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About This Book  
Following the completion of Athia I told Jeff we should make a generic 
ƖŸũĲƓũċǃŔŰŊШŊċůĲЮШcŔƚШŔůůĲĬŔċƣĲШƖĲċĦƣŔŸŰШƽċƚШƣŸШċƚťШљìőǃењШìĲШĤŸƣőШ
knew those kinds of games had their problems, and I thought all the 
more reason to design something different. Modulus was born out of 
ƖƨŰŰŔŰŊШĦŸƨŰƣũĲƚƚШŊċůĲƚШƽőĲƖĲШŸƣőĲƖШƚǃƚƣĲůƚШŢƨƚƣШĬŔĬŰќƣШƽŸƖťЮШìĲШ
needed something that played up the things that were important for 
our game and played down everything else. We needed a system that 
could help reinforce the themes and feel we wanted for our games, 
without bogging us down with countless rules that would never come 
into play. We needed something simple, fast, and yet could be as 
broad and specific as we needed it to be. It had to be something 
flexible, where creativity was king. So, we wrote this. 

Rule #1 
Never let the rules get in the way of having a good time. This is your 
game. Feel free to use some, none, or all the information contained 
herein. Use what you like and nothing more - just keep your players in 
ƣőĲШũŸŸƓШċƚШƣŸШƽőċƣĲƻĲƖШĦőċŰŊĲƚШǃŸƨќƖĲШůċťŔŰŊШƣŸШǃŸƨƖШŸƽŰШŊċůĲƚЮШ
Plus, the whole idea of Modulus is to make things your own. By all 
means, do so. If you are running the game, you make the rules. It is 
that simple. 

With Thanks  
Where does one begin when thinking of all the people who played 
some part in getting us to where we are now. Family, friends, 
coworkers, and countless others have played a part. They all deserve 
ƣőĲŔƖШŸƽŰШƚƓĲĦŔŉŔĦШċĦťŰŸƽũĲĬŊĲůĲŰƣƚЯШċŰĬШfШőŸƓĲШƽĲќƻĲШƣŸũĬШeach one 
of them how grateful we have been for their support. BƨƣШũĲƣќƚШƣċũťШ
about you. 
 
[ŸƖШƚŸůĲШƖĲċƚŸŰШǃŸƨќƖĲШƖĲċĬŔŰŊШƣőŔƚЮШfƣШĦŸƨũĬШĤĲШĤĲĦċƨƚĲШƽĲШőċŰĬĲĬШ
you this book, you found it online, or maybe even stumbled upon 
ƚŸůĲŸŰĲШĲũƚĲќƚШĦŸƓǃЮШìĲШƽċŰƣШƣŸШƣőċŰťШyou for giving some small 
piece of your time to give this a read. I hope it is every bit as 
entertaining a read for you as it was for us to write. Enjoy!  
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Introduction  
Welcome to Modulus. What we have put together here is a simple, fast 
to play, easy to learn, easy to integrate system that is both entertaining 
and versatile. Modulus is a highly malleable, highly adaptable 
roleplaying mechanic system that can be played as is or inserted into 
any genre or world based on the story or theme you want to 
portray. EƻĲƖШőċĬШċŰШŔĬĲċШŉŸƖШċШŊċůĲЯШċШƽŸƖũĬЯШŸƖШċШƚƣŸƖǃШĤƨƣШƽĲƖĲŰќƣШ
sure what mechanics to use in implementing it? So have we, thus the 
birth and creation of Modulus.  

What is a Modular Role playing 

System? 
Modulus is a Modular Roleplaying System. At its essence, Modulus is 
a system with a basic set of rules you can build upon to make a unique 
set of mechanics for your game. We believe that a system should play 
ƨƓШƽőċƣШŔƚШŔůƓŸƖƣċŰƣШċŰĬШƓũċǃШĬŸƽŰШƽőċƣШŔƚŰќƣЮ Modulus allows you to 
make things as complex or simple as you want - with additional rule 
sets for those particulars to your game that you want to have 
mechanical representation. Think of Modulus as a set of building 
blocks. We provide you with a set of blocks to start with, and you can 
build all sorts of things with those blocks - ċŰĬШƚŸůĲƣŔůĲƚШƣőċƣќƚШ
ĲŰŸƨŊőЮШfŉШǃŸƨШƽċŰƣШůŸƖĲЯШŸƖШőċƻĲШƚŸůĲƣőŔŰŊШƚƓĲĦŔċũШǃŸƨќƖĲШƣƖǃŔŰŊШƣŸШ
build, you just introduce a few different blocks to your set and away 
you go. We believe in simplicity and consŔƚƣĲŰĦǃЯШĤƨƣШƣőċƣШĬŸĲƚŰќƣШ
ůĲċŰШǃŸƨШĦċŰќƣШĤƨŔũĬШƚŸůĲƣőŔŰŊШƨŰŔƕƨĲЮ No rule set is one size fits all, 
which is what inspired us to make a simple system that you can then 
ċĬĬШƣŸШċŰĬШĤƨŔũĬШƨƓŸŰШƣŸШĦƖĲċƣĲШċШƚĲƣШŸŉШůĲĦőċŰŔĦƚШƣőċƣќũũШƓũċǃШƣŸШthe 
ŉĲĲũШǃŸƨќƖĲШőŸƓŔŰŊШƣŸШőċƻĲШŉŸƖШƣőĲШŊċůĲШǃŸƨШőċƻĲШŔŰШůŔŰĬЮ 

When to Use the Modulus system  
There are times when you have a game or a world in mind that is either 
ƨŰŔƕƨĲШŸƖШǃŸƨШĬŸŰќƣШŸƣőĲƖƽŔƚĲШőċƻĲШċŰŸƣőĲƖШƚǃƚƣĲůШǃŸƨШĦŸƨũĬШċƓƓũǃШŔƣШ
to. This might be the ideal time to consider using the Modulus 
system. However, by reading these rules you may be inspired to build 
a system from the ground up which ƓũċǃƚШƣŸШǃŸƨƖШŊƖŸƨƓќƚШƓċƖƣŔĦƨũċƖШ
interests. Since Modulus at its roots is a light system, it helps keep the 



players focused on the game itself and not on the rules. The basic 
Modulus system is quick to explain, easy to understand, and you can 
have characters on paper ready to go in a matter of seconds. 

Rule #1  
All these rules are suggestions, and your Game Master (GM) has final 
say in all interpretations or applications of the rules. Feel free to take 
ƣőŸƚĲШƖƨũĲƚШƣőċƣШǃŸƨШũŔťĲЯШĬŔƚůŔƚƚШƣőŸƚĲШƣőċƣШǃŸƨШĬŸŰќƣЯШċŰĬоŸƖШƽƖŔƣĲШ
your own exceptions to these rules as fits your game, world, or group. 
Though the rules laid out here are written to make things fair and 
consistent, it is impossible to account for every contingency in any 
given game. ÑőŔƚШŔƚШƽőĲƖĲШƽĲШĬĲŉĲƖШƣŸШǃŸƨƖШ]~ќƚШŢƨĬŊůĲŰƣЮ The GM has 
the greater sense of the story, world, or encounter т and thus why they 
hold the ability to bend the system and its rules to better fit the game 
ƣőĲǃќƖĲШƖƨŰŰŔŰŊЮ 

When to Reach for Dice  
ЮЮЮƽőĲŰШƣőĲƖĲќƚШċШĦőċŰĦĲШŸŉШŉċŔũƨƖĲЮ Depending on your game, the 
characters in your stories might be completely capable or incredibly 
inept. If a player has created a world-renowned pianist, and must play 
piano in a particular scene for your game, do you want him to have to 
roll? Would failure be important? fŉШőĲќƚШŸŰШĦĲŰƣĲƖШƚƣċŊĲШĤĲŔŰŊШŢƨĬŊĲĬШ
by the music elite for his musical chops, maybe having them roll is a 
good idea. fŉШőĲќƚШťŔũũŔŰŊШƣŔůĲШŸŰШċŰШƨŰƨƚĲĬШƓŔċŰŸШŔŰШƣőĲШĤċĦťШƖŸŸůШŸŉШ
ċŰШċŰƣŔƕƨĲШƖĲƚƣŸƖċƣŔŸŰШƚőŸƓШƣŸШũŔŉƣШőŔƚШĦŸůƓċŰŔŸŰќƚШƚƓŔƖŔƣƚЯШůċǃĤĲШŔƣќƚШ
a waste of time to have him reach for dice. Simply put, ask yourself if 
failure is important to the story. sƨƚƣШĤĲĦċƨƚĲШǃŸƨШĦċŰШƖŸũũШĬŸĲƚŰќƣШ
mean you should. 
 
Understand the big picture. It makes sense to reach for dice when the 
drama is high, when the risks are great, or when failure can create all 
sorts of additional roleplay, but you should also understand that when 
ǃŸƨќƖĲШƖĲċĦőŔŰŊШŉŸƖШĬŔĦĲШƣőċƣШǃŸƨƖШƓũċǃĲƖƚШċƖĲШŰĲƻĲƖШŊƨċƖċŰƣĲĲĬШƣŸШ
succeed. The Modulus system is rather simple. It uses six-sided dice 
(and many of them depending on how many make up the pool for a 
roll). You only need a single six (6) from the roll of your dice pool to 
succeed. So, it is very easy to assume that if you have enough dice, 



you are automatically going to succeed. Use the following table when 
considering the likelihood of a character's success: 
 

Probability of Success  

Number  of dice being rolled  Chance to roll at least one 6  

1 16.67% 

2 30.56% 

3 42.13% 

4 51.77% 

5 59.81% 

6 66.51% 

7 72.09% 

8 76.74% 

9 80.62% 

10 83.85% 

11 86.54% 

12 88.78% 

 
Good judgment is often enough to know when success and failure will 
ċĬĬШƣŸШƣőĲШŊċůĲШǃŸƨќƖĲШƖƨŰŰŔŰŊЮ 

Our Thanks  
ìĲќĬШũŔťĲШƣŸШƣőċŰťШǃŸƨЮ Yes, you. If you have a copy of these rules in 
your hand and are reading this paragraph amidst everything else in this 
ĤŸŸťЯШƽĲќũũШċƚƚƨůĲШǃŸƨќƖĲШőĲƖĲШŉŸƖШċШƖĲċƚŸŰЮ Thanks for taking the time 
to give this a read - ƓĲƖőċƓƚШĲƻĲŰШƣŸШĦŸŰƚŔĬĲƖШƨƚŔŰŊШŔƣШŉŸƖШċШŊċůĲШǃŸƨќƖĲШ
running. EƻĲŰШŔŉШǃŸƨќƻĲШŢƨƚƣШĤĲĲŰШőċŰĬĲĬШƣőŔƚШĤĲĦċƨƚĲШƚŸůĲŸŰĲШǃŸƨШ
ťŰŸƽШŔƚШŊŸŔŰŊШƣŸШĤĲШƨƚŔŰŊШƣőĲƚĲШƖƨũĲƚШŉŸƖШċШŊċůĲШƣőĲǃќƖĲШƓũċŰŰŔŰŊШŸŰШ
running, we really appreciate you giving it a read. 

 
So, őĲƖĲќƚШƣŸШǃŸƨг Thank you. 
 



Terms  
There are two major terms that need to be understood when it comes 
to the Modulus game: Module and Twist. 
 
Module : A module is an additional set of rules that can be applied to 
the basic Modulus system. They allow you to add custom mechanics 
to your game to help play up certain capabilities for the world or its 
characters. 
 
Twist: A twist is a modification to a specific rule. This might affect the 
basic rules of the game, or the rules for a specific module. Twists 
further allow GMs to tweak the system so that the most important 
elements of their game come through mechanically. 
 
Aside from those two major terms, the following are a few others that 
pop up throughout the Modulus system: 
 
Character : Also known as a Player Character (PC), or the characters 
that the players control and play throughout the course of the game. 
This may refer to a person, a vehicle, a group or whatever will 
ƖĲƓƖĲƚĲŰƣШĲċĦőШљĦőċƖċĦƣĲƖњШŔŰШǃŸƨƖШŊċůĲЮ 

 
Check : A roll of a die pool to determine whether a character has been 
successful in performing a specific task. 
 
