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WHAT IS AN RPG?

An RPG is a lot of things.

An RPG is a story-making tool.

An RPG is a conversation (possibly with only yourself)
Most importantly, an RPG is a game.

In most RPGs, all the players except for one take on the roles of
characters.These characters are represented by stats and abilities
that show how good they are at certain things and what special
powers they have.They’ll navigate a fictional world, choosing what
their characters will say and do. If there’s a chance of failure, they’ll
roll dice.The result will tell them if they pass or fail (and some-
times, to what extent they pass or fail).

The only player who does not take on the role of a character acts
as the Game Master. Every system seems to have its own term for
this, but this is the player who fulfills the requirements of every-
thing else in the world. They control the monsters, the weather,
the NPCs (non-player characters), and prepare the adventures the
other players will go on.

If you are looking to play RPGs as a solo activity, there’s a good
chance you’re going to be both character and game master.

SOLO VS GROUP PLAY

This is perhaps the biggest difference when playing traditional
RPGs solo: you are expected to perform all the roles.You'll be
guiding a character through an adventure, but you'll also be running
the adventure.You're the judge and the one on trial. As such, it’s
important to be able to look at your character and their struggles
objectively at times, allowing tough things to befall them because of
dice rolls and bad decisions.That’s all part of the fun, though!



The good news is that there are plenty of games and tools out
there to help you with this refereeing.We’'ll talk about a few of
them, but first, why does playing with yourself get such a bad rap?

WHY THE STIGMA IS DUMB

| see it online all the time. Someone asks about playing an RPG
solo, and the replies roll in.

That’s called writing a book.
Just find friends to play with.
Sounds boring.

There’s no better way for me to say it—that kind of reaction is
bullshit.We play games alone all the time! The only difference is, it’s
usually in front of a screen. Single-player video games are extreme-
ly popular, so there is no reason solo RPGs can’t be as well.

Solo or group play; it’s not a matter
of better or worse. Some-

times, you might be in the

mood for a multiplayer online
game, either cooperative or com-
petitive. Other times, you just

want to chill on the couch and

get super into the storyline of a
single-player game. Both are fun!

There are many rea-  sons to
play a solo RPG:

You're a proud

introvert

You can’t find a group.

It’s like reading a book,

except you have some

control over the direction of the story.

You like being the sole focus of the game.

You love playing through stories, with or without friends!
Scheduling is hard and maybe you are unable to get folks together
for five hours at a time.

You're an adult with tons of responsibilities and need to fit your
gaming in when you can.

You don’t get enough dungeon-delving and adventuring in your life.

Once you decide you want to try playing a solo RPG, there are a
lot of things to figure out. Unfortunately, there’s both an excess
and a scarcity of information out there.You can find tons of tools,
playthroughs, etc, but it is harder to find a simple “how-to.”

While all the ins and outs of solo RPGing are beyond the scope of
this single PDF, you do have to pick a game before you can start.
Let’s talk about some examples, and what you may or may not like
about them.

CATEGORIES OF SOLO RPGS

TRrRADITIONAL RPGs

Traditional RPGs are the type most folks are familiar with, and

the type | most reference above.They consist of a game master
and players, though they span many, many genres.While Dungeons
and Dragons is obviously the most popular, there is an incredible
amount of options out there. From branded RPGs like Star Trek,
Alien, and The Lord of the Rings, to original games like Mork Borg,
Frontier Scum,Vampire:The Masquerade, and Blades in the Dark.
If you have an idea for a game you want to play, there’s probably a
system out there for it.

Pros

If you’ve played an RPG before, there is probably a system you are
already familiar with. Sticking to that familiarity while embarking
on your first solo journey will better keep your focus on learning
to play solo.There’s also tons of variety.


https://drivethrurpg.com/product/214552/Star-Trek-Adventures-Core-Rulebook?affiliate_id=1602948
https://www.drivethrurpg.com/product/293976/ALIEN-RPG-Core-Rulebook?affiliate_id=1602948
https://www.drivethrurpg.com/product/370267/The-One-RingTM-Core-Rules?affiliate_id=1602948
https://www.drivethrurpg.com/product/295910/Mork-Borg-English?affiliate_id=1602948
https://www.drivethrurpg.com/product/403322/Frontier-Scum?affiliate_id=1602948
https://www.drivethrurpg.com/product/170689/Blades-in-the-Dark?affiliate_id=1602948

Cons
Most games of this format aren’t made with the solo player in
mind.You'll have to find third-party tools to run them (see below).

CoMPLETE SoLo RPGs

There are some RPGs that feel traditional but have a solo style of
play built right in. Perhaps the most well-known is [ronsworn. It is
excellent. Along with that system, almost any RPG by Blackoath
Entertainment is worth looking into (Sacrifice, Riftbreakers, etc.)
Alex does a great job of creating RPGs that are adaptable to solo

play.

