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Humanity v 0.1 

Humanity is a shared narrative, story telling game where the 

main characters have incredible inhuman abilities. As time 

progresses the powers these characters have increase but 

only as they lose grip on their own humanity, falling deeper 

into the clutches of the power they try to wield. 

There are no winners or losers in the traditional game sense. 

The players only 'win' by having fun as a group. In this 

document you will find all the details required for playing the 

game along with some examples and premade game settings 

to help you start. 
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How does the game play? 

All the players work together to tell a story, to do this they 

each take control of a character and their actions as well as 

contributing to the narrative of the world around them. At 

times it will be necessary for the players to roll dice to 

determine the outcome of certain actions that the characters 

take, this adds an element of the unknown. 

 

What is needed to play? 

Each player will need, a character sheet, a pencil, a d20 

(twenty-sided dice), three d6 (six-sided dice). Place all the 

d6s in a shared pool at the centre of the table where 

everyone can reach them.  

In addition the group will need at least one copy of the rules, 

a setting sheet and some index cards or paper for making 

notes.  
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STARTING A NEW GAME 

When starting a new game the first thing to decide is in 

which setting you wish to play. The possibilities for this are 

limitless but remember that each of the characters must 

have an extraordinary power. Just follow this guide and make 

decisions as a group and the world and its inhabitants will 

start to form. Look to books, films, and comics for inspiration. 

Alternatively, if you're short on time or fancy having more 

guidance use one of the Premade Game Settings (not yet 

completed). Either way make notes on a sheet of paper or 

index cards as you go along. 

 

Step 1: Type of World and the Era 

What is the world like as a whole, what is and isn't possible? 

Does the world look familiar to any part of our own history, 

or the setting of a story known to the players? What 

technology is there? How common are the powers? 

A world were vampires exist; a place for superheroes; a 

fantasy setting with elves and dwarfs; the post-apocalypse. 

Step 2: Key Locations 

What are some of the key locations in this world where the 

character will travel to or have been to in their past? 

A school, a tavern, a church, a place of employment, the 

graveyard, a cave, an underground network. 
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Step 3: Current Events 

What has happened recently that has affected the entire 

world? What has happened more locally, in that country or 

city? What events which are very local to the characters? 

A new King or government; a natural disaster; a raid on a 

village; an increase in crime; aliens or monsters have 

appeared; someone local has gone missing; a dead body has 

been found. 

Step 4: Threats and Opposition 

Who or what is it that opposes the group of characters?  

A nemesis, with minions; political groups which appose them; 

creatures, animals the wilderness; mutants. 

Step 5: Group Goal 

What is it that the group is trying to achieve?  

Escaping from entrapment, surviving a harsh world, proving 

their innocence, getting the treasure, doing their duty; 

vanquishing evil. 

 

Once you have this information in place it will be easier to 

start thinking about the main characters of the story. 
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CREATING YOUR CHARACTER 

Each player is required to create a character of which they 

have control. It is up to you what your character thinks, feels 

and does, and you should share this information with the rest 

of the group. 

When creating your character and their powers think of them 

as two sides of the same coin, a sort of Dr Jekyll and Hyde, as 

your character is more and more influenced by their power, 

you the player are not losing control of the character you are 

just acting with a different part of their psyche. 

If you're using one of the pre-written world settings, they can 

also provide inspiration and guidance for the character 

creation process. 

As you go through the process, discuss items with the rest of 

the group and make notes on your character sheets.  
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Character Background 

Cover: What does your character do day-to-day to survive, 

job, position, etc.? 

Status: What is your characters standing in the society. 

powerful, rich? 

Personality: Is your character: selfish or altruistic; emotional 

or logical; bold or cowardly; trusting or secretive? 

Love: Who, what or where does the character love? 

Fear: Who what or where does the character fear? 

Immediate Goal: What does your character want to achieve 

in the near future? 

Long-term Goal: What does your character want to be 

remembered for? 

Appearance: What does your character look like?  

Key Mannerisms: What mannerisms does your character 

have? 

 

Power: What is the non-human power that your character 

has within them? 

Power Wants: What is that the Power wants that is in 

conflict with the character's own wants? 

 

Name: What is your character's name? 
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Link to Other Characters 

The characters you create are not complete strangers to each 

other, they are connected in different ways. Create a link 

between your character and at least two other characters in 

the group or use the World Setting Guides. Discuss with the 

players of those characters the links that you think to be 

most suitable. Consider the following options:  

Relationship: What is the nature of your relationship? Is 

there a difference of power?  

One of you is the boss, one saved the others life, you owe 

them money. 

Item: Is there a special item that both of you are connected 

to? Where is the item? Does one of you have it? Is it a 

secret? 

A family heirloom, a case full of money, an ancient weapon.  

Place: Is there a key location which is relevant to both of 

you?  

You both went to the same school,  

Event: Where you both present at an important event? How 

did this event affect you and your relationship? 