Expended Die/Dice : Refers to any die or dice that are removed from 
play after they are rolled - ůĲċŰŔŰŊШƣőċƣШƣőĲǃќƖĲШƣőĲШŸƓƓŸƚŔƣĲШŸŉШťĲƓƣШ
dice. 
 
Game Master (GM): The individual running the game for the rest of the 
players. 
 
Kept Die/Dice : Refers to any die or dice that are kept after they are 
rolled - ůĲċŰŔŰŊШƣőċƣШƣőĲǃќƖĲШƣőĲШŸƓƓŸƚŔƣĲШŸŉШĲǂƓĲŰĬĲĬШĬŔĦĲЮ 

 
NPC: Non-Player Characters are characters that are controlled by the 
GM as either antagonists or other subjects in the story of their game. 

 



Pool: Refers to both a selection of dice to be used in a particular 
fashion, and the total dice a player collects to roll a check. 
 
Round: A measure of time, typically during combat, where the 
characters take a defensive and offensive action. 
 
Success: Any single six (6) rolled on any die used for a check. 
 
Trait: A defining aspect of a character that allows them to utilize their 
traits pool for a check. 
 
Trait Pool: A collection of dice the player may roll for any check that 
uses ƣőĲШĦőċƖċĦƣĲƖќƚШƣƖċŔƣЮ 

  





Part One: Basic System  
The basic rules for Modulus stem from three modules: the fate die, 
ƣƖċŔƣШĬŔĦĲШыŉƖŸůШċШĦőċƖċĦƣĲƖќƚШƚĲũĲĦƣŔŸŰШŸŉШƣƖċŔƣƚьЯШċŰĬШƚĲƚƚŔŸŰШĬŔĦĲЮ 
Dice are selected or combined to form a pool, and these pools are 
then rolled to determine if a character is successful in a particular 
task. This roll is called a check. xĲƣШƨƚШĤĲŊŔŰШƽŔƣőШƽőǃШǃŸƨќƖĲШĲƻĲŰШ
reaching for the dice before we talk about which dice you should be 
using. 

Checks 
9őĲĦťƚШ ċƖĲШ ƨƚĲĬШ ƣŸШ ƓƨƣШ ċШ ƖċŰĬŸůШ ĲũĲůĲŰƣШ ŔŰƣŸШ ċШ ĦőċƖċĦƣĲƖќƚШ
probability of success. By asking for a check, GMs can add a bit of 
tension or randomness to their games. Checks are simple, the GM 
asks for a particular check (usually defining what exactly the character 
or characters are checking for) and the players then roll whatever dice 
might be applicable for their character. 
 
9őĲĦťƚШċƖĲШĦŸůůŸŰũǃШůċĬĲШƨƓШŸŉШƣőƖĲĲШťŔŰĬƚШŸŉШĬŔĦĲаШċШĦőċƖċĦƣĲƖќƚШ
ŉċƣĲШ ĬŔĲЯШ ƣƖċŔƣШ ĬŔĦĲЯШ ċŰĬШ ƚĲƚƚŔŸŰШ ĬŔĦĲШ ƣőĲǃќĬШ ũŔťĲШ ƣŸШ ĲǂƓĲŰĬЮ The 
combination of these dice is known as a pool. Additional Modules may 
allow for additional dice to be added to a check. 
 
In Modulus the players are the only ones making checks. They are 
always attempting to determine if their character is successful. The 
GM has no dice, and therefore makes no checks. This means that 
Antagonists in the game are successful until the characters succeed 
in their checks to thwart them (see Part Two: Bringing Everything 
Together for further information). 
 
If any die in the pool a player has rolled for their character comes up a 
six (6), their character is successful in their task. If no die has a six (6) 
on it, the character has failed. Following the check, successful or not, 
ċШƓũċǃĲƖШůċǃШőċƻĲШĲǂƓĲŰĬĲĬШĬŔĦĲШŔŰШƣőċƣШĦőĲĦťШƣőċƣШċƖĲŰќƣШƖĲƣƨƖŰĲĬШƣŸШ
them (as described in further modules). 



Trying Again  

When a character has been unsuccessful on a given check, they might 
immediately think that they will just try again. In some cases, this may 
be reasonable (such as a character practicing their free throws on a 
basketball court), however this is typically the exception rather than 
the rule. If a character could attempt to pick a lock repeatedly, it would 
only be a matter of time before they unlocked the lock. Just because 
ǃŸƨШƽċŰƣШƣŸШũŔŉƣШǃŸƨƖШĦċƖШŸƻĲƖШǃŸƨƖШőĲċĬШĬŸĲƚŰќƣШůĲċŰШƣőċƣШƚŸШũŸŰŊШċƚШ
you try all afterŰŸŸŰШƣőċƣШǃŸƨќũũШĬŸШŔƣЮ As such, we employ the following 
rationale when it comes to retrying a failed check: you may attempt 
the check again as soon as your current circumstances change. This 
ŔƚШċШĤƖŸċĬШƽċǃШŸŉШƚċǃŔŰŊШǃŸƨќƻĲШŉċŔũĲĬЯШŊĲƣШŸƻĲƖШŔƣЯШso do something else 
to improve your likelihood.  

The Fate Die  
The fate die represents your character's chance to attempt anything. 
So long as whatever you are attempting is possible (like jumping a 20-
foot gap from rooftop to rooftop or convincing your teacher to improve 
your grade from a B+ to an A-), you will get to roll your fate die. Your 
fate die is always a single die but represents the possibility that your 
character could be successful in anything they attempt. 
 
~ċťĲШƚƨƖĲШƣőĲШĬŔĲШǃŸƨШƚĲũĲĦƣШŉŸƖШǃŸƨƖШĦőċƖċĦƣĲƖќƚШŉċƣĲШĬŔĲШŔƚШĬŔƚƣŔŰĦƣШ
ċŰĬШƚƣċŰĬƚШŸƨƣШŉƖŸůШċŰǃШŸŉШƣőĲШŸƣőĲƖШĬŔĦĲШǃŸƨќũũШĤĲШƨƚŔŰŊШŉŸƖШǃŸƨƖШŊċůĲЮ 
Since the fate die is a single die, this could be any die the player or GM 
selects (provided it is a standard six-sided die). 
 
The fate die is a kept die, meaning that after you roll it you get to hold 
onto it. It is not expended, thus can be rolled again and again for 
whatever other checks might come up over the course of the game. 

Trait Dice & Traits  
Characters have five traits: a mental, a physical, a societal, a 
vocational, and a recreational trait. Any time a player is asked to make 
ċШĦőĲĦťШƣőĲǃШƖĲŉĲƖШƣŸШƣőĲŔƖШĦőċƖċĦƣĲƖќƚШƣƖċŔƣƚЮ Any applicable trait 
allows the player to include their trait dice in the check. Players will 
ĲǂƓũċŔŰШƣŸШƣőĲŔƖШ]~ШőŸƽШŸƖШƽőǃШƣőĲŔƖШĦőċƖċĦƣĲƖќƚШƣƖċŔƣШċƓƓũŔĲƚШƣŸШƣőĲШ



check, and if found suitable the GM will allow that player to add their 
trait dice to their pool for the check. 
 
Ш ĦőċƖċĦƣĲƖќƚШ ůĲŰƣċũШ ƣƖċŔƣШ ĲǂƓƖĲƚƚĲƚШ ƣőĲŔƖШ ťĲĲŰĲƚƣШ ƓƚǃĦőŸũŸŊŔĦċũШ

characteristic, their physical trait expresses their keenest 
physiological characteristic, their societal trait expresses their 
keenest social characteristic, their vocational trait encapsulates their 
calling in life, while their recreational trait encapsulates where they 
spend their free time. A trait might be broad like Athletic or specific like 
Strong. fƣќƚШĤĲƚƣШŔŉШƣőĲƚĲШƣƖċŔƣƚШċƖĲШƚƨůůċƖŔǍĲĬШƽŔƣőШƚŔŰŊũĲШƽŸƖĬƚЯШĤƨƣШ
ƣőŔƚШĬŸĲƚŰќƣШƓƖĲĦũƨĬĲШċШƣrait's usefulness. Players can use any term to 
ĬĲƚĦƖŔĤĲШƣőĲŔƖШĦőċƖċĦƣĲƖќƚШƣƖċŔƣƚШĤƨƣШƚőŸƨũĬШċũƽċǃƚШƻĲƖŔŉǃШƽŔƣőШƣőĲŔƖШ]~Ш
for final say. fŰШƚŸůĲШŔŰƚƣċŰĦĲƚЯШ]~ќƚШůŔŊőƣШĲƻĲŰШƓƖŸƻŔĬĲШċШũŔƚƣШŸŉШ
specific traits for their players to choose from. 
 
ÑőĲШƨƚĲШŸŉШċŰШċƓƓũŔĦċĤũĲШƣƖċŔƣШċĬĬƚШŉŸƨƖШĬŔĦĲШƣŸШƣőĲШƓũċǃĲƖќƚШƓŸŸũШŸŉШ
dice. Trait dice are kept dice, meaning that after you roll them you get 
to hold onto them. They are not expended, thus can be rolled again 
and again for whatever other checks might come up over the course 
ŸŉШƣőĲШŊċůĲШƣőċƣШċƓƓũǃШƣŸШǃŸƨƖШĦőċƖċĦƣĲƖќƚШƣƖċŔƣƚЮ 

Is It Inherent?  

Traits can be used in many ways, and in many instances. Players and 
GMs should keep one thing in mind when asking themselves if a given 
ƣƖċŔƣШŔƚШċƓƓũŔĦċĤũĲШŔŰШċŰǃШƚŔƣƨċƣŔŸŰЯШċŰĬШƣőċƣШŔƚЯШћfƚШƽőċƣШƣőĲШĦőċƖċĦƣĲƖШŔƚШ
attempting to use the trait for inherent to that trait?ќ One might suggest 
ƣőċƣШƣőĲŔƖШĦőċƖċĦƣĲƖќƚШƓőǃƚŔĦċũШƣƖċŔƣШŸŉШDexterous means they can 
outrun someone, but does being Dexterous inherently mean one is 
fleet of foot? 

 

Final Say  

As mentioned in Rule #1, the GM has final say in any matter as to 
ƽőĲƣőĲƖШċШĦőċƖċĦƣĲƖќƚШƣƖċŔƣШċƓƓũŔĲƚШƣŸƽċƖĬƚШċШƓċƖƣŔĦƨũċƖШĦőĲĦťЮ 

Examples of Using Traits  

Let us assume that the game may have left a character struggling to 
bypass a locked door. The GM asks for a check for the character to 
ĤǃƓċƚƚШƣőĲШĬŸŸƖЯШċŰĬШƣőĲШƓũċǃĲƖШĬĲĦŔĬĲƚШƣŸШŸŉŉĲƖШƨƓШőĲƖШĦőċƖċĦƣĲƖќƚШ



Fireman profession as an applicable trait. The player proposes that 
firemen are trained to break down doors to rescue people from 
hazardous situations and that bypassing this door should be 
ƚŸůĲƣőŔŰŊШƣőĲǃќĬШĤĲШĦċƓċĤũĲШŸŉШĬŸŔŰŊЮ The GM agrees and the player 
then includes their trait dice for the check. 
 
In another example the characters have found themselves at the edge 
of a raging river they need to cross to distance themselves from a 
pursuing enemy. The GM asks for a check related to swimming or river 
ĦƖŸƚƚŔŰŊЯШċŰĬШƣőĲШƓũċǃĲƖШĬĲĦŔĬĲƚШƣŸШŸŉŉĲƖШƨƓШőŔƚШĦőċƖċĦƣĲƖќƚШScholarly 
mental trait as applicable. The player proposes that his character 
knows everything there is to know about swimming and can thus cross 
the river. ÑőĲШ]~ШĬŔƚċŊƖĲĲƚШċƚШĦƖŸƚƚŔŰŊШƖŔƻĲƖƚШŔƚŰќƣШŔŰőĲƖĲŰƣũǃШƓċƖƣШŸŉШ
being scholarly. 
 
As a creative use of a trait, a player finds himself wanting his character 
to assist in the demolition of a building. Because his character has a 
profession of Architect, he argues that he would know the best 
possible places to set the explosive charges. Though this certainly 
ŔƚŰќƣШċŰШŔŰőĲƖĲŰƣШċƓƓũŔĦċƣŔŸŰШŸŉШƣőĲШ ƖĦőŔƣĲĦƣШƣƖċŔƣЯШƣőĲШ]~ШĬĲĦŔĬĲs to 
rule in favor of the player as this is a creative and viable use of his trait. 