Pros
Other than accessories like dice and paper, they include everything
you need to play.You won’t need multiple books.

Cons

They can still be intimidating for new players, especially if they
haven’t had much practice running games. Having the tools and
knowing how to use them are two different things.

TooLs

Plenty of tools exist to adapt your favorite RPG to solo play. Most-
ly referred to as ‘oracles’ by players and their creators, these add-
ons consist of tables or other randomized elements that let you
introduce a sense of uncertainty into your games.Will the NPC
tell you what you want to know? Are those goblins friendly? What
happens next? Incorporating oracles will help with questions like
these.

Some popular oracles are the Mythic Game Master Emulator, Plot
Unfolding Machine, and One Page Solo Engine. Some game-specific
ones can also be found, like Strider mode for the One Ring RPG,
or Alone in the Dark for Blades in the Dark.

Pros
Tools make traditional RPGs accessible to people interested in
playing on their own.


https://www.drivethrurpg.com/product/238369/Ironsworn?affiliate_id=1602948
https://www.drivethrurpg.com/browse/pub/17950/Blackoath-Entertainment?term=blackoath?affiliate_id=1602948
https://www.drivethrurpg.com/browse/pub/17950/Blackoath-Entertainment?term=blackoath?affiliate_id=1602948
https://www.drivethrurpg.com/product/422929/Mythic-Game-Master-Emulator-Second-Edition?affiliate_id=1602948
https://www.drivethrurpg.com/product/405611/Plot-Unfolding-Machine?affiliate_id=1602948
https://www.drivethrurpg.com/product/405611/Plot-Unfolding-Machine?affiliate_id=1602948
https://www.drivethrurpg.com/product/337254/One-Page-Solo-Engine?affiliate_id=1602948
https://www.drivethrurpg.com/product/396291/The-One-RingTM-StriderTM-Mode?affiliate_id=1602948
https://www.drivethrurpg.com/product/282013/Alone-in-the-Dark-Solo-Rules-for-Blades-in-the-Dark?affiliate_id=1602948

Cons
There’s a learning curve to get them working the way you want.

WORLD-BUILDING GAMES

These differ from traditional RPGs. Instead of acting as a character,
you're building entire worlds, histories, cities, and more.They’re
great for getting your creativity moving; some folks even like to
run more traditional RPGs in the worlds they create!

Some of my favorites are The Quiet Year, Microscope, and Beak,
Feather, and Bone.

Pros
Since they are generally divorced from the Game-Master-and-Play-
er-Character dynamic, they adapt to solo play really well.

Cons

They often miss that adventurous feeling that traditional RPGs of-
fer.You won’t be leveling up a character or gaining XP (experience
points) in these games.

JOURNALING GAMES

Journaling games are great if you like to do a little writing. They
work almost like writing prompts, except they allow your charac-
ter to progress. They vary widely in themes, styles, and genres, but
some popular ones are Thousand Year Old Vampire, Apothacaria,
and Wretched and Alone.

Pros
These are hyper-focused on the story aspect of RPGs.

Cons

If you like combat, leveling characters, and rolling dice often, these
games won'’t scratch that itch. Additionally, if you don’t feel like
much of a creative writer, this format can lead to frustration.

BoArRDGAMES (SoLO RPG ADJACENT)

Finally, we have boardgames.While not built like RPGs, some do
cross over into that realm with their mechanics.You get to lev-

el up characters and go on adventures. This is another category
with tons of variation, but some popular roleplaying-driven board
games are Heroquest (with the solo play app), the Arkham Horror
Card Game, and Tin Helm.

Pros
They're really fun, and they take away the intimidation factor that
comes with not having clear instructions.

Cons
They're not really RPGs, so they leave out some essential compo-
nents of that experience.

GAMEBOOKS AND SCRIPTED GAMES

These can be one of the best entry points into Solo RPGs for
new players.Think of them like a more complicated Choose Your
Own Adventure book—with dice! You'll be guided through making
decisions, rolling dice, and killing things while you follow your char-
acter(s) through an engaging story.This scratches that solo RPG
itch for many.

Some are strictly dungeon-delving, like Four Against the Darkness,
while some are more story-oriented, like the Fighting Fantasy,
Lone Wolf Gamebooks, and Marching Order.

Pros

The gameplay is very straightforward, and these books contain all
the procedures you’ll need to play.You'll never have to ask what is
next or what you have to do.