Fought it the same war, both present at a disaster, you both 

saw a murder. 
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Attributes 

Each character has four attributes, Strength, Dexterity, 

Intelligence, and Charisma. Considering your characters 

background and description match the values 7 / 9 / 9 / 11 to 

each of the four attributes, using each value only once. In this 

game a lower attribute score signifies that the character is 

better at those types of task. 

Strength: Measures your character's physical power. For 

example tasks which involve; lifting, breaking, moving, 

pulling, resisting pain. 

Dexterity: Measures your character's speed and athleticism. 

For example tasks such as; dodging, running, jumping, 

reacting quickly, and avoiding damage. 

Charisma: - Measures your character's ability to interact with 

people. For example; empathy, lying, public speaking 

Intelligence: Measures your character's knowledge and 

understanding of his surroundings. For example; history, 

science, geography, designing contraptions. 

 

Humanity 

At the beginning of any new game a characters Humanity 

score starts at 17, which has a power level of 1. The power 

level of a character determines how many d6s a player can 

hold at any time. 
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PLAYING THE GAME 

The players work together to create a story involving each of 

their characters and the world they inhabit. To do this the 

players must take on two different roles, the role of their 

character and that of the world itself. 

 

As a Character: Players describe what their character, thinks, 

feels and does. In some instances it may be necessary for 

them to roll dice (make a check) to determine the outcome 

of tasks that they attempt to do. 

 

As the World: Players as a group describe the world the 

characters are part of. This includes, the places, weather, 

obstacles and friends and foes that the characters meet. Part 

of your role is helping to create a shared understanding of 

the situation your characters are in by asking about what the 

other characters think, feel and do. You should use your 

knowledge of the other characters to challenge them with 

interesting choices and situations, these are known as 

checks. For this to work, sometimes you character may have 

to stand back from centre stage in order for you to create the 

world. 

You may wish to divide the World roles amongst the players. 

Each player takes charge of a different element that makes 

up the world, with the exception of friends and foes. The 

players are free to suggest things outside of their element 

but should put the most focus on their own. At the end of 
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each scene you can rotate these roles clockwise around the 

table, using index cards will help keep track of this. 

Weather: The change in weather can affect the narrative 

mood of the story, it can also be an adversary to the 

characters as they make their way on their journey. Extreme 

weather can even require the characters to take evasive 

action. 

Locations: The buildings, environment and surroundings 

affect what the players can and cannot do. It helps determine 

who or what might be in that specific place. 

Objects: The trinkets, treasure, pits, and traps of the world. 

Also the mundane things that immerse the players and their 

characters in the world. 

 

Friends and foes should be shared amongst the group. These 

are the people and creatures that your characters will meet 

along the way. Its advisable to keep bringing back the same 

friends and foes so the characters can build meaningful 

relationships with them.  

Anytime an important friend or foe, location or object is 

added create a note of it on an index card so the players can 

remember them. 
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NARRATING A SCENE 

The narrative of the story the players create is broken into 

scenes. Just like in books, films and comics each scene should 

aim to drive the plot forward or reveal something interesting 

about the characters, or their friends and foes. 

The reason for using  scenes is that it allows you to miss all 

the boring everyday things which do not really matter for the 

story and skip to the juicy bits. 

Starting a Scene 

Just before starting a scene it might be worthwhile discussing 

briefly where and when that scene is happening and in what 

state are the characters when the scene begins. 

The Scene Itself 

During the scene the players take turns describing what their 

characters are doing, thinking and feeling. The players also 

describe the world around the characters. Whilst doing so 

the players should consider the characters background and 

powers as well as events from previous scenes and what 

feels natural. 

It is also here the players will challenge the characters and 

determine the results with roles of the dice. 

When a scene should end 

A scene should end just as it starts to be uninteresting to the 

players. Anyone playing can end a scene but they should try 

to do so with consideration for the other players. To end a 

scene simply say, "end of scene" or "cut". 
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Scenes without the characters 

At times it can be useful to have scenes without the 

characters. This is useful to describe events that are 

happening outside of their current knowledge. This could be 

some element of jeopardy that is building in the background 

or the plots and schemes of a friend or foe. 



   
 

 15  
 

CHALLENGES AND CHECKS 

There are two instances when a player is required to roll 

checks for their character. 

 Challenges: When a character is faced with a non-

mundane challenge they are required to complete an 

obstacle check using the relevant attribute. 

 Humanity Test: In situations where a character's 

power would want an opportunity to act the player is 

required to make a humanity check for their player. 

Both obstacle checks and humanity checks require that the 

player rolls the dice to determine the outcome of their 

characters actions or with which aspect of their self 

(humanity or power) they act. Checks arise when at least one 

of the players in the group deems necessary. 

 

Creating Challenges 

When a player is describing their character's actions it is 

possible for another player to interrupt them with an 

obstacle. An obstacle is something that hinders what the 

character is currently doing and would normally require them 

to carry out a check. When applying an obstacle to a 

character, a d6 is passed from the central pool to that player. 