Example Traits  
Example traits for each of the five trait types are provided, but these 
are examples only and should not constrain your playersќ creativity for 
their own character. Traits listed with parenthesis () should be 
specific, such as Hockey for (Sport). 
 

Physical Trait Examples  
Athletic 

Brawny 
Coordinated 

Fast 
Fat 
Flexible 

Gorgeous 
Graceful 
Lithe 

Nimble 

Old 

Resilient 
Robust 
Quick 

Small 
Steady 
Striking 

Strong 

Tall 
Tireless 



 

Mental Trait Examples  

Alert 
Brave 
Composed 

Consistent 
Driven 

Educated 

Faithful 
Honest 
Loyal 
Observant 

Optimistic  

Reliable 

Sincere 

Stoic 

Tenacious 
Tolerant 
Trustworthy 
Understanding 

Willful  
Witty 

 

Societal Trait Examples  

Admirable 

Adaptable 
Alluring 

Charismatic 

Cultured 

Discerning 

Eloquent 
Empathetic 

Entrepreneurial 
Famous 

Friendly 
Intimidating 

Leadership 

Patriotic 

Popular 
Respected 
Romantic 

Scrupulous 

Trustworthy 
Wealthy 

 

Vocational Trait Examples  

Actor 
Artist 
Bartender 
Businessman 

Construction Worker 
Doctor 
Engineer 
Farmer 
Fireman 

Janitor 

Journalist 
Lawyer 
Musician 

Mechanic 

Policeman 

Priest 
Scientist 
Soldier 
Teacher 
Truck Driver

 

Recreational Trait Examples  

Cooking Cycling 



Dancing 

Diving 

Fashion 

Fishing 
Gambling 

Gardening 
Horseback Riding 
Hunting 

(Instrument) 

Linguistics/(Language) 
Martial Arts 
Photography 
Running 
Sailing 

Sewing 
Skiing 
Travel 
(Sport)

Session Dice  
Sometimes a player really wants to be successful with a particular 
check, other times less so. Session dice are the means for players to 
increase the likelihood that their characters will be successful. 
Players begin each session with a set of session dice given by the GM. 
These dice can be added to any pool the player has for any check. They 
represent the ebb and flow of luck, skill, and circumstance. 
 
Unlike the fate die or trait dice, session dice are expended. Any time 
session dice are added to a check, those dice are expended and 
removed from play for the duration of the session. However, as their 
name would imply, at the beginning of each new game session players 
have their session dice pools replenished. 
 

Number  of Session Dice  

Each time you gather to play the Modulus game, each player begins 
with session dice given by the GM. Depending on how involved your 
game might be (such as the expected number of checks made in a 
session), or how long your sessions typically run, that number of dice 
can vary. A general rule of thumb is 10 session dice per hour of play. 
This is only a suggestion, and GMs may find that based on the number 
of checks players are making in a typical gaming session they require 
a different number of session dice. Some games will be higher in 
conflict (such as surviving swarms of zombies), others far less so 
(such as a political or romantic themed game). The more conflict and 
ĦőĲĦťƚШƣőĲШƓũċǃĲƖƚШċƖĲШŉŸƖĦĲĬШƣŸШůċťĲЯШƣőĲШŉċƚƣĲƖШƣőĲǃќũũШĤƨƖŰШƣőƖŸƨŊőШ
their session dice. Feel free to adjust this number as needed. 





Part Two:  Bringing 

Everything Together  

Characters  
Now that you have a general understanding of the dice and checks, 
ũĲƣќƚШlook at who will be using them. Namely, the characters. 
Characters begin with a concept - who or what that character is. 
Concepts might be anything from a world-renown author, an aspiring 
Everest climber, or a disabled veteran. With a concept in mind players 
can better design their character, understand their capabilities, and 
determine their traits. 
 
With just five traits to distinguish and define a character it is important 
ƣŸШĬŔƚƣŔũũШŸŰĲќƚШĦŸŰĦĲƓƣШŔŰƣŸШƽőċƣ is most important. The mental trait 
of a character is the standout characteristic of their psyche. This might 
be something that relates to their personality, their mental faculties, 
or even their observational capabilities. Terms like Creative, 
Knowledgeable, or Perceptive are all mental traits. Mental traits 
encompass a great number of possibilities so give it a good bit of 
thought before picking the trait or traits that most define your 
character. 
 
The physical trait of a character defines the key distinction in that 
ĦőċƖċĦƣĲƖќƚШƓőǃƚŔŸũŸŊŔĦċũШůċťĲ-up. It could be something very basic 
like Tough, or more esoteric like Lithe. It will be up to the player to 
explain how their physical trait applies to any given check, but keep in 
mind that anything might be applicable so long as your explanation 
justifies it. 
 
ÑőĲШ ƚŸĦŔĲƣċũШ ƣƖċŔƣШ ŸŉШ ċШ ĦőċƖċĦƣĲƖШ ǍĲƖŸĲƚШ ŔŰШ ŸŰШ ƣőĲШ ĦőċƖċĦƣĲƖќƚШ
connection or acumen within society at large. It might be something 
specific to the character like, Charismatic, or more social, like 
Renowned or Wealthy. There are any number of possibilities to choose 
between when selecting a societal trait that best represents the 
characterќs greatest affinity, either personally or situationally. 
 



The vocational trait of the character is perhaps the easiest to define. 
Doctor, Lawyer, Soldier, Accountant, Guitarist, or Hacker are all 
examples of a vocational trait a given character may have. Vocational 
ƣƖċŔƣƚШĬŸŰќƣШőċƻĲШƣŸШĤĲШƖĲŉũĲĦƣŔƻĲШŸŉШŸŰĲќƚШĦƨƖƖĲŰƣШƓƖŸŉĲƚƚŔŸŰЮ They 
might be from an earlier part of their life that they spent more time in, 
ŸƖШƓĲƖőċƓƚШƣőĲŔƖШƣƖċŔƣШŢƨƚƣШŔƚŰќƣШċШƓċŔĬШƓƖŸŉĲƚƚŔŸŰЮ They represent and 
encapsulate the best of the characters' skill sets, regardless of how 
successful they might be in society. 
 
The recreational trait of the character reflects something they have 
always done. Cooking, Woodworking, Painting, Investing, Camping 
and Snowboarding are all examples of a recreational trait a given 
character may have. ÅĲĦƖĲċƣŔŸŰШƣƖċŔƣƚШċƖĲŰќƣШŔŰĬŔĦċƣŔƻĲШŸŉШĲƻĲƖǃƣőŔŰŊШċШ
character might have skills in, talent with, or knowledge of. They are 
merely representative of something the character has always found 
themselves doing, or otherwise had an affinity for. 
 
Statistically characters are simple, but their use is only limited by their 
playerќs creativity. Stick to broad traits over specific ones. Palliative 
Care Technician might be an actual job in the medical industry, but 
going with Doctor or Hospice Worker might be more fruitful when 
attempting to justify the trait for a given check. 
 
[ŔŰċũũǃЯШĦőċƖċĦƣĲƖƚШŔŰШ~ŸĬƨũƨƚШĬŸŰќƣШőċƻĲШƣŸШĤĲШƓĲŸƓũĲЮ fƣќƚШƓŸƚƚŔĤũĲШƣŸШ
use the Modulus system where the characters are an entire nation of 
people, spaceships, or perhaps post-apocalypse cars. They would 
obviously use different traits than that of a character that was a 
person, but all of that can be done with a simple twist (see Part Three: 
Modules & Twists). 

Pools  
A pool is a collection of dice that the player brings together to make a 
check. Pools can be combinations of any number or type of dice. 
When the GM asks for a check, and a player wishes or is forced to 
comply, they create their pool for that check. The player includes the 
following: 
¶ Their fate die 
¶ ÑőĲŔƖШƣƖċŔƣШĬŔĦĲЯШŔŉШƣőĲШ]~ШċŊƖĲĲƚШƣőĲŔƖШĦőċƖċĦƣĲƖќƚШƣƖċŔƣШŔƚШ

applicable in this check 



¶ Any number of session dice the player wants to expend 
 
These dice combine to form their pool for the check and are rolled 
collectively. Again, any single six (6) on any die results in the character 
being successful. 
 
Following the check, any expended dice in the pool are then removed 
from play. 

Types of Checks  
There are a few different options GMs have when asking players to 
make checks. Though the first of these, basic checks, will be the most 
common throughout the game, protracted checks, time limit checks, 
and contested checks may provide additional means to test a 
character's capabilities. These options are just examples of any 
number of possible checks that can be incorporated and may provide 
GMs the means to make various encounters, events, and obstacles 
even more compelling. 

Basic Checks  

The basic check is used to determine if a character is successful in a 
single endeavor. If the player rolls one or more sixes (6), their 
character is successful in their task. If they roll no sixes (6), the 
character has failed. A basic check could be for something very 
specific, like picking a lock, or it could be broader, like breaking into a 
warehouse. It is up to the GM to explain the task, endeavor, or act the 
ĦőċƖċĦƣĲƖШ ŔƚШ ƓƖĲƚĲŰƣĲĬШ ƽŔƣőЯШ ċŰĬШ ƣőĲШ ĤċƚŔĦШ ĦőĲĦťќƚШ ƖĲƚƨũƣШ ƽŔũũШ
determine whether the character completes all involved activities. 

Protracted Checks  

Some things attempted by characters are bigger than others. A 
protracted check can be presented to one or more characters 
attempting to complete an involved task. Forging a sword, building a 
doomsday vehicle, or winning a race might be a perfect excuse to have 
the players attempt a protracted check. The GM will decide how many 
successes will be necessary to complete the protracted task. The 
characters involved will make repeated checks until they eventually 
meet or exceed the number of checks necessary. For example, if the 



characters are building the doomsday vehicle, the GM might give the 
players an opportunity each day to roll to build or continue to build the 
vehicle. The GM has decided the vehicle will be completed once 
fifteen (15) successes have been rolled. This will give everyone a sense 
of how many days it takes to build the vehicle. Each six (6) rolled is 
added to a running total. Once the characters have 15 or more 
ƚƨĦĦĲƚƚĲƚЯШ ƣőĲǃќƻĲШ ĤƨŔũƣШ ƣőĲŔƖШ ƻĲőŔĦũĲЮ In the example of a race 
between players, the same might be true, where the GM is looking for 
15 successes and the first to reach the total crosses the finish line 
first. 

Time Limit Checks  

There are other times when the characters are limited in the time to 
complete a task. With this type of check, the GM determines how 
many successes need to be rolled and in what timeframe, and the 
character or characters can all contribute successes each round until 
ƣőĲǃќƖĲШĲŔƣőĲƖШƚƨĦĦĲƚƚŉƨũЯШŸƖШƣŔůĲШŔƚШƨƓЮ Perhaps the characters are 
stuck behind a locked door, and the room is filling up with water. They 
have a complex task in bypassing the door and must get past it within 
four rounds or the room will be full of water. The GM decides that the 
characters need six successes and have four rounds to roll them. 
 

Contested Checks  

Another example of a complex check is a contested check against an 
antagonist. Though antagonists never roll, we instead use their rank to 
determine how many successes they roll on each check. Therefore, a 
rank two antagonist will always have two successes in whatever 
ĦŸŰƣĲƚƣШƣőĲǃќƖĲШŔŰƻŸũƻĲĬШƽŔƣőЮ Therefore, if a character was competing 
against a rank one antagonist in a dueling pianos contest, the player 
would have to roll two or more successes to outperform the 
antagonist. One success for the player would result in either a tie in 
the competition, or that it continues until there is a winner 
determined. These contested checks are also good for chases, with 
ƣőĲШĦőċƖċĦƣĲƖƚШŊċŔŰŔŰŊШыŸƖШũŸƚŔŰŊьШŊƖŸƨŰĬШƣőĲШůŸƖĲШƣőĲǃќƖĲ able to 
ƚƨƖƓċƚƚШƣőĲШċƨƣŸůċƣŔĦШƚƨĦĦĲƚƚĲƚШŸŉШƣőĲШċŰƣċŊŸŰŔƚƣƚШƣőĲǃќƖĲШĦőċƚŔŰŊШ
(or running from). 



