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Humanity v 0.2 

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. 

 In this document you will find all the details required for playing the 
game along with some examples and hints on how to play. 
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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. The 

players 'win' by having fun as a group.  

What is needed to play? 

3-5 Players 

Each player will need:  

 a character sheet 

 a pen or pencil 

 a d20 (twenty-sided dice) 

 four tokens.  

Each player takes 1 token and then place the remaining tokens 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 and 

some index cards or paper for making notes.  
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OVERVIEW 

About Characters: 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. 

 

About The World Setting: You will work together as a group to create 

the world in which your characters exist. This will determine what 

sort of powers your characters can have as well as the other people 
and creatures that live in the world. 

 

About the Narrator: When it is your turn to narrate you will take on 

the role of the world and its inhabitants, your character will take a 

back seat for the moment and you will provide an opportunity for the 
other players to explore and interact with the world.  

 

About Challenges and Humanity Tests: This game allows any player 

to test any character at any time (even when they are not the current 

narrator) with interesting events. These are either Challenges which 

are obstacles to overcome, or Humanity Tests dealing with their 
inner power.  
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GETTING STARTED 

Creating the World Setting 

As a group come up with your own world setting or pick from the 

examples below and write it on the top of a blank piece of paper or 

index card. 

 Mutants and Superheroes in late 21st Century. 

 Werewolves and Vampires in Victorian Britain. 

 Demi-Demons in the American Old West. 

 Cybernetics in a post nuclear apocalypse. 

 Sorcerers in a fantasy world of orcs, dwarfs and elves. 

 Shape shifters in a world of knights, royalty and peasantry.  

 

 

 

 

Look to films, books and comics for inspiration of the types of 
settings you can have. 

 

When creating your own setting it is important to consider the 
types of powers that the character should have and how these 
powers relate to the world. 
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Each player should then select, complete and add one of the 
following sentences to the piece of paper. 

Locations and Events: 

 There is a rumour that    location    is    description   . 

 Yesterday,    item    was found at    location   . 

 Lots of    something/someone    have started to appear at    

location   . 

 You can always find    person    at    location   . 

 It is told that    item    is hidden deep within the    location   . 

 The    items    have all gone. 

 The    person's    first born has gone missing. 

Threats and Oppositions: 

 Group    are threatening the locals. 

 Person    knows that people with powers are in this area. 

 People are worried about the ongoing problem with    

something/someone   . 

 Person    will stop at nothing in order to find    item   .  

 Person    is following the group. 

 Event    will happen tomorrow at midnight. 

 Wild    creatures    live in the    location   . 

Keep an even mix of 'Locations and Events' and 'Threats and 
Oppositions' 

 

Discuss the locations, events, threats and oppositions with the 
group and start to think how some of them potentially link 
together. 
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Then as a group complete the following sentence and add it to the 
bottom of the paper. 

 As a group we are trying to group goal, if we fail to do this 
consequence. 

 

World Setting Example: 
 
Demi-Demons in the American Old West 
 
There is a rumor that the    abandoned gold mine    is    haunted   . 
Bandits    are threatening the locals. 
A Preacher    is following the group. 
You can always find    the Sheriff    at the    tavern   . 
 
As a group we are trying to    make the town prosper   , if we fail to 
do this    people will have no place to live   . 
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Creating Character Backgrounds 

Fill out the following on your character sheet, feel free to discuss 
your choices with the other players. 

 

My name is    characters name     and I spend most of my time    

profession    although I'd rather be    activity   . 

Most people would describe me as    personality type   , but I consider 
myself to be    personality type   . 

I could not get through the day without the thought of   something or 
someone of significance   .  

When people see me they always notice my     key appearance    and 

the way I always    key mannerism   . 

I need to    personal goal    pretty soon or    consequence   . 

 

At times of stress or great need I have the ability to    your chosen 

power   . 

The first time this happened was    an event   , but the origin of this 
seems to point back to    another event   . 

Sometimes I can feel my grip on this power start to slip and I can feel 

the power's desire to    the powers goal   , which I cannot allow to 

happen at any cost. 
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Perhaps the most important aspect of the character to consider is 
the relationship between the characters goal and the goal of your 
chosen power. These two goals should be appose to each other, 
when the power takes grip of the character their should be real 
feeling of change from one personality to another. 

 

Character Background Example: 
 
My name is    Bob Thackette     and I spend most of my time    Bar 
Tending    although I'd rather be    fishing   . 
Most people would describe me as    cautious   , but I consider 
myself to be    patient   . 
I could not get through the day without the thought of    my fiancée 
Clarisse   .  
When people see me they always notice my    dishevelled beard    
and the way I always    spit   . 
I need to    get some money    pretty soon or    I won't be able to get 
married   . 
 
At times of stress or great need I have the ability to    control fire  . 
The first time this happened was   when fell from my horse   , but 
the origin of this seems to point back to    my father   . 
Sometimes I can feel my grip on this power start to slip and I can 
feel the power's desire to    burn everything   , which I cannot allow 
to happen at any cost. 
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Links to Other Characters 

Your characters are not complete strangers to each other, they are 

connected in different ways. Create a link between your character 

and two other characters in the group. Discuss with the players of 

those characters the links that you think to be most suitable. Use the 
following options:  

 I owe    character        item   . 

