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About This Book

Following the completion of Athia | told Jeff we should make a generic

| YGWUGOc¢ec! RUNDWN¢E G WOWe Rt WRAGGWT ReqdWl e
knew those kinds of games had their problems, and | thought all the

more reason to design something different. Modulusvas born out of

| eUURUNDWHY2UqG It + WNeOGWUt Ws 6131 JWYq61J
needed something that played up the things that were important for

our game andplayed down everything else. We needed a system that

could help reinforce the themes and feelwe 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 kig. 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, aill the information contained

herein. Use what you like and nothing morejust keep your players in

Q6 WWIYYGWeEY WagYWs a2l WHRE¢UNIIE W! Y
Plus, the whole idea of Modulus is to make things your owrBy 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

q6 Rl WYs UW GUHRNRHWE #t UY s béxthongd D0 qt
of them how grateful we have been for their supportBz q WG IJgq Kk t Wa
about you.

[ VI W Yauwl et yow! Yek !l dwl 3¢l RUNWa6 R
you this book, you found it online, or maybe even stumbled upon
FYGUYOLUWUGH Dkt WHY G yolDidrigivind same gridie) Y L g 6
piece of your time to give this a read. | hope it is every bit as
entertaining a read for you as it was for us to write. Enjoy!



ADBOUL ThiS BOOK.......ccoiiiiiiiii e s eeeeeenns 3
RUIE L. s e 4
WIith ThanKS........oooiii e e aeeeeeeeeeenns 4
INEFOAUCTION ... e s 8
What is a Modular Roleplaying System?2............ccccceevveeeevennn ennn. 9
When to Use the Modulus SyStenl..........cccoeveevvviiiiiiees vevvveiiinnnnn. 9
0 |5 PR 10
When to Reach for DIC@.........coviviiiiiiieiiiiiit e, 10
OUN TRANKS. ... e e eee e 11

B =T 1.0 TP 12
Part One: BasiC SYStEM..........coiiieiiiiiiiiiiieees e 14
ChECKS ... s e 15

B I Y o 12 TV P 16
THe Fate Di......cvueiiiiiiiiiiiiiiiiees e eeeeee ceveeeeeee 16
Trait DiCe & TrailS.....ccvveiiiiiiie e cveeee e eeee 16
IS L INNEIENT? ... e e e 17
FINAL SAY. .. i e s 17
Examples of USINg TraitS..........covvveiiviiiiiiiiins i 17
EXample Traits.........ccoooiiiiiiiiiccccces e ees aaees 18
SESSION DICE...ccciiiiii it e 20
Number of SESSION DIC.......ccoviiiiiiiiieeeieeiiit e 20
Part Two: Bringing Everything Together...............ccoeeviii v, 21
(O g P = (01 =] £ 22
POOIS ... e e ————— 23
Types Of ChECKS ......cooiiiiiiiiiiiiiiiit e s 24
BasiC ChecCKs.......oooiiiii s e e 24
Protracted Checks..........coooiiiiiiiiiiiis i 24

Time LIMit ChECKS ... o e 25



Contested ChECKS. ..o e 25

Player vs. Player..........ooooiit e e 26
FaN ] 7= To [0 1] £ 26
Combat, Wounds, & Health..............coiiiiiiiiiiiis i, 27
INIHALIVE ... s eeeeeaeeeeee 28
YU o] £ 7= TSR 28
Antagonist Ranks, Actions, & Wounds............ccccvvevvviinneenn. o 29
Groups of ANtAgONISTES.........coeeieeeiiiiiiiiiiiiies e 30
DefensSiVe ACHIONS. .. ..iii i e e e et e e e eeeaees 30
OffeNSIVE ACHIONS.......ceeeiiie e e 30
An Example of Combat...........cooiiiiiiiiiiiiis i, 31
Health ... s e 31
Part Three: Modules & TWISTS........uuuviiiiiiiiiiiiies i 33
1Y T o 18] PP 34

B I £ 34
(@0] =N a1 ] = SR 35
= 1= D[ 35
(O 01T 0] S 36

I = U £ TSP 39
Y= ESTS o] I o PP 40
Health ... s e 41
Additional RUIES .........iiiiiieei e e e 43
CommUNItY DICE .....cooeiiiiiiiiiiieeeeiiiiiiit e .44
Expanded Characters.............ceeeeiiiiniiiees e a7
Expanded Health............ooo .55
(Tt | PP PPPPPRUPPI 57
CRASES... .. e 60
POWEIS ... e e 62
ANTAGONISTS. ... et eeeeeaen 68

REWAITS ... e e e, 69



Part Four: Game Building........ccooooiiiiiiiiiiiiiiies i 71

WOrId CONCEPL. ...t e e 72
THE KEEPEIS....ceiiiii et ee it eaaan s 72
Keeper CharacCters.........ccooviveiiiiiiiiiieees e 73
Keeper Modules andTWIisStS...........ccooveeeiviiiiiiiieees cvvvviiiiieeeeea, 74
The Keepers Rules Summary...........ccccvvvvviiiieees ceveviiieeeeenn, 75
The Cost Of MagIC.......ccooeeeeieeiiiiiiie e .75
ANtagoNISt CaStiNG........ceviiiiiiiiiiiiiiiiiiis e 76
Character SNEet........cocvviiiiiiiiiis e 76

Part Five: Sample Roleplaying Games.............cccevvvviiiiinn vevvvnnnnns 77

DAMNATION . ..ceiiiiiiiieeee et ceeee e e e rrrerees 2eeaaanes 78
WOII ...t s araeee e e e 78
Damnation RUIES............oovviiiiiiiiiiiiiiin vt .80
Non-Player Characters (NPCS)........cccoeeeevvviiiiiiiiees ceveiiiinnnn. 82
[ (o1 [0 [ 1 84
Character SNEEt........coovviiiii s e 85

Bulls in China ShOPS.......coooiiiiiiiiit e 86
LAY 0] 1 o 87
Bulls in China Shops RUIES..........ccooooiiiiiiiiiiieees e, 88
Non-Player Characters (NPCS)........cccooeeevvviiiiiiiiees ceveiiiinnnn. 90
PlOt IAEAS... ..ot e e 92
Character SNEet........cocvviiiiii s e 93

Part SiX: INUOX e e e e v 94






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 canbe played as is oinserted into

any genre or worldbased on the story or theme you want to
portray. E2 1J1 W6 ¢ T We¢ UWRT WeWnY! WeWNecalal
sure what mechanics to use in implementing itSo have we, thus the

birth and creation of Modulus.

What is a Modular Role playing
System?