Player vs. Player  
ÑőĲШ]~ШĬŸĲƚŰќƣШƖŸũũШĬŔĦĲЯШċƚШċŰƣċŊŸŰŔƚƣƚШċƖĲШƚƨĦĦĲƚƚŉƨũШŔŰШƣőĲŔƖШƣċƚťƚШ
until thwarted by the characters. Therefore, should a player seek to 
force their characterќs will on another character, the players of those 
characters will need to make a contested check. Each player builds 
their pool (which is recommended to be done secretly) with the 
approval of the GM when adding their trait dice. Both players make 
their check, and the following order for resolution is followed (in the 
event of a tie at the first step, the next is followed to resolve, and so 
forth): 

1. The player with the most successes prevails. 
2. The player with the most successes in their trait dice prevails. 
3. The player with success on their fate die prevails. 
4. Add the die totals up, the player with the highest total result 

succeeds. 

Antagonists  
Every game has obstacles for the characters to overcome. Sometimes 
these obstacles might include puzzles, or harsh environments, and 
sometimes it includes NPCs. ÉŔŰĦĲШƣőĲШ]~ШĬŸĲƚŰќƣШőċƻĲШċŰǃШĬŔĦĲШŸƖШ
die pools, their antagonists carry on with their endeavors successfully 
until the actions of the characters stop them. This means that if an 
antagonist in a story (say a thug) was going to mug a character, they 
would successfully do so unless the player of the character being 
mugged wanted to stop it. Attempting to stop or alter an antagonist's 
plans is likely to require a check, but if the player is successful with 
their check their character will have stopped, or at least delayed them. 
cŸƽШƣőĲШƣőƽċƖƣŔŰŊШŸŉШċŰƣċŊŸŰŔƚƣƚШŔƚШƓũċǃĲĬШŸƨƣШŔƚШũĲŉƣШƣŸШƣőĲШƓũċǃĲƖќƚШ
intentions for their character and the narration of the GM. 
 
Antagonists are typically ranked from one to three. This ranking has no 
bearing on the antagonist other than as it pertains to combat. A rank 
one antagonist is a relatively mild antagonist, whereas a rank three 
antagonist is exceedingly deadly. ŰШċŰƣċŊŸŰŔƚƣќƚШƖċŰťШŔƚШĬŔƖĲĦƣũǃШ
correlated to their capabilities in combat, and determines both how 
much damage they deliver, and how much damage they can 
withstand. 





Combat, Wounds, & Health  
There are times when conflict spills over into violence. In these 
moments one needs to determine who goes first, who is successful, 
and what the results for success or failure are. The rules for combat in 
Modulus are simple. Each antagonist in the combat has a ranking 
(typically from one to three) which determines how difficult they are to 
stop as well as how punishing they can be to the characters. In a round 
of combat the characters will have a defensive check and an offensive 
check, although these may be in different order depending on the 
initiative. 

Initiative  

Combat begins by determining initiative. Initiative determines who 
takes their offensive or defensive actions first. When multiple 
characters are in the same combat, all characters will take their 
defensive or offensive actions at the same time. Initiative is 
determined in the following order: 

1. Who has the drop on who? If the antagonists have the drop on 
the characters, the characters will begin the round by taking 
their defensive actions first. If the opposite is true, the 
characters will begin the round taking their offensive actions 
first. 

2. If both sides have somehow met under neutral circumstances, 
the players collectively decide whether their characters will 
take their defensive or offensive actions first. 

Surprise  

Sometimes one side (characters or antagonists) has taken the other 
completely unknowing and surprised. If the antagonists have 
surprised the characters, the characters immediately take wounds 
ĲƕƨċũШƣŸШƣőĲШƣŸƣċũШŸŉШċũũШƣőĲШċŰƣċŊŸŰŔƚƣƚќШranks. The characters then 
begin the round taking their defensive actions. If the characters have 
surprised the antagonists, they immediately take a free offensive 
action before starting the first round of combat (beginning with their 
offensive actions). 



Antagonist Ranks, Actions, & Wounds  

Antagonists work to a specific end. This might be to capture the 
characters, kill them, or even escape from them. During the round the 
antagonists will achieve those ends unless otherwise thwarted by the 
characters. 
 
A rank one antagonist requires one offensive success to defeat. 
Whether this means the character is attempting to kill them, 
incapacitate them, or simply disarm is left up to them. Additionally, a 
rank one antagonist will do one wound to a character each round 
ƨŰũĲƚƚШƚƣŸƓƓĲĬЯШċƻŸŔĬĲĬЯШŸƖШċĤƚŸƖĤĲĬШĤǃШƣőĲШƣċƖŊĲƣĲĬШĦőċƖċĦƣĲƖќƚШ
successful defensive action. 
 
Each point of ranking for an antagonist is equal to the number of 
wounds they can do in a round (to one or more characters - up to the 
will of the GM) and represents the number of successes the 
characters need to defeat them. 
 
For example, a rank two antagonist faces off against two characters. 
Both characters and the antagonist all are armed with pistols. It is 
determined the antagonist has the initiative and goes first, firing at 
each of the characters. Since the antagonist has the initiative, the 
characters begin the round on the defensive, taking their defensive 
actions first. As a rank two antagonist he will be delivering one wound 
to each of the characters as he takes a shot at them both (one wound 
for each rank). The first player of a character being shot at wants to 
dive out of the way of the incoming gunshot and spends their 
defensive action making a check to dive behind a nearby car. The 
second player of a character being shot at wants to make a check to 
show their character is too tough to be stopped by someone the likes 
of this antagonist. If successful in their checks, the first character 
dives behind the car and remains unharmed, while the second guts 
out a shot that results in little more than a Hollywood flesh wound. If 
either character fails, they take a wound. It is also possible for this 
rank two antagonist to do two wounds to a single character, as 
opposed to attempting to do one to each character. If this antagonist 
were rank one, he would only be able to do one wound to a single 
character. Finally, if the antagonist were rank three, he could do three 



points to a single character, or two to one character and one to a 
second character. 

Groups of Antagonists  

Sometimes characters face off against a group of antagonists. The GM 
then determines what that group is made up of (for example three rank 
one antagonists and one rank two antagonist). Determine initiative or 
surprise as normal, and the GM should note which rank antagonist is 
targeting which character (or characters). Successes then whittle 
down their numbers until either the antagonists or the characters are 
defeated. 

Defensive Actions  

Wounds delivered by antagonists are automatic unless the character 
is successful in their defensive action. Defensive actions might 
include dodging an incoming punch, blocking a sword swipe with a 
shield, being so tough as to take the punch without flinching, or diving 
out of the way of a spray of bullets. So long as the characters are 
successful, they avoid the incoming damage - avoiding a single (1) 
wound for each success (6) they roll in their pool. Multiple points of 
damage may be incoming from multiple opponents, so long as the 
characters score an equal number of successes (or more) to the total 
incoming damage, they avoid that damage. Damage exceeding the 
defensive successes is allocated by the GM to the characters. 
 

Offensive Actions  

Stopping, killing, or otherwise defeating antagonists require offensive 
actions to do so. Characters must achieve successes equal to or 
greater than the rank of their targeted antagonist to be successful. 
Offensive actions might include pinning an opponent to the ground, 
killing them with a knife thrust through the heart, or disarming them 
ƚƨĦőШƣőċƣШƣőĲǃќƖĲШŉŸƖĦĲĬШƣŸШƚƨƖƖĲŰĬĲƖЮ Players should specify their 
offensive action and the outcomes they hope to achieve when 
successful. Each success (6) a player rollƚШ ŉŸƖШ ƣőĲŔƖШ ĦőċƖċĦƣĲƖќƚШ
offensive action will thwart one rank of antagonist. Therefore, it would 
ƣċťĲШƣƽŸШƚƨĦĦĲƚƚĲƚШыΣќƚьШŸŰШċШƓũċǃĲƖќƚШĦőĲĦťШŉŸƖШƣőĲŔƖШŸŉŉĲŰƚŔƻĲШċĦƣŔŸŰШ
to thwart a rank two antagonist in a single round. 



An Example of Combat  

Two mercenary characters have been discovered and are being set 
upon by a group of armed gunmen. There are five rank one gunmen 
after the characters, led by a rank two antagonist. The characters have 
bunkered down in an abandoned shack as the gunmen arrive. The GM 
decides that the characters have the initiative and may make checks 
for their offensive actions first. [ŸƖШċƖŊƨůĲŰƣќƚШƚċťĲЯШĲċĦőШĦőċƖċĦƣĲƖШ
has the mercenary vocational trait, and rolls a pool consisting of their 
fate, trait, and a couple session dice. The first player rolls one success 
and decides to eliminate one of the rank 1 gunmen. The second player 
ƖŸũũƚШƣőƖĲĲШƚƨĦĦĲƚƚĲƚШċŰĬШĬĲĦŔĬĲƚШƣőċƣШőĲќƚШťŔũũĲĬШƣőĲШ ƖċŰťШtwo 
antagonist and one of the rank one gunmen (spending two of his 
successes to take down the rank two antagonist and using the 
remaining one to take down another rank one gunman). At this 
moment, there are only three rank one gunmen left - who are of course 
shooting at the characters. This means that there are 3 wounds 
őĲċĬĲĬШ ƣőĲШ ĦőċƖċĦƣĲƖќƚШ ƽċǃШ ƨŰũĲƚƚШ ƣőĲǃШ ċƖĲШ ƚƨĦĦĲƚƚŉƨũШ ŔŰШ ƣőĲŔƖШ
defensive actions. One player offers to attempt to avoid two of the 
incoming wounds, leaving just one for the other character to attempt 
to overcome. Each player builds their pool, again with their fate die, 
ċƓƓũŔĦċĤũĲШƣƖċŔƣШĬŔĦĲЯШċŰĬШċƚШůċŰǃШƚĲƚƚŔŸŰШĬŔĦĲШċƚШƣőĲǃќĬШũŔťĲЮ Each 
success they roll negates an incoming wound - symbolizing just how 
successful the antagonists are in their efforts to injure the characters. 
Each player ends up rolling their defensive check without any 
successes, leaving one character to take two wounds, while the other 
takes one. Moving into the second round the characters are back on 
the offensive and attempt to shoot the last three remaining gunmen. 
They put together their offensive check pools and then roll. With a 
ĦŸůĤŔŰĲĬШƣőƖĲĲШƚƨĦĦĲƚƚĲƚШĤĲƣƽĲĲŰШƣőĲůЯШƣőĲǃќƖĲШċĤũĲШƣŸШƚőŸŸƣШĬŸƽŰШ
the last three remaining gunmen. 

Health  

When a character takes their third wound, they are down and out of 
the fight. ÑőŔƚШŔƚШċШƚŸƖƣШŸŉШљƣőƖĲĲШƚƣƖŔťĲƚШċŰĬШŸƨƣњШƖƨũĲЮ Downed 
characters are incapacitated, barely conscious (if at all), and hovering 
ċƣШĬĲċƣőќƚШĬŸŸƖЮ Should a character who is down take one more 
wound, they are dead. Being down is that barrier between a wounded 
character and a dead character. Once the fighting stops, they can get 
back to their feet while having their three wounds. As an example, a 



rank three antagonist delivers all three wounds in a round to an 
otherwise unharmed character. That player then marks their 
character as having suffered three wounds. If they take any further 
wounds they will be down. When down, any additional damage they 
take will kill their character. When the combat is over, the character 
can get to their feet, but still have three wounds. Wounds do not affect 
character die pools. 
 
Wounds may be healed with a check (subject to GM approval for 
appropriate traits, equipment, time, etc.), each success healing a 
wound point. ìŸƨŰĬƚШċƖĲШċũƚŸШőĲċũĲĬШċƣШċШƖċƣĲШŸŉШŸŰĲШƓŸŔŰƣШƓĲƖШŰŔŊőƣќƚШ
bed rest. 