Cons
If you want a more sandbox, open-world approach, these won'’t re-
ally get you there (but they can provide a good intermediary step).


https://www.drivethrurpg.com/product/110152/The-Quiet-Year?affiliate_id=1602948
https://www.drivethrurpg.com/product/91183/Microscope?affiliate_id=1602948
https://www.drivethrurpg.com/product/311602/Beak-Feather--Bone?affiliate_id=1602948
https://www.drivethrurpg.com/product/311602/Beak-Feather--Bone?affiliate_id=1602948
https://www.drivethrurpg.com/product/306279/Thousand-Year-Old-Vampire?affiliate_id=1602948
https://metalweavegames.com/products/apothecaria
https://www.drivethrurpg.com/product/311334/The-Wretched?affiliate_id=1602948
https://www.thegamecrafter.com/games/tin-helm
https://www.drivethrurpg.com/product/180588/Four-Against-Darkness?affiliate_id=1602948
https://www.magnamund.com/
https://crumblingkeep.com/product/marching-order/

WaicH TyrpE Is RigHT FOR YoU?

The answer largely comes down to individual preference and
experience.The biggest complaint I've heard from new Solo RP-
Gers is that they’re overwhelmed with possibilities and a lack of
structure and don’t quite know what to do.The Gamebook and
Boardgame categories are perfect for this (and can help get you
ready for some of the more robust games listed).

But if you do have experience with RPGs, playing a traditional
game with the addition of an oracle can be right up your alley.

Of course, nothing says you have to pick a single type. Experiment,
and find what’s right for you! Solo RPGs are like anything else:

the more you practice, the better you'll be at them, and the more
defined your preferences will be.
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BONUS #1:
8 TIPS FOR SOLO RPGS

Don’t get overwhelmed.You don’t have to internalize every-
thing at once; in fact, it'd be a mistake to try. Just have fun.
Different things speak to us at different points of our journeys.
If something here is helpful, take it and put it in your pocket. If
not, forget you ever saw it.

Just get started. Don’t think you need to have everything
fleshed out, or that you need to use every system or tool.
While prep can be a fun part of the execution, make sure you
get beyond it. Perfection is the enemy of the finished. In oth-
er words, if you spend all your time worrying it’s not good
enough, yoU'll have a lot less time for playing and enjoying
yourself.You can always grow the game later.

Don’t start in a tavern. Like so many writing teachers will tell
you, cut the first few pages of whatever you’re writing and
start where it gets interesting. Begin your game with the town
being attacked, or with your character in the middle of a con-
versation with the queen, wherein she gives you your quest, or
in the midst of a magical experiment going wrong. If you start
the story when there is already tension, it’s easier to know
where to go.Active beats passive.

Keep notes! Journaling can take the place of the group inter-
action found in non-solo play. In a group, the participants are
telling stories with each other. So when playing solo, it can feel
more fulfilling to keep up the storytelling aspect by writing it
down.You are the author and the audience. In addition, don’t
trust yourself to remember what happened from game to
game. Chances are, you won’t. Make sure you write down the
important beats so you can reference them later.

There is no right or wrong.You're playing with yourself, so you
are the only person you have to please. If you want something
to happen in the story, make it happen! If a mechanic doesn’t
appeal to you, don’t use it.You’re your own storyteller and
game designer.You're doing it all.

Put the rules aside sometimes.You don’t need to roll on every
table, or look for a rule for every situation. If you have a good
idea of what’s happening next, let it fly! Look to the mechanics
and tables only when needed.They should help you, not hinder
you.

When in doubt, go with your first thought.You don’t need to
find the “right” thing to do.As above, there is no such thing.
Just follow your heart.

Games can be about the narrative, or games can be about
the dice and strategy. Most are about both. Journaling games,
where you detail intense character arcs, and dungeon crawls,
which are focused on killing monsters and grabbing loot, are
equally valid. Find your personal balance and own it.

This bears repeating: just get started. Solo RPGs are a skillset.
The more you play them, the better you get—but you can’t get
better if you never begin.There’s no one there to judge you
except that mean voice in your head, so be nice to yourself
and just do it.



Bonus #2:
10 Random
Tables For Your
Solo Games
















Ul
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WHAT’S HAPPENING
IN THE TAVERN?

It's never a boring night.
Roll a D20 to see what's happening.

Bar fight

Thelocal merchant’s
guild is having their
annual celebration

Two gangs are trying
to make a deal

Adrunken bard
performing terribly.

Awedding

An angry goose has
gotten loose

Apotato-carving
contest

The bar is empty of
customers except for
a feared necromancer.
He just wants to drink
in peace

It’s on fire

Adead goblin was
found floating in a keg

n

12

13

14

15
16

17

18

19
20

The town guard is at-
tempting to shut the
place down

Apickpocketis trying to
steal everything from
everyone

The ale has gone bad and
is causing hallucinations

Every personin the tav-
ernis singing drinking
songs—just not the
same songs

It's flooding
Adice game has gone
sour

A Lizardman has locked
itselfin the outhouse

A mercenary company is
drinking there tonight
and acting poorly

Adrinking contest

The entire building gets
pulled into another
plane