Modulus is a Modular Roleplaying SystenAt its essence, Modulus is

a system with a basic set of rules you can build upon to make a unique

set of mechanics for yourgame. We believe that a system should play

2 Gls 6¢ qlWRt WRGGY! qc¢ Uaq ModdllislalBisydu bl Y 5
make things as complex or simple as you wantwith additional rule

sets for those particulars to your gamethat you want to have
mechanical representation. Think of Modulus as a set of building
blocks. We provide you with a sebf blocks to start with, andyou can

build all sorts of things with those blocks- ¢ UT Wt YG W qRG 13t
JOYenoéwWf nW! YelWs cUOqWa VYl JAWY! W6 ¢ 21
build, you just introduce a few different blocks to your set and away

you go.We believe in simplicity and con®t qlJUH! AW H2 q W q
alcOow Ye wrae Uk q WH2 Rb fuldlselisiodespizerits Allllz U
which is what inspired us to make a simple system that you can then
CTIT WqYWeUTl WHe RGT We GYU Wa Y WHI 1Jéhe 1 LWE
nPPJOGW Yek!l JWE YGRUNWqYWEEc2JWnYIl Wab

When to Use the Modulus system

There are times when you have a game or a world in mind that is either
cURhe WYl W Ye W YUk qWYq@q61Jl 5 Rt 1JLWWG ¢ 2
to. This might be the ideal time to consider using the Modulus
system. However, by reading these rules yomay be inspired to build

a system from the ground upwhich GG ¢ ! + Waq VY W! Ye | WNI Y
interests. Since Modulus at its roots is a light systemt helps keep the



players focused on the game itselfand 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 rulesFeel free to take

q6é Yt DWI ed Pt Wagécaql! YeWGRE AW Rt & Rt 4
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
givengameN 6 Rt WRt Ws 6 131 13 Ws W 1JnThé GMohEsLL! Y 2 |
the greater sense of e story, world, or encounterr and thus why they

hold the ability to bend the system and its rules to better fit the game

q6 1! k1 WJW 20U0URUOUNIO

When to Reach for Dice

FOKKs 6 WU LW a6 31 Kt LU Deperding brFyidull gaimeltie ¢ R 0 2 |
characters in your stories might be completely capable or incredibly

inept. If a player has created a worlelenowned pianist, andmust play

piano in a particular scene for your game, do you want him to have to

roll? Would failure be important?f 'n W6 Ik + WY OWHIWIUq Il W q
by the music elite forhis musical chops, maybe having them roll is a
goodidea.f n WS Wkt Wt RGGRUNWaqRGUWWYUWe UWe Ue
cUwe UgqRe Wl Ut qYl ¢cqRYULWt 6 YGLWq Y WdRNC
a waste of time to have him reach for diceSimply put, ask yourself if

failure is important to the story.s 2t qWHIIHc 2t DW! Ye WHc (
mean you should.

Understand the big picture.lt 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

' Yek !l JWI BeHERUNWNY! WI RADWq6cqll! Yel
succeed. TheModulus system is rather simple It uses sixsided dice

(and many of them depending on how many make up the pool for a

roll). Youonly need a single six (6) from the roll of yourak pool to

succeed. So, it is very eay to assume that if youhave 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 whesuccess and failure will
CIT WagYWagsWwWneawyw! Yekl yw 2a0U0URUNIO

Our Thanks

iUk T Wa Rt 1J LW oés Lyoudfdydil thdld aYcep§Dof these rules in
your hand and are reading this paragraph amidst everything else in this
HYYt Alls 3k G0 Wet + 2 a1 WThEnksfdr tdkidg tdd tieln Y
to give thisaread GIJ1 6 ¢ Gt W2 W0 WaqVYWwWrY Ut RT JI U
running. E2 JUWRNW! Yek 2 0WTet quWAHIIOWG ¢ UT
t UYs WRYt WNYRUNWqYWHU Wzt RUNWaE 1IJt 1JWI
running, we really appreciate you giving it a read.

So,6 131 Ik t Mhank Mbu.Y e r



Terms

There are two major termghat need to be understoodwhen 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.Theyallow 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 ruleThis might affect the

basic rules of the game, or therules 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 (PC9rthe 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

| JGI 3t BUqWUeEe A6 WBAGE! ¢HaqlJl wmWROW! Ye I U

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-0 J¢ URUND W6 ¢ qgé I k1 IWab
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-G ¢ URUNWa6c¢c qWadI! k1 DWaq6 JWYGGYt R

NPC: Non-Player Charactersare 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 singlesix 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
usesaq 6 WWHBEE! ¢ Aqll kKt Wal ¢ RO






Part One: Basic System

The basic rules for Modulus stem from three modules: the fate die,

ql ¢cRqWI RAWVWbINI YO W¢c WHSEEE! ¢HaqlIl Kt W
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.x Jqllet WHWNRULWS Rq6 L
reaching for the dice before we talk about which dice you should be
using.

Checks

96UHT T Wcel YWet DI WqVYWGeqWelWw!l ¢UT Y
probability of success. By asking for a checkGMs 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.

96 INHE T Wel YWEYGAYUG! WGl YWe GWY n Wa
necqlWT RIAWq! ¢cRaqWT REWAW ¢ UT Wt The + R
combination of these dice is known as a poolAdditional Modules may

allow for additional dice to be added to a check.

In Modulus the players are the only ones making checks hey are
always attempting to determine if their character is successful.The
GM has no dice, and therefore makes no checksThis means that
Antagonists in the game aresuccessful 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 taskif no die has a six (6)

on it, the character has failed.Following the check, successful or not,
CWGOe! Ul Wac! Wwée20WI+Gcy0l T W RAWJWR
them (as described in further modules).



Trying Again

When a character has been unsuccessful on a given checthey might
immediately think that theywill 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 lockeepeatedly, it would

only be a matter of time before they unlocked the lockJust because

' YelWs ¢cUqWaqVYWIRNnalI! Yel WHe!l WY2131 W Ye l
you try all aftetd Y Y U Wa; 6 ¢ aq) LN$ svich,kwé @nplby Yl folpwing

rationale when it comes to retrying a failed check: you may attempt

the check again as soon as your current circumstances changd.his

Rt We WAL YT Ws ¢! WYyn Wt ¢! $tozddietiiegelgeld Wn ¢ R
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 jJumping28-
foot gap from rooftop to rooftopor convincing your teacher to improve
your grade from a B+ to an -\ you will get to roll your fate dieYour
fate die is always a single die but represents the possibility that your
character could be successful in anything they attempt.

~ct UMWt el W8 WWT RIJW! Ye Wt WG WHEqWnNY! W!
cUT Wt qeUT+ WYeqWn! YaweU! WYnLWad WY qdd
Since the fate die is a single dighis could be any die the player or GM

selects (provided it is a standard sixsided die).