  





Part Three:  Modules & 

Twists  
What makes Modulus unique is that the basic mechanics of the game 
ĦċŰШĤĲШĲǂƓċŰĬĲĬШƨƓŸŰШŸƖШůŸĬŔŉŔĲĬШƣŸШőĲũƓШ]~ƚШĦƖĲċƣĲШƣőĲШĲǂċĦƣШљŉĲĲũњШ
ƣőĲǃќƖĲШũŸŸťŔŰŊШŉŸƖШŔŰШƣőĲŔƖШŊċůĲƚЮ They do this using modules and 
twists. Modules are completely new rule sets that expand upon the 
existing rules of the game. Twists are small tweaks, exceptions to 
rules, or simple changes to rules that offer minor impacts to play 
ƣŸƽċƖĬƚШƣőĲШљŉĲĲũњШċШ]~ШůŔŊőƣШĤĲШũŸŸťŔŰŊШŉŸƖШŔŰШƣőĲŔƖШŊċůĲЮ The 
examples given below are, by no means, a complete list of every 
possible module or twist. These examples can be used as written or 
can be modified to better cater to the kind of game you wish to run. 
Consider these examples as inspiration for developing your own 
modules and twists for your Modulus game. 

Modules  

ÉŸůĲƣŔůĲƚШǃŸƨќƖĲШũŸŸťŔŰŊШŉŸƖШůŸƖĲШƣŸШċĬĬШƣŸШǃŸƨƖШŊċůĲЯШƚƨĦőШċƚШ
magic, unique items or weapons, or perhaps a means of character 
improvement. All of these can be done by adding one or more modules 
to your game. Modules often mean bringing more dice and/or more 
rules into your game. It will mean you will have more to keep track of. 
It also means that more dice might alter the general probabilities of 
success if you hand too many of them over to your players. Exercise a 
bit of caution when adding Modules to your game as their benefits for 
your players and their characters can add up fast. 

Twists  

ÉŸůĲƣŔůĲƚШǃŸƨќƖĲШŢƨƚƣШũŸŸťŔŰŊШŉŸƖШċШƚůċũũШċĬŢƨƚƣůĲŰƣШƣŸШƣőĲШƖƨũĲƚШ- 
something to help you play something up in your game. By adding a 
twist, you can add fun little rules that allow players and characters to 
do more in your game. Twists can add up fast and need to be made 
clear from the start of your game. 7ĲШċƽċƖĲШƣőċƣШƚŔŰĦĲШƣƽŔƚƣƚШċƖĲŰќƣШ
ŸŉƣĲŰШƖĲƓƖĲƚĲŰƣĲĬШĤǃШĬŔĦĲШŸŰШƣőĲШƣċĤũĲШƣőċƣШǃŸƨќũũШőċƻĲШƣŸШĲŰƚƨƖĲШǃŸƨƖШ
players are always applying them to their characters, checks, or the 
game in general. 



Core Rules  
The following is a list of twists you can add to the core rules of your 
Modulus game. 

Fate Die  

These are some twists on might add to the use of the fate die: 

 

TWIST  

Name Critical Success 

Description  

There is the possibility of having extraordinary 
ƚƨĦĦĲƚƚĲƚШĤĲǃŸŰĬШŢƨƚƣШĤĲŔŰŊШƚƨĦĦĲƚƚŉƨũШŔŰШŸŰĲќƚШƣċƚťШ
(as determined by the GM). 

Rule 
Variations  

6ќƚ: When a player rolls a success (6) on their Fate die, 
it is a critical success for their character in the task 
ƣőĲǃќƖĲШċƣƣĲůƓƣŔŰŊЮ 
 

Lucky: In high stress situations, the GM rolls a die, and 
any player getting that same number on their fate die 
results in a critical success. 

 

TWIST  

Name [ċƣĲќƚШ7ũĲƚƚŔŰŊ 

Description  ÅŸũũŔŰŊШƽĲũũШŸŰШŸŰĲќƚШŉċƣĲШĬŔĲШĦċŰШőċƻĲШċШƓŸƚŔƣŔƻĲШĲŉŉĲĦƣЮ 

Rule 
Variations  

Boon: A result of a six (6) on the fate die allows a player 
to add one die to their session pool. 
 
Bounty : A result of a six (6) on the fate die allows a 
player to keep all session and community dice uses in 
their pool. 

 
TWIST  

Name [ċƣĲќƚШ9Ÿƚƣ 

Description  
ÅŸũũŔŰŊШƓŸŸƖũǃШŸŰШŸŰĲќƚШŉċƣĲШĬŔĲШĦċŰШőċƻĲШċШĬĲƣƖŔůĲŰƣċũШ
effect. 



Rule 

A result of a one (1) on the fate die cancels one of the 
successes rolled. If no successes were rolled this may 
result in a critical failure. 

Checks 

These are some twists one might add to checks in Modulus: 
TWIST  

Name Purchased Successes 

Description  
ÑőŔƚШƣƽŔƚƣШċũũŸƽƚШŉŸƖШƓũċǃĲƖƚШƣŸШљƓƨƖĦőċƚĲњШċШƚƨĦĦĲƚƚŉƨũШ
result rather than rolling a check for their character. 

Rule 
Variations  

Session Dice: The GM can ask for an expenditure of 
session dice in place of a check. This way a player can 
simply expend a number of dice from their pool to grant 
their character a guaranteed success. Dice expended 
are lost. 
 

Community Dice : Like the session dice variation 
above, the player can expend community (or perhaps a 
combination of session and community) dice in place 
of rolling a check. Dice expended are lost. 

 

TWIST  

Name Costly Successes 

Description  
To add a ƣƽŔƚƣШƣŸШċŰǃШĦőĲĦťЯШŔŉШƣőĲШƓũċǃĲƖШƖŸũũƚШůŸƖĲШΝќƚШ
ŔŰШƣőĲŔƖШĬŔĲШƓŸŸũШƣőċŰШΣќƚШƚŸůĲƣőŔŰŊШĤċĬШċũƚŸШőċƓƓĲŰƚЮ 

Rule 
Variations  

Gear DegradationаШ~ŸƖĲШΝќƚШƣőċŰШΣќƚШƖĲƚƨũƣƚШŔŰШċШƓŔĲĦĲШ
of equipment being degraded in accordance with the 
Degrading Gear Twist.  
 

Doubt : ÑőŸƨŊőШƣőĲШĦőċƖċĦƣĲƖШƽċƚШƚƨĦĦĲƚƚŉƨũШƣőĲǃќƻĲШ
convinced themselves it was a fluke, and this may add 
to their stress level or overall fear (see the Specialty 
Mechanics ~ŸĬƨũĲќƚШNegative Statistic Variation). 

 

 

 



TWIST  

Name Critical Failure 

Description  There is the possibility of blowing a check completely. 

Rule 
Variations  

No Successes and a 1: When a player receives no 
successes on a check, and there is at least one 1 rolled, 
it is a critical failure. 
 

No Successes and a 1 on your Fate Die: When a player 
receives no successes on a check, and there is a 1 
rolled on their fate die, it is a critical failure. 

 

TWIST  

Name Extended Checks 

Description  
Rather than a check being successful with a single 
success, the check requires more. 

Rule 
Variations  

Multiple Successes : To be successful the GM may 
require a number of successes to be met or surpassed, 
offering multiple checks to complete the task, to better 
depict the task taking longer and longer to accomplish. 
 

Multiple Successful Checks : Likewise, rather than 
just looking for a total number of successes on a check, 
the GM may require a number of successful checks to 
complete the task. 

 

TWIST  

Name Contested Checks 

Description  Player vs. Player checks are more involved. 

Rule 
Variations  

Wagering: The initiating player wagers how many 
session (or session and community dice) they will 
wager to make the check. They can then be countered 
by the other player with less dice. This goes back and 
forth until there are no more wagers. The player making 
the last wager rolls, and if successful (a 6 is rolled) their 
character wins. If failed, the other character wins. 
 



Wagering Expanded: As wagering above, but after the 
initial check is failed, it offers the other character the 
chance to roll their last wager. fŉШƣőĲǃќƖĲШƚƨĦĦĲƚƚŉƨũЯШ
they win. If both have then failed, the result is a tie. 

 
TWIST  

Name Reroll Ties 

Description  

Rather than going down the checklist to resolve Player 
vs. Player ties, you simply have the players reroll their 
checks with the same dice. 

Rule 
Variations  

Leave it to Fate: The players just roll their fate die with 
the highest result winning the check. 

 

TWIST  

Name Cooperation 

Description  More than one character can attempt the same task. 

Rule 
Variations  

Applicable Trait : Any character with an applicable trait 
working to assist a character making the check, can 
loan one (1) trait die to the character rolling the check 
for each applicable trait. 
 

Pooled Checks : All characters attempting to help one 
another roll their checks, needing a total number of 
successes equal to the number of characters 
attempting the task.  
 

Shared Session Dice: A character can offer any 
number of his session dice to the player making the 
check to reflect his character assisting them in the task. 

 

TWIST  

Name Multi-Tasking 

Description  

Each check is a separate action, but there may come 
times when a player wants to do more than one thing at 
a time. 



Rule 
Variations  

Dividing Pools : Prior to rolling, the player divides their 
pool, designating which new pool applies to which 
action they are attempting. 
 

Dividing Successes : After rolling, the player divides 
their successes, designating which applies to which 
action they are attempting.  

Traits  

These are some twists one might add to character traits: 
 

TWIST  

Name Number of Traits 

Description  

You may want a different number of traits for your 
characters, as few as one single role or archetype the 
character represents, or a longer list of characteristics. 

Rule 

The number of trait dice added to the die pool for a 
check is modified by the following table:  

Number of Traits 
1 

2 

3 

4 

5 

6 

7 
8+ 

Number Trait Dice 

8 

7 

6 

5 

4 

3 

2 
1 

 

TWIST  

Name More Than One Applicable Trait 

Description  
Players can have more than one applicable trait to add 
to their die pools for a given check. 

Rule 
The player can add one additional trait die for every 
other applicable trait to the check. 

 
 



TWIST  

Name Related Traits 

Description  

Rather than deciding whether a given trait is inherently 
applicable to a check, this rule is to broaden the use of 
traits to allow for players to add half their trait pool to a 
check for ƚŸůĲƣőŔŰŊШƣőċƣШŔƚŰќƣШŔŰőĲƖĲŰƣũǃШƖĲũċƣĲĬШƣŸШƣőĲŔƖШ
trait, but where their trait may still afford them a better 
than nothing bonus. For example, a policeman making 
a check relative to a legal matter. Though they are not 
lawyers, they have a reasonable sense of the law. 

Rule 

Instead of adding their standard trait dice on a check, 
the player may add half the value of their trait (round up) 
to the check for something that may be indirectly 
ƖĲũċƣĲĬШƣŸШƣőĲШƣƖċŔƣШƣőĲǃќƖĲШƚƨŊŊĲƚƣŔŰŊШůŔŊőƣШċƓƓũǃШƣŸШƣőĲШ
check. 

 

Session Dice  

These are some twists pertaining to the session dice of Modulus: 

 

TWIST  

Name Kept Session Dice 

Description  
Rather than all used session dice being lost, players 
can keep some of those dice. 

Rule 
Variations  

Successes : Any session die that is a success (6) is 
kept. All other unsuccessful results from session dice 
are lost. 
 

Νќƚ: Only session dice that roll a one (1) are lost. All 
other session dice are kept. 

 

TWIST  

Name Incremental Rolls 

Description  

Rather than selecting the number of session dice the 
player wants to roll prior to rolling, they can add dice as 
needed. 



Rule 

After rolling, the player can roll one session die after 
another until their check is successful, their session 
dice are expended, or they choose to stop rolling. 

 
TWIST  

Name Scene Dice 

Description  

Rather than all session dice being given to the players 
at the start of the session, these dice are doled out over 
the course of the game. 

Rule 

The players earn dice at each impactful scene of the 
session. Unspent dice are kept for use later in the 
session. 

 

Health  

These are some twists relevant to the health system of Modulus: 
 

TWIST  

Name Damage 

Description  Allocating damage to characters can be more specific. 

Rule 
Variations  

Targeted Damage: Before rolling their defensive 
checks, the GM will tell each player how much damage 
is targeting their characters. Rather than the characters 
collectively getting more successes than their enemies, 
they each need to roll successes equal to or greater 
than the damage specifically targeting their character 
to be unhurt. 
 

Continual Damage : There may be instances where 
characters take ongoing damage, such as standing in a 
cloud of poisonous gas, being poisoned, or standing in 
front of a broken steam pipe. Characters will need to 
defend against a point (or more) of damage each round 
while in the circumstances of the continual damage. 