 I met    character    when we    activity   . 

 I never really like    character    but they are useful when    

example   . 

 Character    has got    item    but I need it. 

 With the    item   ,    character    and I will be unstoppable. 

 I want    character    to respect my ability to    something   . 

 Even after    event       character    still sticks by me. 

 Without    character    I would never have been able to    

something   . 

 I need to save    character    from themselves. 

 Our parents always preferred    character   . 

The relationships between two people do not need to be of the 
same sort. It is possible that one character can see another in a 
positive light whilst the opposite is not true. 

 

Links Example: 
Even after    I got her shot       Angelica    still sticks by me. 
Clair    has got    the map of the mine    but I need it. 
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SCENES 

Select someone from the group to be the Narrator for this first scene, 
if you are reading the instructions it will likely fall to you to do this.  

As the Narrator for a scene you are required to do four things: 

 Set the scene 

 Let the Characters Flourish 

 Describe the World 

 Manage Challenges and Humanity Tests 

 Decide when the Scene should end. 

 

Set the Scene 

In the form of a narrative you should answer the following: 

 Where is the scene? 

 When is the scene occurring? 

 Who is there? 

 What has recently happened? 

 

Setting the Scene Example: 
 
Narrator: Dusk has just settled and X,Y and Z stand outside the 
abandoned gold mine after making the long trek from the Town of 
New Hope. 
 
The mouth of the mine is filled with thick spider webs it is clear that 
nobody has been down it for a long time. What do you do?   
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Let the Characters Flourish 

Let the players and the characters they control react to situations you 

put them into. Ask the characters in the scene what they are doing, 

how they feel and think 

Describe the World 

Tell the players how the world around them responds to there 

character's actions. Consider the characters backgrounds and put 

them into interesting situations. Think about the environment, 

objects, weather and anything else to add flavour. 

Manage Challenges and Humanity Tests 

Any player including the narrator can give a Challenge or Humanity 

Test to any other character currently in a scene. To indicate they 

want to do this they pass a power token from the central pool 

towards the play.  

When appropriate you should find out what they wish to challenge 

the character with or how their humanity is being tested. It is your 
job to turn this into an interesting narrative event. 

Decide When the Scene Should End 

When the scene has come to a suitable conclusion you should end it 

by saying 'end of scene'. The player to your left is now the Narrator 

for the following scene. 
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CHALLENGES 

Challenges are given by any player to another player in a scene, this 
is indicated by passing them a power token from the central pool.  

A player may give their own character a challenge but they do not 
receive a power token when they do so. 
 

Use challenges to add surprising and interesting events for the 
characters to deal with. These could be: 

 People, creatures or animals acting in unsuspected ways.  

 Suddenly changing the environment or the weather. 
 Adding an additional choice to an already tense situation. 

 

The difficulty of the challenge is determined by the Narrator 

according to the current situation. This determines how many checks 
are required by the character. 

 Normal: 1 check 

 Difficult: 2 checks 

 Improbable: 3 checks  

When a challenge is made of multiple checks, break the action 
down into smaller cinematic actions. Shooting an easy target could 
be a normal challenge with one check:  

 Shoot the target 
or it could be a improbable challenge with three checks: 

 Dodging incoming bullets 

 Quickly drawing the pistol 

 Shooting the target 
Each check action should be narrated. 
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Checks 

Before making a check the player should state what it is the character 
is attempting to do, then roll a D20 for each check. 

 If the result is less than 11: Pass. 

 If the result is between 11 and 15 inclusive: Pass & Mishap. 

 If the result is greater than 15: Fail & Mishap. 

Pass: The character succeeds at what they were attempting to do.  

Fail: The character fails to complete what they were attempting to 

do. 

Mishap: Due to the character's attempt the situation becomes worse 
for the character. 

Once the results are determined the player should narrate what their 
character does. 

At times it can be tricky to work out how a character can both pass 
and have a mishap. Consider things that are happening around the 
character and things that the character has:  

 Did they make more noise and alert someone? 
 Did they lose something in the process? 

 Did it put someone in danger? 

 Did the item break? 
 Did they use the last one?  

 

Once a character has rolled a check for a specific challenge they 
must accept the outcome of the dice. Where a task could 
reasonably be repeated, failing that check represents having 
multiple attempts each of which fail. 
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Challenge Example: 
 
Narrator: Angelica, Bob and Claire make their way down the 
abandoned mine, the lamps they hold cast strange shadows upon 
the wall. 
 
[Bob passes Clair a power token from the central pool]  
 
Narrator: What challenge would like to present. 
 
Bob: The floor caves in below Claire's feet. 
 
Narrator: There is a strange noise from below, which builds into a 
raw. Suddenly the ground beneath Claire's feet disappears. Claire 
what to you do? 
 
Claire: I would like to jump to side and avoid the hole. 
 