The fate dieis 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
CWHESWAET Waqdd! Wl IniJl W a Xy applidaRle tiaid 6 ¢ | ¢
allows the player to include their trait dice in the checkPlayers will

D+ GicRUWqYWaq6 DRI W] ~W6Ys WY Ws 6! Wadld



check, and if found suitable the GM will allow that player to add their
trait dice to their pool for the check.

WHEc!I ¢crAql Kkt WaKWUgqcdWaql ¢cRaWII+GI |
characteristic, their physical trait expresses their keenest
physiological characteristic, their societal trait expresses their
keenest social characteristic, their vocational trait encapsuldes their
calling in life, while their recreational trait encapsulates where they
spend their free time.A trait might be broad likeAthletic or specific like
Strong f q Kk 1 WHIIt qWRN Waqé Wt Wilgl ¢ Rat Wel 1)
q 6 Rt W Y13t U krait' diGSefulhess. Blayéiditaniise any term to
Tt #l RADWqS8 WRI WHSe ! ¢ #qldl Kt Wal ¢ Ro]i
for final say.f UWt YOG WWRUt q¢ UHIIE 9WI] ~kt WAR
specific traits for their players to choose from.

NéWWet JWYnwWeUWe GGURACHI Wl ¢ Rallée
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
YnlgédWNe d D Waqé¢ qlic GGH! WaqYW! Yel WHG

Is It Inherent?

Traits can be used in many ways, and in many instanceBlayers and
GMsshould keep one thing in mind when asking themselves if a given

ql ¢cRqWRt We GGIRAECHIWWRUWE U! Ut Rae ¢ q
attempting to use the trait for inherent to that trai’ZkOne might suggest
q6cqllaqéldJRI WHG ¢ ¢ H BdXerduls bheGns theyRcare 0 LU
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
5610q6 WEWHEE!I ¢cHqUI kKt Wal ¢ Raglle GG R

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
Al Géett Wqé Wl YYI aWe U7 WgéWdWGace! 131 W



Fireman profession as an applicable trait. The player proposes that

firemen are trained to break down doorsto rescue people from
hazardous situations and that bypassing this door should be

F YOGUWq6RUNWa6 3! kT WHhe) GMAagrees Bndl thelpfaper!T Y R
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

HI Yt RUNDAWE Ul Wqd JWGHe! 131 Wi Sdhsliedy 13t Wa
mental trait as applicable. The player proposes that his character

knows everything there is to know about swimming and can thus cross
theriver. N6 IJW] ~WT Rt ¢ NI It Wet WHl Y ROUNDWI
being scholarly.

As a creative use of a trait, a player finds himself wanting his character

to assist in the demolition of abuilding. Because his character has a
profession of Architect, he argues that he would know the best
possible places to set the explosive chargesThough this certainly

Rt Uk quwWé¢ OWRUB1VI WUqWE GGURACqRY SAIY n Wa
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 playekereativity for
their own character. Traits listed with parenthesis () should be
specific, such as Hockey for (Sport).

Athletic Old
Brawny Resilient
Coordinated Robust
Fast Quick
Fat Small
Flexible Steady
Gorgeous Striking
Graceful Strong
Lithe Tall

Nimble Tireless



Mental Trait Examples
Alert
Brave
Composed
Consistent
Driven
Educated
Faithful
Honest
Loyal
Observant

Societal Trait Examples
Admirable
Adaptable
Alluring
Charismatic
Cultured
Discerning
Eloquent
Empathetic
Entrepreneurial
Famous

Vocational Trait Examples

Actor

Artist

Bartender
Businessman
Construction Worker
Doctor

Engineer

Farmer

Fireman

Janitor

Recreational Trait Examples

Cooking

Optimistic
Reliable
Sincere
Stoic
Tenacious
Tolerant
Trustworthy

Understanding

Willful
Witty

Friendly
Intimidating
Leadership
Patriotic
Popular
Respected
Romantic
Scrupulous
Trustworthy
Wealthy

Journalist
Lawyer
Musician
Mechanic
Policeman
Priest
Scientist
Soldier
Teacher
Truck Driver

Cycling



Dancing Linguistics/(Language)

Diving Martial Arts
Fashion Photography
Fishing Running
Gambling Sailing
Gardening Sewing
Horseback Riding Skiing
Hunting Travel
(Instrument) (Sport)

Session Dice

Sometimes a playerreally 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 aet of session dicegiven by the GM

These dice can be added to any pool the player has for any chedlhey

represent the ebb and flow of luck, skill, and circumstance.

Unlike the fate die or trait dice, session dice are expendediny time
session dice are added to a check, those dice are expended and
removed from play for the duration of the sessionHowever, 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 gamesach player begirs
with session dice given by the GMDepending on how involved your
game might be guch as the expectednumber of checks made in a
session), or how long your sessions typically run, that number of dice
can vary.A general rule of thumhis 10 session dice per hour of play.
This is only a suggestionand GMs may find that based on the number
of checks players are making in a typicajaming sessionthey require
a different number of sessiondice. 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
HOUHC T W6 JWGGe! 31+ Wel Wn Yl #1IT Wa VY WaH ¢
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,
0 IJ gqook &tl 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 worlerenown author, an aspiring
Everest climber, or a disabled veteranWith 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 s important

qVY Wl Rt qRT G WY U IJkid mbdt impbHadtGCTdéLiRebtal aitls 6 ¢ q
of a character is thestandout 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
H6cl ¢Hql kKt WG 6-upt ItRduld BedsBriethiig Wérg basic
like Tough or more esoteric likeLithe. 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.

N6WWt YRRWgqceciWaql ¢cRaqWYnWcecWHEE! ¢ Halll
connection or acumen withinsociety at large.It might be something

specific to the character like, Charismatic, or more social, like
Renownedor Wealthy. There are any number of possibilities to choose
between when selecting a societal trait that best represents the
characterts 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 hav&.ocational

ql ¢cRat WT YUk qW6cec2WWaqVYWHIWI InTheyH q R
might be from an earlier part of their life that they spent more time in,

YI WGWI 6¢ Gt WaqdéWRI Wal ¢ R dhiyrepreseitRid UK c
encapsulate the best of the characters' skill sets, regardless of how
successful they might be in society.

The recreational trait of the characterreflects something they have
always done. Cooking, Woodworking, Painting, Investing, Camping
and Snowboarding are all examples of a recreational trait a given
character may have A IJHI D¢ qRYUWq!l ¢ Rat Wel WUk q
character might have skills in, talent with, ® 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
playerts creativity. Stick to broad traits overspecific ones. Palliative
Care Technicianmight 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.