 

 



TWIST  

Name Dynamic Health 

Description  Not all characters take the same number of wounds. 

Rule 

Rather than each character having three (3) wounds 
they can withstand before being down, they have four 
(4) wounds if they have a trait that relates to them being 
sturdier. Wounds can also be related to an attribute or 
combination of attributes (such as Strength + 
Willpower) giving a character the number of wounds 
they can suffer before being downed. 

 

TWIST  

Name Injuries 

Description  Being wounded has a cost. 

Rule 
Variations  

Physical Impact : When wounded, the character 
suffers a penalty to their physical trait equal to the 
number of wounds they have. 
 

Broad Injuries I : When wounded, the character suffers 
a penalty to their die pools equal to the number of 
wounds they have. 
 

Broad Injuries II : When wounded, the player reduces 
their trait pool by one for each point of injury they take. 
When down to their last die, they are down, and any 
subsequent damage will kill them. 

 
TWIST  

Name Extended Recovery 

Description  Recovering from extensive injury takes time. 

Rule 

A character needs one week of rest to heal one wound. 
This week of rest might be shortened by one day per 
success on a ĦőĲĦťШƖĲũċƣŔŰŊШƣŸШƚŸůĲŸŰĲќƚШƣƖĲċƣůĲŰƣШŸƖШ
nursing of the character. 





Additional Rules  
The following is a list of modules and twists you can add to enhance 
your Modulus game. 

Community Dice  

To create a sense of fleeting capability for the group, community dice 
are used by all the players over the course of the game session. They 
also add an interesting collective means for players to augment 
individual weaknesses or play up high drama moments with increased 
likelihood of success. 
 

MODULE 

Name Community Dice 

Description  
You add a pool of expendable dice to the center of the 
table, which can be used by your group of players. 

Rule 
Variations  

Base: The community dice pool is an additional pool of 
expendable dice (separate from session dice) 
accessible by all players for the game session. The 
number of community dice is set by the GM. 
 
Group Session Dice: Replacing session dice with 
community dice may encourage the players to plan and 
cooperate when using their dice. 
 

Encounter Dice : Rather than using a large pool of 
community dice throughout the session, GMs use an 
encounter pool. ìőĲŰШƣőĲШљĤŔŊШůŸůĲŰƣњШċƖƖŔƻĲƚЯШ]~ƚШ
add a selection of dice in the center of the table for all 
to use. When the encounter is over, remaining dice are 
lost. 

 

TWIST  

Name Starting Community Dice Pools 

Description  
Determining how many community dice are available 
for the session. 



Rule 
Variations  

Random Pool: Each player rolls their Fate Die; their 
combined total is the number of community dice that 
are used for the session per hour. 
 

Per Player per Hour: The number of community dice 
available for the session is based upon the following: 

Number of Players 
2-3 

4-5 

6+ 

Starting Community Dice/Hour 
4 

5 

6 
 

TWIST  

Name Refreshing Community Dice Pools 

Description  
Determining when the community dice available 
refresh. 

Rule 
Variations  

Per Session: Each game session starts with a full set of 
dice available in the community pool. 
 

Per Day: The community dice are replenished with the 
start of each new day in the game. 
 

Per Story: The community dice are all there is for the 
duration of the story/quest/campaign/etc. 
 

Rewards: The GM will add dice to the community dice 
pool whenever he feels the characters have earned the 
reward (roleplaying well, completing a significant task, 
reaching a certain part of the story, etc.). 

 

TWIST  

Name Kept Community Dice 

Description  
Rather than all used community dice being lost, players 
can keep some of those dice. 

Rule 
Variations  

Successes : Any community die that is a success (6) is 
kept. All other unsuccessful results from community 
dice are lost. 
 



Νќƚ: Only community dice that roll a one (1) are lost. All 
other community dice are kept. 

 
TWIST  

Name Play Nice 

Description  

Rather than the community dice being open for 
everyone to use as they please, they must get 
permission first. 

Rule 
Variations  

Mother May I?: Players must get permission from the 
group before using community dice. 
 
Gift of Dice : Instead of asking for permission, players 
ask if they can get any help. Community dice are then 
handed to the player by other players at the table. 

 
TWIST  

Name Restraint 

Description  There are limits to using community dice. 

Rule 
Variations  

Maximum Dice : The GM sets a maximum number of 
dice that can be used from the community dice pool for 
any single check. 
Diminishing Returns : Players can take a maximum 
number of dice (say 5). Each subsequent time they use 
community dice their maximum number of dice is 
reduced by one, to a minimum of one. 

 

TWIST  

Name Community Dice By Trait 

Description  
There is a community die pool related to one or more 
traits.  

Rule 
Variations  

Core Traits: There are five community pools, each 
related to a trait (mental, physical, societal, vocational, 
and recreational). Only dice from the appropriate pool 
can be added to a trait roll. 
 



Specific Pool : The community pool is tied to a specific 
trait, resource, etc. (like magic, power, chi, fuel, 
oxygen, evil temptation, etc.). Using it may have 
ĦŸŰƚĲƕƨĲŰĦĲƚШыŸŰШŉċŔũĲĬШĦőĲĦťƚЯШƽőĲŰШΝќƚШċƖĲШƖŸũũĲĬЯШ
when the pool runs low, etc.). 

 

MODULE 

Name Consequential Dice 

Description  

You add a pool of expendable dice to the center of the 
table, which can be used at any time by your group of 
players, but with consequences if they do. This pool of 
dice could be related to stress, dark powers, 
temptations, vices, pushing things to the extreme, 
allowing for second attempts on failed checks, etc. 

Rule 
Variations  

7ċĬШΝќƚаШ ŰǃШΝќƚШƖŸũũĲĬШƽŔƣőШĦŸŰƚĲƕƨĲŰƣŔċũШĬŔĦĲШĦċŰĦĲũШ
successes. 
 

7ċĬШΣќƚаШΣќƚШċƖĲШƚƣŔũũШƚƨĦĦĲƚƚĲƚЯШĤƨƣШĤċƖĲũǃЯШŸƖШƽŔƣőШ
unintended consequences or costs. 
 

Bad Failures: If a check is failed when using 
consequential dice, it goes horribly wrong (examples 
are losing session dice, being injured, etc.). 

Expanded Characters  
The basic character for Modulus might not be comprehensive enough 
ŉŸƖШƣőĲШťŔŰĬƚШŸŉШŊċůĲƚШǃŸƨќƖĲШũŸŸťŔŰŊШƣŸШƖƨŰЮ The following modules 
and twists expand upon that basic character to allow you to enrich the 
characters and their capabilities in your games. 



 



MODULE 

Name Attributes 

Description  

Rather than starting with the five basic traits (mental, 
physical, societal, vocational, and recreational), your 
characters have attributes.  You will determine what 
those attributes are (Agility, Charm, Endurance, 
Intelligence, Perception, Strength, etc.), and how many 
points the player can distribute between them. 
Attributes have a minimum score of 1 and a maximum 
set by the GM. 

Rule 
Variations  

Attributes Only : As the basic traits of Modulus add four 
(4) dice to a pool, GMs give points to players based 
upon 4 times the number of attributes they have listed 
for characters. For example, if the GM ascribes 6 
attributes for the characters, players begin with 24 
points to distribute between those attributes (with a 
minimum of 1 per attribute). This variation assumes 
there will be no additional talents for a character. The 
points assigned to an attribute represent the number of 
dice available when making a check with that attribute. 
 

Attributes and Talents: If the GM is looking to have a 
combination of attributes and talents for characters, 
they should lower the starting attribute points for 
character creation to perhaps 2.5 times the number of 
attributes they have listed for the characters. The goal 
is to keep the average pool between attributes and 
talents to a total close to 4. 

 

TWIST  

Name Talents 

Description  
Characters have a list of talents (abilities, skills, etc.) in 
addition to attributes. 

Rule 
Variations  

Talent Points : Along with their list of attributes, 
characters also possess a list of talents as determined 
by the GM. Players distribute skill points between the 
list of available talents. Pools are determined as a 



combination of an attribute and a talent (for example, 
rolling perception and firearms to determine if 
someone is carrying a concealed weapon, or rolling 
intelligence and firearms for a weapon smithing check). 
 

Derived Talents: For each point players put into an 
attribute they can then add a talent for that attribute. 
For example, if a player has put 3 points into their 
ĦőċƖċĦƣĲƖќƚШĦőċƖůШċƣƣƖŔĤƨƣĲЯШƣőĲǃШĦċŰШƣőĲŰШƚĲũĲĦƣШƣőƖĲĲШ
talents underneath that attribute. They choose to add 
fast talking, fashion sense, and negotiation. When 
ƖŸũũŔŰŊШċШĦőĲĦťШƽŔƣőШċШĦőċƖċĦƣĲƖќƚШũŔƚƣĲĬШƣċũĲŰƣЯШƣőĲǃШċĬĬШ
one die to their governing attribute. 

 

TWIST  

Name Aspects 

Description  

A more colorful twist on attributes might be for players 
to list out aspects of their character - roles, capabilities, 
or aspects the character will fill within the game. 

Rule 
Variations  

Beginner, Intermediate, & Expert : Players will select 
two beginner aspects, two intermediate aspects, and 
two advanced aspects for their characters. Pools for 
beginner aspects add 2 dice, intermediate add 4, and 
expert add 6. 
 

6-1: For the characters 6 aspects they list them in order 
from the aspect they are best at to the one they are least 
capable of. Their placement on the list corresponds to 
pool bonuses from 6 to 1, highest and best at, to lowest 
and barely capable at. 

 
MODULE 

Name Specialty Mechanics 

Description  

You might be looking to add a special something to your 
characters that has a specific rule in the setting where 
your game takes place. This specialty might be related 
to Discipline, Chi, Fame, Fear, Heroism, Humanity, 



Luck, Mana, Sanity, Willpower, etc. This specialty has 
its own impact on the characters and their mechanics 
as pertains to your game. 

Rule 
Variations  

Trait: The specialty is a trait added to the character with 
a starting number as set by the GM. These are treated 
as kept dice that pertain to specific checks related to 
the specialty. 
 
Pool: The specialty is a pool of additional expended 
dice that can be used in the game. This pool is specific 
to each character. 
 
Points : The specialty is not represented with dice but is 
instead a set of points that can be spent, one for one, to 
add successes to a check. An example of this might be 
the specialty trait of Willpower or Heroism. Players 
begin with points (or these can be earned as the game 
is played) as defined by the GM.  
 
Negative Dice : The specialty is assigned a number of 
dice by the GM for a roll. An example of this might be 
stress, fear, or anxiety. A result of a one (1) on the 
specialty die cancels one of the successes rolled. If no 
successes were rolled, this may result in a critical 
failure. 
 
Negative Statistic : The specialty is not represented 
with dice but is instead a set statistic that represents a 
negative character aspect. An example of this might be 
stress, fear, or anxiety. Players begin with this statistic  
as defined by the GM. For every 10 points accrued in 
this statistic, it cancels a success on each check.  

 

TWIST  

Name Specialty Karma 

Description  

Success and Failure are tied to karma. This twist 
applies to the Trait or Pool rule variations of the 
Specialty Mechanics module. 



Rule 
Variations  

Good Karma: These dice might be nothing but 
beneficial, adding only their successes without offering 
ƓĲŰċũƣŔĲƚШŉŸƖШŉċŔũĲĬШĦőĲĦťƚШŸƖШƖŸũũŔŰŊШΝќƚЮ 
 

Bad KarmaаШÑőĲƚĲШĬŔĦĲШůċǃШĤĲШƓĲŰċũƣǃШĬŔĦĲЯШƽőĲƖĲШΣќƚШ
ƽŔũũШ ŰŸƣШ ĦŸƨŰƣШ ċƚШ ƚƨĦĦĲƚƚĲƚЯШ ĤƨƣШ ΝќƚШ ƽŔũũШ ƚƨĤƣƖċĦƣШ
ƚƨĦĦĲƚƚĲƚЮШ[ċŔũĲĬШĦőĲĦťƚШƽŔƣőШΝќƚШŸŰШĬŔĦĲШŉƖŸůШƣőŔƚШĤċĬШ
trait can have catastrophic effects. 

 

TWIST  

Name Auto-Successes 

Description  

This twist applies to the Points rule variation of the 
Specialty Mechanics module. 
Players begin with a pool of these points that can be 
spent one for one to add successes to a check. 