Narrator: This is a normal challenge, Roll your D20. 
 
[Claire rolls her D20, the result is a 12, Pass & Mishap] 
 
Claire: Reacting to the sound beneath, I quickly jumps to one side, 
gripping tightly to a mine shaft. 
 
Narrator: You require a mishap. Holding onto the shaft Claire 
notices a second too late the map fall from her pocket before 
seeing it fall into the darkness below.  
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Using Power Tokens 

A player may use a power token before rolling the D20 for any check. 

This represents their character using their power to overcome the 

challenge. When doing this the result is considered to be shifted one 
category. 

 Fail & Mishap -> Pass & Mishap 

 Pass & Mishap -> Pass 

 Pass -> Pass & Humanity Loss 

However, if the result is considered to be a pass before being shifted, 
the character loses humanity (see testing humanity). 

 

The loss of humanity through the use of a character's powers is 
one of the key aspects of the game. 
 

The only way a character can use their power narratively is by using 
a power token. 
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Power Token Example: 
 
Bob: I would like to use my power to control flames to look into the 
opening below. 
 
Narrator: That is a normal challenge, roll a D20, plus you will need 
to spend one of your tokens. 
 
[Bob places the token back in the central pool and then rolls the 
D20 and the result is a 15. Normally this would be a Pass & Mishap, 
but due to the use of the power token this is shifted to a Pass]  
 
Narrator: Due to using you pass, describe what you do. 
 
Bob: Opening the lamp, allows a small ball of flame to leap into my 
palm, after a brief period that ball grows further illuminating the 
space around us. I drop the ball of flame down the hole. What do I 
see? 
 
Narrator: As the flame passes down the opening it becomes clear 
that this use to be a shaft and it would be possible to climb down it 
with some care. 
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HUMANITY 

At the beginning of any new game a characters Humanity score starts 

at 15. The current humanity score of a character determines how 

many power tokens a player can hold at any time. 

As a character's humanity decreases the power's influence increases. 

When Humanity tests are lost the power should get closer and closer 
to its goal, and act less in the interests of the character. 

 Humanity 15-12:  

o Up to 2 Power Tokens. 

o Minor outburst, affecting inanimate objects. 

 Humanity 11-09:  

o Up to 3 Power Tokens. 

o Midrange outburst, affecting people and important 

items. 

 Humanity 08-06:  

o Up to 4 Power Tokens. 
o Major outburst, killing people, ruining lives. 

 

If a player has reached their limit for power tokens, when they 

receive one for getting a challenge the should pass it to another 
player. 
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Losing Humanity 

When humanity is lost (see Challenges) it is marked on the character 
sheet. 

 When playing a single game session, the player should mark 

of all four quarters. 

 When playing a multi-session game the player should mark of 
a single 1/4. 

A character can not regain humanity. Once a characters humanity 

drops below 5 the character is considered lost to their power. Play 

them till the end of the session at the start of the next session create 

a new character. 

Changing the rate a character loses humanity affects the amount 
of game time it takes for characters to complete their story, going 
from someone whose powers have just become realised to 
someone who has lost nearly all control of themselves and is at the 
whim of their inner power. 

 

Lost characters do not have to leave the narrative complete, 
however they are no longer controlled by a player with a character 
sheet. They can be used by the narrator as a recurring Non-player 
Character. 
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TESTING HUMANITY 

When given a humanity check by the narrator, another player or 

themselves, the player receives a power token and is then required 

to roll a D20. 

 If the resulting number is lower than their current humanity 

score their character maintains control. 

 If the resulting number is equal to or greater than their 

current humanity score their character's power gets to act 
towards its goal. 

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

outcome of their power seizing control should escalate. Therefore 

every time the Power acts it has a larger narrative effect on the 
world. 

 

When testing humanity it is not possible for the character to use 
their powers to change the results and therefore the player cannot 
use power tokens to effect the outcome of the roll. 
 

Consider how the powers actions affect both what the character 
wants to do and the world around them. 

 

When dealing with escalation the power may over time go from 
affecting inanimate objects, to hurting people, to killing people, to 
destroying small populations or settlements. 
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Testing Humanity Example: 
 
Narrator: After successfully making your way down the shaft you 
find yourself in a wide open cavern. Documents fill one corner of 
the room, they look old but surprisingly dry. 
 
[Angelica passes Bob a power token] 
 
Narrator: Yes? 
 
Angelica: Bob is tempted to burn all the documents. 
 
Narrator: Bob, can you give me a humanity test. 
 
[Bob rolls a D20, the result is 17, greater than his current humanity 
score] 
 
Narrator: You failed the test, tell me what Bob does, your 
humanity is still high so it will only be a minor outburst. 
 
Bob: Upon seeing all this dry paper an uncontrollable urge takes 
over me, I must see it burn, before anyone can stop me I pick up a 
page and set it alight in my hand. 
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OTHER INFORMATION 

Inner Group Conflict 

Should the case arise where two player characters enter a conflict 

with each other the outcome determined by both characters rol ling 

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 

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. The should narrate how their power allows 
them to do this. 