[ ROcOd! aWAs6cec! ¢ Aqldl + WR U W~V ket GLEG YUHT 1 Vi
use the Modulus system where the characters are an entire nation of
people, spaceships, or perhaps postapocalypse 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 theplayer 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:

1 Their fate die

9 N6WRI Waql ¢cRqWT REWVAWRNWqd W] ~ W

applicable in this check



1 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 wheasking 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 tst 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
evenmore 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 bebroader, like breaking into a
warehouse. It is up to the GM to explain the task, endeavor, or act the
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determine whether the characta 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-or 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 rolledThis will give everyonasense

of how many days it takes to build the vehicleEach six (6) rolled is
added to a running total. Once the characters have 15 or more
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between players, the same might berue, where the GM is looking for

15 successes and the first to reach tk 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 rolledand in what timeframe, and the
character or characters can all contribute successes each round until
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stuck behind a locked door, and the room is filling up with wateiThey

have a complex task in bypassing the door antghust get past it within

four rounds or the room will be full of waterThe GM decides that the
characters need six successes and have four rourglto 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 checkTherefore, a

rank two antagonist will always have two successes in whatever
HYUq It qllgd 13! K TheréeftReUika Chinder ids dormpétiay
against a rankone 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
qé6lWEéc! ¢cHRqUl + WNecRURUNWLYI dble Yot RU
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(or running from).



Player vs. Player
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until thwarted by the characters. Therefore, should a player seek to
force their charactens will on another character, the players of those
characters will need to make a contested checkEach player builds
their pool (which is recommended to be done secretly) with the
approval of the GM when adding their trait diceBoth players make
their check, and the following order for resolution is followedin the
event of a tie at the first st@, 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 gamehas obstacles for the characters to overcome. Sometimes

these obstacles might include puzzles, or harsh environments, and
sometimes it includes NPCS.ERUHR I Wa 6 1JW] ~WT YIIt Uk q LL¢
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.
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intentions for their character and the narration of the GM.

Antagonists aretypically ranked fromone to three. This ranking has no

bearing on the antagonist other than as pertains to combat. A rank

one antagonist is a relatively mild antagonist, whereas a rankree
antagonist is exceedingly deadly. Ul ¢ Uq¢c¢ DYURY gkt Wl ¢ C
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 violenceln these
moments one needs to determine who goes first, who is successful,
and what the results for success or failure areThe 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 character#n a round
of combat the characters will have a defensive check and an offensive
check, although these may bein 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.lInitiative is

determined in the following order:

1. Who has the drop on who?f 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 antagonistshas taken the other
completely unknowing and surprised. If the antagonists have
surprised the characters, the characters immediately take wounds
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beginthe 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 themDuring 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 characteris attempting to Kkill 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
2UG Ut W qYGGUT AWe2YRT DT AWYI We HE Y
successful defensive action.

Each point of ranking for an antagonist is equal tthe number of
wounds they can do in a round (to one or more charactersup to the
will of the GM) and representsthe number of successes the
characters need to defeat them.

For example, a rankwo antagonist faces off against two characters.
Both characters and the antagonist all are armed with pistolslt 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 rankiwo antagonist he will be delivering one wound
to each of the characters as he takes a shot at tha 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 &hind 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 woundif
either character fails, they take a wound.lt is also possible for this
rank two antagonist to do two wounds to a single character, as
opposedto attempting to doone to each character. If this antagonist
were rank one, he would only be able to doone wound to a single
character. Finally, if the antagonist were rankhree, he could do three



points to a single character, ortwo to one character and one to a
second character.

Groups of Antagonists

Sometimes characters face off against a group of antagonist3.he GM
then determines what that group is made up of (for example three rank
one antagonists and one rankwo 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 byantagonists 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 bulletsSo long as the characters are
successful, they avoid the incoming damage- avoiding a single (1)
wound for each success (6) they roll in their poolMultiple points of
damage may be incoming from multipleopponents, so long as the
characters score an equal number of successes (or more) to the total
incoming damage, they avoid that damageDamage exceeding the
defensive successesis 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
teHS6Waqdecqllas ! k1 1JRlayerd sHdald HpepifyLiheie | | 1JC
offensive action and the outcomes they hope to achieve when
successful. Each success (6) a player rdll W' n Y| Wqd8 JRI WHGE
offensive action will thwart one rank of antagonistTherefore, it would
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to thwart a ranktwo 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 gunmenThere are five ranlone gunmen

after the characters, led by a rankwo antagonist. The characters have
bunkered down in an abandoned shack as the gunmen arrivéhe GM
decides that the characters have the initiative and may make checks

for their offensive actions first.[ Y1 We¢ |l Na G WUqkt W ¢t 1J
has the mercenary vocational trait, and rolls a pool consisting of their

fate, trait, and a couple session dce. The first player rolls one success

and decides to eliminate one of the rank 1 gunmenhe second player
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antagonist and one of the rankone gunmen (spending two of his
successes to take down the ranktwo antagonist and using the
remaining one to take down another rankone gunman). At this
moment, there are only three ranlone gunmen left- who are of course
shooting at the characters. This means that there are 3 wounds
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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 ther pool, again with their fate die,
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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 rol\With a
HYGHRUOUT W6l WIW e HAHDIL + It WHWqs WIUL
the last three remaining gunmen.

Health

When a character takes their third wound, they are down and out of

the fight N6 Rt WWRY We Wt Y1 qWVYn Wb ®owdddL + a
characters are incapacitated, barely conscious (if at all), and hovering
¢caqllT ¢ q éShduldl & dhiracter who is down take one more
wound, they are deadBeing 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 woundsAs 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 woundslf 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 woundsWounds 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.i Ye UT t Wl JWeat YWE e d T We q e Wi
bed rest.






Part Three: Modules &
Twists

What makes Modulus unique is that the basic mechanics of the game
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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
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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 inspirabn for developing your own
modules and twists for your Modulus game.

Modules
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magic, unigue 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.lt 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 playerExercise a

bit of caution when adding Modules to yougame as their benefits for

your players and their characters can add up fast.

Twists
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something to help you play something up in your gamd3y adding a

twist, you can add fun little rules that allow players and characters to

do more in your game.Twists can add upfast and need to be made

clear from the start of your game7 JWé¢ s ¢ | DWaqd e qt RUAL
YnquUUOwl 3G ¥t 30qT WAH! Wi REWVWY U LWa6 1JLWa
players are always applying them to their charactersghecks, 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

There is the possibility of having extraordina
Description [t 2 HE1Jt + 1Jt WHI! YUT WTet qlWAN
(asdetermined by the GM).

6k 1When a player rolls a success (6) on their Fate d
it is a critical success for their character in the tas
q6 1! k1l DWeaqaqld GqRUNIO

Rule

VTRl Lucky: In high stress situations, the GM rolls a die, arf

any playergetting that same number on their fate dif
results in a critical success.

TWIST
Name|[ ¢ q Ukt W7 a3ttt RUN
Description |[AYG G RUNDWs DadwyOwYUWkt Wne
Boon: A result of a six (6) othe fate die allows a playe
to add one die to their session pool.