Rule 
Variations  

Only Avert Failure: Players can only spend these auto-
success points to keep from having catastrophic 
failures. fŉШƣőĲШƖƨũĲƚШŔŰĦũƨĬĲШƣƽŔƚƣƚШƣŸШċũũŸƽШΝќƚШƣŸШĦċŰĦĲũШ
successes, this twist can allow players to spend their 
auto-success points to have enough successes to be 
ĦċŰĦĲũĲĬШĤǃШΝќƚШƣŸШċƻŸŔĬШĦƖŔƣŔĦċũШŉċŔũƨƖĲƚЮ 
 

True Heroics: Characters auto-successes points can 
be used following a failed check to make it successful 
by spending a single point or can spend the point prior 
to the roll to automatically succeed and forgo the 
check. 

 

TWIST  

Name Diminishing Pools 

Description  

This twist applies to the Pool rule variation of the 
Specialty Mechanics module. 
The specialty is represented by a number that 
decreases throughout gameplay. As it decreases 
(perhaps by failures or critical failures) it represents the 
maximum number of dice that can be rolled in a check. 



It might represent how tired someone is becoming over 
time, how afraid, or how sane they are. 

Rule 
Variations  

Individual Number: The diminishing pools number is 
specific to each character.  
 
Communal Number аШÑőĲШĬŔůŔŰŔƚőŔŰŊШƓŸŸũќƚШŰƨůĤĲƖШŔƚШ
not specific to each character and instead is a number 
for all the characters collectively. 
 

Always Ebbing: The pool only decreases and does not 
increase through the course of the game. 

 

TWIST  

Name Energy Pools 

Description  

This twist applies to the Pool rule variation of the 
Specialty Mechanics module. 
The specialty also has a direct relation to a finite 
amount of capability. These dice are all added to 
checks relative to this specialty, but always lose one die 
after the check (succeed or fail). When the pool is 
expended, the character is out of energy pertaining to 
the specialty. 

Rule 
Variations  

Daily Energy Pool: This energy pool is related to 
something like thirst, hunger, restfulness, etc. When 
depleted it can be refilled when the character drinks, 
eats, or sleeps. 
 

Supernatural Pool : This energy pool is related to 
something esoteric, and when depleted may only be 
replenished under special circumstances. It could 
represent supernatural power that when tapped 
represents how the character is out of power, mana, 
chi, etc. It can also have a detrimental effect on the 
character should it ever be depleted completely. 

 
 
 
 



TWIST  

Name Replenishing Specialty 

Description  

This twist applies to the Pool, Points, or Negative 
Statistic rule variations of the Specialty Mechanics 
module. 
The specialty can be replenished throughout the game 
through time, achievement, or sacrifice. 

Rule 
Variations  

Doing Good: The character might have a duty, goal, 
virtue or calling. When the character does this good act, 
some or all their specialty pool or points are 
replenished. 
 

Doing Bad: The character might have a compulsion, 
habit, vice, or weakness towards something. When the 
character does this bad act, they might gain one point 
or negative statistic towards their specialty. 
 

Fulfillment : By achieving a certain goal or milestone in 
the story, doing surprisingly well at a given point, or for 
creative roleplaying, etc., the GM can award some or all 
their specialty pool or points to the player for fulfilling a 
specific task. 
 

Time: The specialty is replenished at a certain time or 
point within the game (sunrise, the half-way point, 
between sessions, etc.). 
 
Success on the Fly: Characters can also earn points 
throughout the game by rolling excessive successes (3+ 
successes on a check). 
 
Reduce Negative Statistic : The ƻċũƨĲШŸŉШċШĦőċƖċĦƣĲƖќƚШ
negative statistic is reduced when reaching certain 
milestones in the story, creative roleplaying, etc. (at the 
]~ќƚШĬŔƚĦƖĲƣŔŸŰь. 

  





Expanded Health  

The health system for Modulus can be expanded to allow for more 
damage or locations where that damage is applied to the character. 
The following are a few examples of modules and twists that can be 
applied to a character's health. 
 

MODULE 

Name Health Tiers 

Description  
There are now degrees of injury that a character can 
suffer. 

Rule 

Rather than taking three points to be down, characters 
possess more health tiers - each delivering a greater 
consequence to being injured. Recovery time is also 
extended depending on severity, with Incapacitated or 
Downed characters recovering to the tier above after 
ƣőĲШŉŔŊőƣќƚШŸƻĲƖШċŰĬШƣőĲǃШĦċŰШĤĲШƣĲŰĬĲĬШƣŸЮ The number 
of health tiers, wound penalties, and recovery time are 
tailored by the GM. An example is given below: 

Damage Taken 
1 

2 

3 

4 

5 

6 

 

Wound Penalty 
Scratched: None 
Battered: Pool -1 

Wounded: Pool -2 

Injured: Pool -3 

Maimed: Pool -4 

Incapacitated: Down 

Dead: Character killed 

Recovery Time 

1 Day 
3 Days 
1 Week 
2 Weeks 
1 Month 

1 Month 

n/a 
 

TWIST  

Name Broader Health Tiers 

Description  

Rather than proceeding from one tier to the next with 
each point of damage taken, characters have points at 
ĲċĦőШƣŔĲƖЯШċŰĬШƽőĲŰШƣőĲǃќƻĲШƣċťĲŰШĲŰŸƨŊőШĬċůċŊĲШ
equal to or greater than that tier, they start taking points 
in the next tier. 

Rule 
Variations  

Trait Related : Characters have 3 wounds they can 
withstand at each tier before proceeding into the next. 



 

Attribute Related : Points of damage a character can 
withstand at each tier are related to an attribute or 
combination of attributes (such as Strength + 
Willpower) giving a character the number of wounds 
they can suffer before proceeding to the next tier. 

Gear 

Sometimes you want to add weapons, equipment, armor, or vehicles 
to your game. The following are a few examples of modules and twists 
that can be applied by adding gear to your game. 
 

MODULE 

Name Gear Dice 

Description  

Sometimes gear is a fixed and constant part of your 
character or the environment. Gear dice work, in many 
ways, like a trait or even fate dice for the character. 

Rule 

Anytime a character is using their gear they add a die to 
their dice pool. This additional die may represent body 
armor, a medical kit, a motorcycle, a pistol, or even a 
lockpick set. Dice from multiple pieces of gear can be 
combined, such as a die from both a rifle and a high-
power scope to shoot a target at distance.  

 

TWIST  

Name Degrading Gear 

Description  

]ĲċƖШĬŸĲƚŰќƣШũċƚƣШŉŸƖĲƻĲƖ. Guns run out of ammunition, 
lockpicks break, cars fall apart, or space suits run out 
of oxygen. Eventually the character finds their gear no 
longer useful. 

Rule 
Variations  

Consumption Rating : Gear has a consumption rating 
that defines its number of uses. The GM decides under 
what conditions a piece of gear gets consumed 
(whenever they fail on a check using the piece of gear, 
anytime the gear die rolls a 1, or perhaps anytime they 
roll a 1 on their Fate Die using their gear). When the 



character has used the last consumption point for their 
piece of gear, it is no longer useful (a pistol is out of 
ammunition, the golf club is bent, all the pain meds are 
used up, etc.). 
 

Lose a Die: Rather than having a consumption rating, 
the gear offers more than one die to be rolled. 
Whenever a piece of gear would otherwise be 
consumed (failing on a check using the piece of gear, 
anytime the gear die rolls a 1, etc.) the player loses a die 
from that piece of gear. 

 
 

TWIST  

Name Improving Gear 

Description  

Gear can be improved, such as driving a large nail 
through the end of a bat or adding a scope to a rifle, or 
perhaps adding a morphine syrette to a medical kit. 

Rule 
Variations  

Improved Consumption Rating : The improvement to 
the gear adds to the durability, uses, or capability of the 
items by adding the ŰƨůĤĲƖШ ŸŉШ ƨƚĲƚШ ƣŸШ ƣőĲШ ŊĲċƖќƚШ
consumption rating. The GM decides how much to add 
to the consumption rating. 
 
Adding a Die: Improving the gear increases the number 
of dice that it adds when used. When that piece of gear 
would otherwise be consumed (failing on a check using 
the piece of gear, anytime the gear die rolls a 1, etc.) the 
player now has one additional die from which to lose 
from that piece of gear. Note that this twist can also be 
used to represent bigger pieces of gear (a hospital 
operative vs. a medical kit, a machine gun vs. a pistol, a 
jackhammer vs. a sledgehammer, etc.). 

 
 
 
 
 



MODULE 

Name Gear Pools 

Description  

Sometimes a piece of equipment can add another pool 
of dice for the player to use whenever using that piece 
of gear. This pool works in many ways like session dice 
but can only be added when that piece of gear is being 
utilized for a particular check.  

Rule 
Variations  

Kept Successes : Any ƚƨĦĦĲƚƚĲƚШыΣќƚьШƖŸũũĲĬШƽŔƣőШƣőĲШ
gear dice are returned to the gear pool. 
 

Must Use: Anytime the piece of gear is being used, a die 
from the gear pool must be added to the die pool for the 
check. Thus, eventually, the gear can no longer be used 
(runs out of fuel, ammo, oxygen, etc.). 

 
 

TWIST  

Name Replenish Gear 

Description  
Gear can be replenished, such as by adding 
ammunition, fuel, batteries, oxygen, oil, etc. 

Rule 
Variations  

Replenish  Pool: Gear pools can have dice added to 
them whenever the GM finds appropriate. Additionally, 
gear can be improved in the same fashion, by adding 
additional dice to the gear pool. 
 
Improv e Pool: Gear can be improved in the same 
fashion, by adding additional dice to the gear pool. 

 

MODULE 

Name Greater Gear 

Description  
Sometimes a piece of equipment can make a far greater 
impact on others or the environment. 

Rule 
Variations  

Set Successes: Rather than successes being 
ĦċũĦƨũċƣĲĬШĤǃШƣőĲШŰƨůĤĲƖШŸŉШΣќƚШƖŸũũĲĬШŸŰШċШƓċƖƣŔĦƨũċƖШ
check the piece of gear offers a set number of 
successes regardless of the result of the check. For 



example, a rocket propelled grenade (RPG) may do five 
(5) points of damage on a successful check. 
 

Bonus Damage: A piece of gear might add to the 
ŰƨůĤĲƖШŸŉШƚƨĦĦĲƚƚĲƚЯШŔŉШƚƨĦĦĲƚƚŉƨũЯШŸŰШċШĦőċƖċĦƣĲƖќƚШ
check when using it. This might be a simple bonus of 
one (+1) but is added to the total number of successes 
for any check using that piece of gear. 

Chases 

Many games offer characters the ability to chase down or evade their 
pursuers. The following are a few examples of modules and twists that 
can be applied to add chases to your game. 
 

MODULE 

Name Pursuit & Evasion 

Description  

There are times when a character is being pursued or 
attempting to avoid being caught. At the start of the 
chase the GM sets the range that the chase begins at, 
and the range at which the chase ends (with you 
evading your pursuers or the bad guys getting away). 
Chases can start at any range, but closing or distancing 
from your enemy requires multiple successes. Only the 
player rolls a check to pursue or evade. Each round the 
player rolls their check, and the number of successes 
equates to the rate at which the character moves (either 
to close or evade).  
For pursuit, this number is subtracted from the starting 
range plus the ĤċĬШŊƨǃќƚШůŸƻĲůĲŰƣШƖċƣĲЮШfŉШƣőĲШƖĲƚƨũƣШŔƚШ
zero, you have caught the bad guy. If the result is the 
range for the chase end, the bad guy gets away.  
For evasion, this number is added to the starting range 
ċŰĬШƣőĲШĤċĬШŊƨǃќƚШůŸƻĲůĲŰƣШƖċƣĲШŔƚШƚƨĤƣƖċĦƣĲĬШƣŸШŊŔƻĲШ
the current range. If the result is the evasion range, then 
you have gotten away from the bad guy. 
For example, you are running away from an enemy and 
the GM starts you at a range of one and sets the range 
for the end of the chase to five. You roll two successes 



and can move the range between you and the bad guy 
to two for the next round, 1 + 2 - 1. In the second round 
you roll four successes, moving the range between you 
and the bad guy to five, 2 + 4 т 1, resulting in you evading 
from the enemy.  

