery beads to add one 
white bead back to the cup, replace one exhausted skill token, or 
remove one madness or bad luck token. You may take each action as 
many times as you wish and can afford. 
Ending the game: The endgame begins when a player meets one of 
the following conditions: 

Death: If you acquire ten black beads, your luck has run out 
entirely, and you’ve gotten yourself killed. Immediately narrate the 
event which ends in your untimely death. 

Madness: If you acquire five madness tokens, you have gone insane. 
Immediately narrate the moment in which you break utterly and 
become a (willing or unwilling) servant of the Slenderman. 

Attention: If you acquire five red beads, then you have the 
Slenderman’s full attention, which is bad. On your next personal scene, 
narrate the strange an incomprehensible moment when the 
Slenderman comes for you, after which you are never seen again. 

Escape: If you have ten or more recovery tokens, you MAY run 
away. At your next personal scene, record your goodbye message 
before you disappear, never to be seen again. 

When one player has left the game, for whatever reason, the rest 
will soon follow. At the beginning of every scene, each player adds a 
black, green, and red bead to their cup, then draws once randomly, 
adding the bead to their sheets as normal.  

Finally, there is one alternate ending scenario; if all players have at 
least one blue clue bead (and are all alive and sane) at the end of a 
filming scene, then they know enough to escape, even if one or more 
has a full Awareness track, but has not yet narrated his or her 
disappearance. The GM creates a final filming scene in which they 
confront the Slenderman, based on their collective knowledge. Like a 
regular filming scene, all players must participate, and some might be 
killed or driven mad, but those who survive are free, and may make 
one short video, announcing what they will do now. 
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Filming the Slenderman 
 
Name:    Age:   Major:     Crew Role:     
Film Title:      Appearance:         
About me:               

 

Skills (Distribute 10 White Beads)  
 
Physical 
 

O O O 
 
Mental 
 

O O O 
 
Social 
 

O O O 
 
Special: 
______________ 

O O O 
 
Special: 
______________ 

O O O 
 

Dangers (Collect beads as you draw them) 
Madness 
(Green 
Beads) 
When this fills, 
you go insane. 

O O O O O 
Slenderman’s 
Awareness 
(Red Beads) 
When this fills, 
the Slenderman 
takes you. 

O O O O O 

Bad Luck 
(Black 
Beads) 
When this fills, 
your luck runs out 
and you are killed. 

O O O O O 

O O O O O 
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Bead Summary: 

White beads are successes, and are added to your 
Recovery pool. They may be added to your cup if 
you are discovering things. 

Black beads are failures and are added to your Bad 
Luck track. They may be added to your cup if you 

are doing something difficult or dangerous. 

Green beads are maddening complications; they 
are added to your Madness track and you must 

draw for the new complication. They may be 
added to your cup if you are doing something 

frightening. 

Red beads get the Slenderman’s attention; they are 

added to the awareness track and end the scene. 
They may be added to your cup if you directly 

offend the Slenderman. 

Blue beads are clues you discover. They go on 
your clue pool, end the scene, and create a clue 

scene, in which you examine what you discovered 
an learn a fact about the Slenderman. 

Skill beads may be traded to succeed at an action; 
if a general skill is exhausted to zero, any time you 

attempt the skill a black bead is added to your cup. 

Clue beads may be traded to succeed at an action 

even if you have drawn a black or red bead. 

The GM MAY let you spend a madness bead to 
succeed, but you will not get to control the 

outcome (this cannot happen after a maddening 

complication). 

 

Recovery 
(White beads) 
 
 
 
May be traded after a film scene. Remove 
two to: 

Add a white bead to your cup 

Refresh an exhausted skill bead 

Remove a madness or bad luck bead. 
During a personal scene, if you have ten or 
more Recovery beads, you may use them to 
Escape. 

Clues 
(Blue beads) 
 
If all players have clue beads, you have 
learned enough about the Slenderman to 
defeat or escape him. 
 