Rule
Variations [Bounty: A result of a six (6) on the fate die allows
player to keep all session and community dice uses |
their pool.

TWIST
Name|[ ¢ qqIJk t W9 Y1 q
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effect.

Description




Rule

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

Checks

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

TWIST

Name

Purchased Successes

Description

N6 Rt Was Rt qcadVYst WnY!l WG
result rather than rolling a check for their character.

Rule
Variations

Session Dice: The GM can ask for an expenditure
session dice in place of a checkThis way a player ca
simply expenda number of dice from their pool to gran
their character a guaranteed success.Dice expended
are lost.

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

TWIST

Name

Costly Successes

Description

Toaddag s Rt qligyYWe U! WHGE IHT AL
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Rule
Variations

Gear Degradationa LW~ Y| IJWNKk t Waé6 ¢ UL
of equipment being degradedin accordance with the
Degrading Gear Twist.

Doubt: N6 Y2 N6 Waq6JWHGEE! ¢ Aqldl
convinced themselves it was a fluke, and this may ad
to their stress level or overallfear (see the Specialty
Mechanics~ Y I 2 iIN&bativellStatistic Variation).




TWIST

Name

Critical Failure

Description

There is the possibility of blowing a check completely.

Rule
Variations

No Successes and a 1 When a playerreceives no
successes ona 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 playe
receives no successes on a check and there is a ]
rolled on their fate die, it is a critical failure.

TWIST

Name

Extended Checks

Description

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

Rule
Variations

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

Multiple Successful Checks : Likewise, rather thar
just looking for a total number of successes on a checl
the GMmay require anumber of successful checks tg
complete the task.

TWIST

Name

Contested Checks

Description

Player vs. Playechecks are more involved.

Rule
Variations

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




Wagering Expanded: As wagering above, but after th
initial check is failed, it offers the other character the
chance to roll their last wager.f nWaqd6 13! kK | |
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 Play
vs. Player ties, you simply have the players reroll the
checks with the same dice.

Rule
Variations

Leave it to Fate: The players just roll their fate die wit
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 trai
working to assist a character making the check, cal
loan one (1) trait die to the character rolling the chec
for each applicable trait.

Pooled Checks: All characters attempting to help one
another roll their checks, needing a total number g
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 th
check to reflect his character assisting them in the task

TWIST

Name

Multi-Tasking

Description

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




Rule
Variations

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

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

Traits

These are some twists one might add to character traits:

TWIST
Name |Number of Traits
You may wanta different number of traits for your
Description |characters, as few as one single role or archetype th
character represents, or alongerlist of characteristics.
The number of trait dice added to the die pool for
check is modified by the following table:
Number of Traits Number TraitDice
1 8
2 7
Rule 3 6
4 5
S 4
6 3
7 2
8+ 1
TWIST
Name [More Than One Applicable Trait
_ Players can have more than one applicable trait todd
Description o .
to their die pools for a given check.
Rule The player can add oneadditional trait die for every
other applicable trait to the check.




TWIST

Name

Related Traits

Description

Rather than deciding whether a given trait is inherent
applicable to a check, this rule is to broaden the use (
traits to allow for players to add half their trait pool ta
checkfort YOG Wq6 RUNWa6 ¢ qURt UK q
trait, but where their trait may still afford them a better
than nothing bonus.For example, a policeman makin
a check relative to a legal matterThough they are ng
lawyers, they have a reasonable sense dfe law.

Rule

Instead of adding theirstandard trait dice on a check,
the player may add half the value of their trairound up)
to the check for something that may be indirectl
| JOdecqlll WaVYLWagéJWal ¢ Ra Waé 1
check.

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

TWIST
Name |Kept Session Dice
L Rather than all used session dice being lost, playe
Description )
can keep some of those dice.
Successes: Any session die that is a success (6)
kept. All other unsuccessful results from session dice
Rule|are lost.
Variations
N Kk Only session dice that roll a one (1) are lostll
other session dice are kept.
TWIST
Name |Incremental Rolls
Rather than selecting the number of session dice th
Description |player wants to roll prior to rolling, they can add dice 3
needed.




Rule

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

TWIST

Name

Scene Dice

Description

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

Rule

The players earn dice at each impactful scene of th
session. Unspent dice are keptfor 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 defensivg
checks, the GM will tell each player how much damag
Is targeting their characters.Rather than the characterg
collectively getting more successes than their enemies
they each need to roll successes equal to or greats
than the damage specifically targeting their characte
to be unhurt.

Continual Damage: There may be instances wher
characters take ongoing damage, such as standing in
cloud of poisonous gas, being poisoned, or standing
front of a broken steam pipe.Characters will need tg
defend against a point (or more) of damage each rour

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 havinghree (3) wounds
they can withstand before being down, they havéour
(4) wounds if they have a trait that relates to them bein
sturdier. Wounds can also be related to an attribute g
combination of attributes (such as Strength
Willpower) giving a character the number of wound
they can suffer before being downed.

TWIST

Name

Injuries

Description

Being wounded has a cost.

Rule
Variations

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

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

Broad Injuries 1l: When wounded, the player reduce
their trait pool by one for each point of injury they take
When down to their last die, they are down, and ar
subsequent damage will kill them.

TWIST

Name

ExtendedRecovery

Description

Recovering from extensive injury takes time.

Rule

A character needs one week of rest to heaine wound.
This week of rest might be shortened by one day p
successonart 6 JHTt WI WG ¢ qRUNLWqY W
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 grougommunity dice
are used by all the players over the course of the game sessiofhey
also add an interesting collective means for players to augment
individual weaknesses or play up high drama moments with increased
likelihood of success.

MODULE
Community Dice

You add a pool of expendable dice to the center of th

Description table, which can be used by your group of players.

Base: The community dice pool isan additional pool of
expendable dice (separate from session dice
accessible by all players for the game session. TH
number of community dice is set by the GM.

Group Session Dice: Replacing session dice witl
community dice may encourage the players to plan an

Rule . S
cooperate when using their dice.

Variations

Encounter Dice: Rather than using a large pool (
community dice throughout the session, GMs use a
encounter pool.1 6 WU Waq 6 WWmARND WG VY
add a selection of dice in the center of the table for g
to use. When the encounter is over, remaining dice ar
lost.

TWIST
Name |Starting Community Dice Pools

Determining how many community dice are available

Description for the session.




Rule
Variations

Random Pool: Each player rolls their Fate Digtheir
combined total is the number of community dice thaf
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 | StartingCommunity Dice/Hour
2-3 4
4-5 5
6+ 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 fuliet of
dice available in the community pool.

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

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

Rewards: The GM will add dice to the community dic
pool whenever he feels the characters have earned th
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, player
can keep some of those dice.