Rule 
Variations  

Normal Rate: The movement rate at which antagonists 
close or distance themselves from the characters is 
one each round. 
 
Faster Bad Guys: The movement rank of the antagonist 
determines how quickly they close or distance 
themselves from the characters. A rank two antagonist 
will gain or close ground at a rate of two, while a rank 
three will gain or close ground at a rate of three. 

 

TWIST  

Name Chase Restrictions 

Description  
Sometimes there are circumstances that inject 
additional difficulties during a chase.   

Rule 
Variations  

Obstacles : Things like navigating unfamiliar city roads 
or obstacles require additional successes to overcome. 
Each obstacle that needs to be overcome requires one 
additional success. Failure on these checks can mean 
the characters end up in a dead-end street, or that an 
ŸĤƚƣċĦũĲШőċƚШƚƣŸƓƓĲĬШƣőĲůШƣŸШƣőĲШƓŸŔŰƣШƣőĲǃШĦċŰќƣШ
continue to evade or pursue. 
 
Vehicle Degradation : As with Gear degradation, 
vehicles that do not successfully navigate tight streets 
or circumvent obstacles may take damage. 
 
Group Maneuvers : Having a group may allow others in 
the group to attempt to overcome any obstacles for the 
whole group. Examples include having a co-pilot be the 
navigator or grabbing the steering wheel to swerve 
around the lamppost at the last second. 

 



TWIST  

Name Obstruction  

Description  

There are times when characters want to attempt to 
make it harder for the bad guys to get away or catch up. 
Making an obstruction during a chase gives characters 
the ability to close or distance themselves faster. 

Rule 
Variations  

The player wants to do something during the chase to 
slow or stop their pursuer or the people they are 
chasing, like pulling over a stack of boxes, toppling a 
fruit cart, ƣőƖŸƽŔŰŊШƚŸůĲƣőŔŰŊШċƣШƣőĲШĤċĬШŊƨǃќƚШŉĲĲƣЯШor 
tossing money up into the air on a crowded street. The 
GM sets the number of successes necessary to be 
successful. The player must roll both a success to 
distance themselves from their pursuers, and 
successes equal to the number set by the GM. If 
successful, the player distances themselves one range 
plus two times (2x) the difficulty set by the GM for the 
maneuver. 

Powers  

Some games may include the use of supernatural powers. These may 
include magic, divine intervention, superpowers, or other mental or 
paranormal capabilities. The following are a few examples of modules 
and twists that can be applied to add supernatural powers to your 
game. 
 

MODULE 

Name Magic 

Description  

Characters have the capability of creating or producing 
desired outcomes using incantation, ritual, accessing 
hidden power, etc. The GM assigns the number of dice 
to use for magic pools. Magic pools are often 
exclusionary, and cannot be combined with Fate, other 
Traits, Session, or Community dice.  

Rule 
Variations  

Magic Traits: Characters may have one or more magic 
traits. Examples might be Shadow Magic, Fire Magic, 
Illusions, Mind Magic, etc. This Trait has a set pool of 



kept dice, much like the other traits the character 
possesses. 
 

Magic Pools: Characters have a Magic Pool, from 
which they can use dice to attempt magic effects (these 
dice are expended). This pool is general and allows for 
any kind of magic effect to be possible.  

 

MODULE 

Name Powers 

Description  

Characters have superhuman or paranormal 
capabilities. These may be superpowers, ESP, 
mentalism capability, or mutations. The GM assigns the 
number of dice to use for power pools. Power pools are 
often exclusionary and cannot be combined with Fate, 
other Traits, Session, or Community dice. 

Rule 
Variations  

Innate Powers : Some characters may have innate 
abilities, such as breathing underwater, seeing through 
darkness, hearing whispers from beyond the grave, etc. 
These powers are noted on the character but do not 
have pools or values associated with them. They are 
ĦŸŰƚŔĬĲƖĲĬШљċũƽċǃƚШŸŰЮњ 
 

Power Traits: Characters may have one or more power 
traits. Examples might be flight, super strength, 
telekinesis, etc. This Trait has a set pool of kept dice, 
much like the other traits the character possesses. 
 

Power Pools: Characters have a power pool which they 
can use to attempt tasks associated with their power 
(these dice are expended). This pool reflects the 
fleeting nature of the ĦőċƖċĦƣĲƖќƚШpower. Examples 
might include energy blasts, shape shifting, power 
absorption, technopathy, etc. 

 
 
 



 



TWIST  

Name Expanded Magic/Powers 

Description  

As most magic or power is exclusionary of other dice, 
this twist allows players to add additional dice to their 
pools for magic/power checks. 

Rule 
Variations  

Fate Dice: Players can include their Fate Die when 
rolling magic/power checks. 
 

Trait Dice: Players can include their Trait Dice when 
rolling magic/power checks. 
 

Session Dice: Players can include any Session Dice 
when rolling magic/power checks. 
 

Community Dice : Players can include any Community 
Dice when rolling magic/power checks. 

 

TWIST  

Name Greater Magic/Power 

Description  

Any magic/power check is to determine whether the 
character was successful in creating their desired 
effect. Perhaps magic/power is even more capable 
should the player roll more than their initial success or 
seek to do more than one thing at a time. 

Rule 
Variations  

Added Effects : Each additional success on a 
magic/power check results in greater effects. Players 
describe what else their magic/power does in addition 
to their initially planned effect. 
 

Divided Pools : Players can divide their magic/power 
pool to accomplish additional or perhaps a greater 
scope than their initial desired effects. 

 

TWIST  

Name Used Magic/Power 



Description  
When using pools for magic/power, dice are used or 
lost in a different fashion. 

Rule 
Variations  

Lost Successes : The only dice lost from the pool are 
successes. 
 

Auto Successes : The dice of the pool represent 
automatic successes and are expended when used. 

 

TWIST  

Name Renewing Magic/Power 

Description  
When using pools for magic/power, dice pools are 
renewed in a different fashion.  

Rule 
Variations  

Daily : Pools are renewed at a rate determined by the 
GM each day, typically after a character rests. 
 

Environmental : Pools are renewed when the character 
draws magic/power from an environmental source (ley 
lines, elements, the cosmos, etc.). 

 

TWIST  

Name Difficult  Magic 

Description  
Using magic is very difficult and requires extensive 
practice and diligence to get the expected results.  

Rule  

Instead of a single success, multiple successes are 
needed depending on the difficulty level of the desired 
effect. 

Difficulty  Capability of the Spell  

+1 For each effect the spell has 

+1 For each increment of range from the caster 
beyond touch (nearby, close, distant) 

+1 For each person affected by the spell 

+1 
For each increment of area the spell affects, 
beyond tiny (small, medium, large, huge) 



+1 For each minute the spell lasts, beyond the 
first round 

+1 For each wound the spell does to someone 

 

TWIST  

Name Dangerous Magic 

Description  

Magic is chaotic and can go bad quickly if not 
controlled.  This twist is used with the Difficult Magic 
Twist. Once the difficulty for a magic spell is 
determined, that number is used to then determine the 
number of failures (any roll of 1) which will cause the 
spell to fail catastrophically.  

Rule 
Variations  

Equal Scale: The number of failures needed is 
equivalent to the difficulty of the spell.  
 
Tipping Point: The more difficult the spell, the easier it 
is to epically fail. The number of failures needed for 
catastrophic results is 10 minus the difficulty of the 
spell (so if the character is attempting to cast a spell of 
difficulty 4, they would need 6 failures (any roll of 1) to 
cause the catastrophic failure). 

 
TWIST  

Name Magic/Power Resistance 

Description  
When magic/power is used against characters, the 
players can make a check to avoid the effects. 

Rule 
Variations  

Standard Checks : Players roll an applicable trait from 
their character plus their fate die, success means they 
have resisted or otherwise avoided the magic/power. 
They may include session and/or community dice, if 
available. 
 

Magic Traits & Pools: Those characters capable of 
magic/power may include their magic trait or pool dice 
when making a magic resistance check. 



Antagonists  

Some antagonists possess unique capabilities, be they magic, 
means, or innate powers. More complex and interesting antagonists 
can be created using the following modules and twists. 
 

MODULE 

Name Antagonist Capabilities 

Description  

Antagonist capabilities add flavor and potential to the 
story. Some of these capabilities may afford the 
antagonist an advantage in combat. When in combat 
antagonists are limited in how many capabilities they 
can use. Antagonists can only use a number of 
capabilities in combat equal to their Rank, thus a Rank 
2 antagonist could use both of their capabilities once, 
or one of their capabilities twice. The GM has final say 
ċƚШƣŸШƽőċƣШƣőĲШũŔůŔƣƚШċŰĬШċĬƻċŰƣċŊĲШŸŉШċŰШċŰƣċŊŸŰŔƚƣќƚШ
capabilities are while in combat. 

Rule 
Variations  

Inherent  Characteristic : These are characteristics 
that are inherent to all antagonists of a similar type. For 
example, all vampires are ageless from the moment 
they are made a vampire. 
Empowered : These are capabilities that an antagonist 
may additionally have based on their age, rank, or other 
factors (such as genetics). For example, a vampire that 
has lived for hundreds of years may be able to turn into 
a vampire bat. 

 
 

TWIST  

Name Combat Capability Limits 

Description  

fŰШŔŰƚƣċŰĦĲƚШƽőĲƖĲШċŰШċŰƣċŊŸŰŔƚƣќƚШĦċƓċĤŔũŔƣŔĲƚШŸŉŉĲƖШċШ
specific benefit in combat, what mechanical (if any) 
benefit applies to the antagonist may need to be limited 
in combat.  

Rule 
Variations  

Duration : ŰШ ċŰƣċŊŸŰŔƚƣќƚШ ĦċƓċĤŔũŔƣǃШ ŔƚШ ũŔůŔƣĲĬШ ŔŰШ
duration to a number of rounds equal to their Rank. 



Removed Successes: ŰШ ċŰƣċŊŸŰŔƚƣќƚШ ĦċƓċĤŔũŔƣǃШ ŔƚШ
limited in reducing the number of character successes 
by their Rank. 
Targets Affected : ŰШċŰƣċŊŸŰŔƚƣќƚШĦċƓċĤŔũŔƣǃШŔƚШũŔůŔƣĲĬШ
in the number of targets they can affect based upon 
their Rank. 

 

MODULE 

Name Alternate Damage Location  

Description  
Antagonist capabilities may damage something other 
ƣőċŰШċШĦőċƖċĦƣĲƖќƚШcĲċũƣőЮШШ 

Rule 
Variations  

Trait: When a character suffers damage, the amount 
taken is removed from their trait. 
Pool: An equivalent number of dice for damage taken 
ůċǃШĤĲШƖĲůŸƻĲĬШŉƖŸůШċШĦőċƖċĦƣĲƖќƚШƓŸŸũЮ 
Tier: Damage may be taken from an expanded health 
tier. 

Rewards  

As a means of character advancement or as an experience system, 
reward dice can allow GMs to provide the players a way to have their 
characters improve over the course of the game. The following are a 
few examples of modules and twists that can be applied to add 
rewards to your game. 
 

MODULE 

Name Added Dice 

Description  
As characters advance, they gain additional dice to one 
of their characterќs capabilities or pools. 

Rule 
Variations  

Added Fate Die: Each time a character advances, they 
gain an additional fate die. 
Added Trait Die: One, some, or all trait pools of a 
character increase by one. 
Added Session Dice: The character starts each 
session with additional session dice. 

 



TWIST  

Name Tracking Trait Use 

Description  
Rather than gaining reward dice at set instances, 
characters advance throughout gameplay. 

Rule 
Variations  

Tracking Successes: Character trait pools increase 
after achieving a designated number of successes with 
that trait.  
Tracking Failures : Character trait pools increase after 
failing a designated number of checks with that trait. 

 
MODULE 

Name Experience Pool 

Description  

As characters advance, rather than gaining additional 
dice to one of their characters' capabilities they instead 
gain a separate pool. These pools may have their own 
rules or circumstances of use - different than the 
normal session or community pools. 

Rule 
Variations  

Individual Pools : Each player gets an additional pool, 
much like a session pool, to use at their discretion. 
Community Pool : Rather than having their own 
separate pools, the players gain a community pool of 
dice they can use whenever they see fit. 

  


















