If he has not reached his power limit he can keep the dice to 

use for rolling for checks. If the player has reached his power 

limit that player must then pass that d6 to another player 

who has not reached their limit. In the case that all players 
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have reached their limit the d6 is returned to the central 

pool. 

A player can give themselves an obstacle to overcome but 

they do not receive a d6 for doing this. 

Who ever it is creating the obstacle check they need to 

describe what it is in detail that is happening to the character 

or characters. 

 

Testing Humanity 

When a player's character is faced with an inner choice 

between acting for themselves or acting with the interests of 

the power with in them they are required to make a 

humanity check.  

This humanity check can be triggered by any of the players at 

any point in time. However, in this situation they do not 

receive a d6 from the central pool, whether another players 

gives them the  check or not. 
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Rolling Results for a Challenge 

When a character is faced with a challenge they are required 

to roll a series of checks to determine the outcome. The 

harder the challenge the more checks that need to be made 

sequentially. 

 A normal challenge requires one check 

 A difficult challenge requires two checks 

 An improbably challenge requires three checks. 

The player describes their characters intention and whether 

or not they will be using their power. 

 

The players rolls the dice and calculates the value. 

 Value = d20 (+ d6 if a power is used)  

Compare the value to the relevant attribute (Strength, 

Dexterity, Charisma or Intelligence). 

If the Value is...  

 greater than 20 then the check is passed, but 

decrease humanity by 1. 

 equal to 20, the check is a perfect pass. 

 greater than the relevant attribute, the check is 

passed. 

 greater than 5, the check is passed but with an error. 

 is less than or equal to 5, the check has failed with an 

error. 
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Determine and narrate the outcome. 

 Passes indicate that the character has completed 

what they set out to do. 

 Errors indicate that something has gone wrong and 

the character is in a slightly worse position than they 

intended. 

 Failures indicate that the character did not achieve 

what they set out to do. A character cannot attempt 

to do the same thing again. 

 Perfect pass, the character not only passes the check 

but does so with style, flair and gusto. 

 

Power Dice 

Using a power dice in a check represents your character 

using their power to overcome that part of the challenge. 

This causes them to risk losing their humanity. 

A player can only use a power dice when they have one or 

more currently in their possession. Only a single power dice 

can be rolled per check and once rolled it should be returned 

to the pool at the centre of the table.  

The use of power should be considered in the narrative 

description. 
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Failing a Check 

Once a character has rolled a check for a specific challenge 

they must accept the outcome of the dice, it is not 

acceptable to keep rolling the dice until the desired outcome 

arises. For example, where a task attempted by a character 

could be reasonably be repeated, failing that check 

represents having multiple attempts each of which fail. 
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Rolling Results for Humanity Checks 

When a humanity check is required: 

State what the character is fighting the urge to do or not to 

do as influenced by their Power. 

Value = Roll a d20 (you cannot use a Power Dice in this type 

of check)  

 If the value is less than or equal to your humanity 

score you overcome the struggle with the Power 

within. 

 If the value is greater than your humanity score the 

Power achieves in some part the goal that they are 

after. 

 

Narrate the outcome for the character. 

 

Escalation: Each time a character fails a humanity check, the 

outcome of their power seizing control must escalate. 

Therefore every time the Power acts it has a larger narrative 

effect on the world. 

So the Power may move from affecting inanimate objects, to 

hurting people, to killing people, to destroying small 

populations, with more steps in-between. 
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Lower Humanity and Increasing Power 

Each time a player rolls a check and gets a value over 20 their 

character loses one point of humanity. As the characters 

humanity decreases their power increases. This means that 

the number of power dice that the player can hold at any one 

time increases as follows. 

 Humanity 15 - 17, Limit of one power dice. 

 Humanity 11 - 14, Limit of two power dice. 

 Humanity 06 - 10, Limit of three power dice. 

 Humanity of 05 or below, Character becomes a 

friend or foe. 

There is no way for a character to regain humanity. Once a 

characters humanity has dropped below 5 they are no longer 

controlled by the player but are not necessarily dropped 

from the on going narrative. The player who was controlling 

that character should create a new character to play. 

  



   
 

 22  
 

OTHER NOTES 

Inner Group Conflict 

Should the case arise where two player characters enter a 

conflict with each other the outcome determined by both 

characters rolling against each other. The seriousness of the 

conflict determines the number on consecutive checks that 

are required to be won by a single character. 

 Not serious - one check 

 Serious - two checks 

 Very serious - three checks 

The players that wins the conflict gets to narrate the 

outcome. However, they cannot have the losing character do 

anything their controlling player does not agree to.  

 

Life, Death, Health and Wellbeing 

The characters health and wellbeing has no mechanical affect 

on the game, however narratively speaking obstacles may 

become more difficult and therefore may require more 

checks as per the challenge rule. 

A character may lose a point of humanity to return to full 

capability or to ignore damage 