Rule
Variations

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




N kK ©nly community dice that roll a one (1) are lostll
other community dice are kept.

TWIST

Name

Play Nice

Description

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

Rule
Variations

Mother May 1?: Players mustget permission from the
group before using community dice

Gift of Dice: Instead of asking for permission, player
ask if they can get any helpCommunity dice are then
handed to theplayer 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
dice that can be used from the community dicepool for
any single check.

Diminishing Returns : Players can take a maximur
number of dice (say 5)Each subsequent time they use
community dice their maximum number of dice i
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 mo
traits.

Rule
Variations

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




Specific Pool: The community pool is tied to a specifi
trait, resource, etc. (like magic, power, chi, fuel
oxygen, evil temptation, etc.). Using it may havg
AYUt e JORDY W YUOWNn¢RGWT U
when the pool runs low, etc.).

MODULE
Consequential Dice

You add a pool of expendable dice to the center of th
table, which can beused at any time by your group (
players, but with consequences if they doThis pool of
dice could be related to stress, dark powerg
temptations, vices, pushing things to the extreme
allowing for second attempts on failed checks, etc.
7¢T HNK 10! WNKE W YGaWl Ws Raq
successes.

Description

7¢T UAdKI Rkt WEl VWt qROGG WY 2 A

Rule
unintended consequences or costs.

Variations

Bad Failures: If a check is failed when usin
consequential dice, it goes horribly wrong (exmples
arelosing session dice, being injured, etc.).

Expanded Characters

The basic character for Modulus might not be comprehensive enough
nYl W6 Wt RUT + WY n W ¢ GTHe faldwiig modul@sl & Y
and twists expand upon that basic character to allow you to enrich the
characters and their capabilities in your games.






MODULE

Attributes

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

Attributes Only : As the basic traits of Modulus addour
(4) dice to a pool, GMsgive points to players based
upon 4times the number of attributes they have listec
for characters. For example, if the GM ascribes
attributes for the characters, players begin with 24
points to distribute between those attributes (with g
minimum of 1 per attribute). This variation assumes
there will be no additionaltalents for a character. The

}MII[EY points assigned to an attribute represent the number ¢
YEUEUEN dice available when making a check with that attribute

Description

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

TWIST

Name |Talents

Characters have a list oftalents (abilities, skills, etc.) in

Description | jdition to attributes.

Talent Points: Along with their list of attributes

Rule|characters also possess a list otalents as determined
Variations |by the GM.Players distribute skill points between the
list of available talents. Pools are determined as




combination of an attribute and atalent (for example,
rolling perception and firearms to determine i
someone is carrying a concealed weapon, or rollin
intelligence and firearms for a weapon smithing check

Derived Talents: For each point players put into a
attribute they can then add atalent for that attribute.
For example, if a player has put 3 points into the
H6cl ¢cHqUI Kkt WHRG6CI GWEaqal RA
talents underneath that attribute. They choose to adq
fast talking, fashion sense, and negotiation.When
| YGGRUNWE WHG IHT Ws Ra 6 We WH
one die to their governing attribute.

TWIST

Name |Aspects

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

Beginner, Intermediate, & Expert : Players will selecf
two beginner aspects, two intermediate aspects, an(
two advanced aspects for their characters.Pools for|
beginner aspects add 2 dice, intermediate add 4, an

Rule expert add 6.

Variations 6-1: For the characters 6 aspects they list them in ordg

from the aspect they are best at to the one they are lea
capable of. Their placement on the list corresponds tq
pool bonuses from 6 to 1, highest and best at, to lowe
and barely capable at.

MODULE
Specialty Mechanics

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

Description




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

Trait: The specialty is a trait added to the character wit|
a starting number as set by the GMTheseare treated
as kept dice that pertain to specific checksrelated to
the specialty.

Pool: The specialty is a pool of additional expende
dice that can be used in the gameThis pool is specifig
to each character.

Points: The specialtyis not represented withdice butis
instead a set of points that can bespent, one for ong to
add successes to a check. An example of this might by
the specialty trait of Willpower or Heroism. Players
begin with points (or these can be earned as the gam

Rule is played)as defined by the GM

Variations

Negative Dice: The specialtyis assigned a number o
dice by the GM for a rollAn example of this might b¢
stress, fear, or anxiety A result of a one (1) on th
specialty die cancels one of the successes rolledIf no
successes were rolled this may result in a critica
failure.

Negative Statistic : The specialtyis not represented
with dice but is instead a setstatistic that represents a
negativecharacter aspect. An example of this might b¢
stress, fear, or anxiety Players begin withthis statistic
as defined by the GMFor every 10 points accrued i
this statistic, it cancels a success on each check.

TWIST
Name |Specialty Karma

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




Rule
Variations

Good Karma: These dice might be nothing bt
beneficial, addingonly their successes without offering
GUUcCOqRIt WnY! Wne¢RGUI WHGE

Bad Karmaa WNG 13+ JWT REIJWG ¢! WHI
sRGGWUOYqWHYaUqWcet Wt e #HI
beHAIDE L 1 OW[ CROVDT WHG AT |
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 pointshat can be
spent one for one to add successes to a check.

Rule
Variations

Only Avert Failure: Players can only spend these autq
success points to keep from having catastrophi
failures.f nlWaq 6 YWl 2 Gt WRUAG2T 1J
successes, this twist can allow players to spend thei
auto-success points to have enough successes to b
Hec UHIDG T WH! WNKt WaYLWe2YRI

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

TWIST

Name

Diminishing Pools

Description

This twist applies to the Pool rulevariation of the
Specialty Mechanics module.

The specialty is represented by a number that
decreases throughout gameplay. As it decreaseg
(perhaps by failures or critical failures) it represents th
maximum number of dice that can be rolled in @heck.




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

Rule
Variations

Individual Number: The diminishing pools number i
specific to each character.

Communal Numbera WN 6 DWW RGRURYt 6 R
not specific to each character and instead is a numbe
for all the characters collectively.

Always Ebbing: The pool only decreases and does n
increase through the course of the game.

TWIST

Name

Energy Pools

Description

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

Rule
Variations

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

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




TWIST

Name

ReplenishingSpecialty

Description

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

Rule
Variations

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

Doing Bad: The character might have a compulsior
habit, vice, or weakness towards somethingWhen the
character does this bad act they might gain one poin
or negative statistictowards their specialty.

Fulfillment : By achieving a certain goabr milestone in
the story, doing surprisingly well at a given pointr for
creative roleplaying, etc.,the GM can awardsome or all
their specialty pool orpoints to the player for fulfilling g
specific task.

Time: Thespecialty is replenished at a certain time o
point within the game (sunrise, the haHway point,
between sessions, etc).

Success on the Fly: Characters can also earn pointg
throughout the game by rolling excessive successe8+
successes on a check)
Reduce Negative Statistic: The2 ¢ G 2 IJWY n WE
negative statistic is reduced when reaching certain
milestones in the story, creative roleplaying, etc. (at th
] ~kt W Rt Al WqRYUb







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 fewexamples of modules and twists that can be

applied to a character's health.

MODULE
Name‘ Health Tiers

There are now degrees of injury that a character cg

Description suffer.

Rather than taking three pointdo be down, characters
possess more health tiers- each delivering a greate
consequence to being injured.Recovely time is also
extended depending on severitywith Incapacitated or
Downed characters recovering to the tier above aftg
q6WMWnRNEqKkt WY 2131 We Theldanibdd
of health tiers, wound penalties, and recovery time ar
tailored by the GM. An example is given below:

Damage Taken| Wound Penalty [Recovely Time)

1 Scratched: None 1 Day

2 Battered: Pool-1 3 Days

3 Wounded: Pool-2 1 Week

4 Injured: Pool-3 2 Weeks

5 Maimed: Pool-4 1 Month

6 Incapacitated: Down 1 Month
Dead: Character killed n/a
TWIST

Name |Broader Health Tiers

Rather thanproceeding from one tier to the next witl
each point of damage taken, characters have points 4§
Description (¢ H6 W qRIJI AW ¢ UT Ws 6130W a6 I
equal to or greater than that tier, they start taking point
in the next tier.

Rule|Trait Related: Characters have 3 wounds they ca
Variations |withstand at each tier before proceeding into the next,




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

Gear

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

MODULE

Gear Dice

Sometimes gear is a fixed and constant part of yo
DIsYeig[o]i{e]sll character or the environment.Gear dice work, in many
ways, like a trait or even fate dice for theharacter.

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

TWIST
Name |Degrading Gear
] B¢ Wi Yt Uk.Guid rart oot hfrardrhulditoh)
lockpicks break, cars fall apart, or spacesuits run out

of oxygen.Eventually the character finds their gear n
longer useful.

Description

Consumption Rating : Gear hasa consumption rating
that defines its number of uses.The GM decides unde

Rule|what conditions a piece of gear getsconsumed
Variations |(whenever they fail on a check using the piece of geg
anytime the gear die rolls a 1, or perhaps anytime th¢
roll a 1 on their Fate Die using their gear/hen the




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

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

TWIST

Name

Improving Gear

Description

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

Rule
Variations

Improved Consumption Rating : The improvement td
the gear adds to the durability, uses, or capability of th
items by adding the U2 G HIJI WYnWeat 13t
consumption rating. The GM decides how much to ad
to the consumption rating.

Adding a Die: Improving the gear increases the numbd
of dice that it adds when used Whenthat piece of geal
would otherwise be consumed (failing on a check usin
the piece of gear, anytime the gear dierollsa 1, etc.) t
player now has one additional die from which to los
from that piece of gear.Note that this twist can also beg
used to represent bigger pieces of gear (a hospit
operative \s. amedical kit, a machine gun vs. a pistol,
jackhammer vs. a sledgehammer, etc.).




MODULE
Gear Pools

Sometimes a piece of equipment can addnother pool
of dice for the player to use whenever using that pied
DIsNleig[o]ile]gll Of gear. This pool works in many ways like session dic
but can only be added when that piece of gear is beir
utilized for a particular check.

Kept Successes: Anyt 2 AHIJt t It Wbl XK 1
gear dice are returned to the gear pool.

Rule

Variations Must Use: Anytime the piece of gear is being used, a g

from the gearpool must be added to the die pool for thi
check. Thus, eventually, the gearcan no longer be use(
(runs out of fuel, ammo, oxygen, etg.

TWIST
Name |Replenish Gear

Gear can be replenished, such as by addin

LIRS el ammunition, fuel, batteries, oxygen,oil, etc.

Replenish Pool: Gear pools can have diceadded to
them whenever the GM finds appropriateAdditionally,
gear can be improved in the same fashion, by addir

UL additional dice to the gear pool.

Variations

Improve Pool: Gear can be improved in the sam
fashion, by adding additional dice to the gear pool.

MODULE

NETYLE ‘ Greater Gear

Sometimes a piece of equipment can make a far great

D ription )
escriptio impact on others or the environment.

Set Successes: Rather than successes bein
AR HCcdHa0¢c qlT WH! WagéwWUe G HIJI
YEUEU[aRN check the piece of gear offers a set number (
successes regardless of the result of the checkFor




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

Bonus Damage: A piece of gear might add to th
Uz GHIJI WYnWt edAIJETE I AWRNL
check when using it. This might be a simple bonus ¢
one (+1) but is added to the total number of successg
for any checkusing 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
Pursuit & Evasion

There are times whena character is being pursued o}
attempting to avoid being caught. At the start of th
chase the GM sets the range that the chase begins §
and the range at which the chase ends (withyou
evading your pursuers or the bad guys getting away
Chases can start at any rangehut closing or distancing
from your enemy requiresnultiple successes. Only the
player rolls a check to pursue or evadeEach round the
player rolls their check, and the number of successe
equates to the rate at which the character moves (eithe
to close or evade).

For pursuit, this number issubtracted from the starting
rangeplustheH ¢ T WNa! k+ WaY213a1JU0q
zero, you have caught the bad guyf the result is the
range for the chase end, the bad guy gets away.

For evasion, this number is added to the starting rang
cUT W6 JWAHCET Wnea! gkt WaY21301
the current range. If the result is the evasion range, the
you have gotten away from the bad guy.

For example,you arerunning away from an enemynd
the GM stars you at a range obne and sets the range
for the end of the chase tdive. You roll two successes

Description




and can move the range between you and the bad g
to two for the next round, 1 + 2 1. In the second round
you roll four successes, moving the range between yd
and the bad guy to five, 2 + 91, resulting in you evadin
from the enemy.

Normal Rate: Themovementrate at which antagonists
close or distance themselves from the charactersis
one each round.

Rule

o Faster Bad Guys. Themovementrank of the antagonis
Variations

determines how quickly they close or distancg
themselves from the characters.A ranktwo antagonist
will gain or close ground at a rate ofwo, while a ranK
three will gain or close ground at a rate athree.

TWIST
Name |Chase Restrictions

Sometimes there are circumstances that inject

DESCrption |- 4 gitional difficulties during a chase.

Obstacles : Things like navigating unfamiliar city road
or obstaclesrequire additional successes to overcome
Each obstacle that needs to be overcome requires on
additional success. Failure on these checks can mea
the characters end up in a deaeend street, or that an
YHY q¢e¢HOUDWG6¢ct Wt qYGGUIT Waq6b
continue to evade or pursue.

Rule

L Vehicle Degradation: As with Gear degradation
Variations

vehicles that do not successfully navigate tight street
or circumvent obstacles may take damage.

Group Maneuvers: Having a group may allow others
the group to attempt to overcome anybstacles for the
whole group. Examples include having a cepilot be the
navigator or grabbing the steering wheel to swer
around the lamppost at the last second.




TWIST

Name

Obstruction

Description

There are timeswhen characters want to attempt to
make it harder for the bad guys to get away or catch u
Making an obstructionduring a chase gives character
the ability to close or distance themselves faster.

Rule
Variations

The player wants to do something during the chase
slow or stop their pursuer or the people they arg
chasing, like pulling over a stack of boxes, toppling
fruitcart, 61 Ys RUDLW Y& 13ag6 RUDN LW
tossing money up into the air on a crowded street. TH
GM sets the number of successes necessary to 4
successful. The player must roll both a success t
distance themselves from their pursuers, ang
successes equal to the number set by the GM.
successful, the player distances themselves oneange
plus two times (2x) the difficulty set by the GM for th
maneuver.

Powers

Some games may include the use of supernatural power3.hese 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 addsupernatural powers to your

game.

Description

Rule
Variations

MODULE

Magic

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

Magic Traits: Charactersmay have one or more magi
traits. Examples might be Shadow Magic, Fire Mag
lllusions, Mind Magic, etc.This Trait has a set pool ¢




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

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

MODULE
Powers

Characters have superhuman or paranormg
capabilities. These may be superpowers, ES
mentalism capability, or mutations. The GM assigns th
number of dice to use for power poolsPower poolsare
often exclusionary andcannot be combined with Fate
other Traits, Session, or Community dice.

Description

Innate Powers: Some characters may have innat
abilities, such as breathing underwater, seeing throug
darkness, hearing whispers from beyond the grave, et
These powers are noted on the character but do n
have pools or values associated with themThey ar¢
AYUt RT 131 WT Wmweldsce! + WYUOw

Power Traits: Characters may have one or more pows
JUlEY traits. Examples might be flight, super strength

VEUET g telekinesis, etc. This Trait has a set pool okept dice,

much like the other traits the characterpossesses.

Power Pools: Characters have a power pool which the
can use to attempt tasks associated with their powe
(these dice are expended) This pool reflects the
fleeting nature of the H G ¢ | ¢ Fhowead. Exartiples
might include energy blasts, shapeshifting, power
absorption, technopathy, etc.







TWIST

Name

Expanded Magic/Powers

Description

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

Rule
Variations

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

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

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

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

TWIST

Name

Greater Magic/Power

Description

Any magic/power check is to determinewhether the
character was successful in creating their desire(
effect. Perhaps magic/power is even more capabl
should the player roll more than their initial success o
seek to do more than one thing at a time.

Rule
Variations

Added Effects: Each additional success on 4
magic/power check results in greater effects.Players
describe what else their magic/power does in additiol
to their initially planned effect.

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

TWIST

Name

Used Magic/Power




When using pools for magic/power, dice are used (

Description lost in a different fashion.
Lost Successes: Theonly dice lost from the pool areg
successes.
Rule
VEUCHIILE Auto Successes: The dice of the pool represer
automatic successes and are expended when used.
TWIST
Name |[RenewingMagic/Power
Description When using p_ools for mqglc/power, dice pools ar
renewed in a different fashion.
Daily: Pools are renewed at a rate determined by th
GM each day, typically after a character rests.
Rule
Variations |Environmental : Pools are renewed when theharacter
draws magic/power from an environmental source (le
lines, elements, the cosmos, etc.).
TWIST
Name |Difficult Magic
L Using magic is very difficult and requires extensiv
Description : .
practice and diligence to get the expected results.
Instead of a single success, multiple successes ar
needed depending on the difficulty level of the desire
effect.
Difficulty Capability of the Spell
+1  |For each effect the spell has
Rule

For each increment of range from the caste

+l beyond touch (nearby, close, distant)

+1  [For each person affected by the spell

For each increment of area the spelaffects,

+l beyond tiny (small, medium, large, huge)




For each minute the spell lass, beyond the

+1 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 no
controlled. This twist is used with the Difficult Magi
Twist. Once the difficulty for a magic spell i
determined, that number is used to then determine th¢
number of failures (any roll of 1) which will cause th
spell to fail catastrophically.

Rule
Variations

Equal Scale: The number of failures needed i
equivalent to the difficulty of the spell.

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

TWIST

Name

Magic/Power Resistance

Description

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

Rule
Variations

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

Magic Traits & Pools: Those characters capable o
magic/power may include their magic trait or pool dic
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
Antagonist Capabilities

Antagonist capabilities add flavor and potential to thg
story. Some of these capabilites may afford th
antagonist an advantage in combatWhen in combat
antagonists are limited in how many capabilities the
can use. Antagonists can only use a number

capabilities in combat equal to their Rank, thus a Ran
2 antagonist could use both of their capabilities once
or one of their capabilitiestwice. The GM has final sa
ct WaqYWs 6¢caqlqé DWIRAGRagt We (
capabilities are while in combat.

Description

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

Rule
Variations

TWIST

Name [Combat Capability Limits
f OWRUt qe URDY Ws 6131 ywWwe Uwe (g
specific benefit in combat, what mechanical (if any
benefit applies to the antagonistmay need to be limiteg
in combat.

Rule|Duration: UW ¢Uqc¢ NYURY qkt W He
Variations [duration to a number of rounds equal to their Rank.

Description




Removed Successes: Ul ¢ Uq¢ NYURY q
limited in reducing the number of character successe;
by their Rank.
Targets Affected: UWIc Uqc¢c NYURY gkt U
in the number of targets they can affect based upo
their Rank.

MODULE
Name ‘ Alternate Damage Location

Antagonist capabilities may damage something othg
q6cUWec WS ¢RI kKt Wec J¢ T q
Trait: When a character suffers damage, the amour|
taken is removed from their trait
Pool: An equivalent number of dice for damage take
WEUEUORN G ¢ ! WHIWI 134GY2117 Wnl YaLWe WHG
Tier: Damage may be taken from an expanded heal
tier.

Description

Rewards

As a means of character advancement or asraexperience system,

reward dice can allow GMs to provide the playera way to have their
characters improve over the course of the gameThe following are a
few examples of modules and twists that can be applied to add
rewardsto your game.

MODULE

NEUI) Added Dice

Ascharacters advance they gain additional dice to ong

Description . p
escriptio of their charactens capabilities or pools.

Added Fate Die: Each time a character advances, the|
gain an additional fate die.

U} Added Trait Die: One, some, or all trait poolsof a
VLUl character increase by one.
Added Session Dice: The character starts each
session with additional session dice.




TWIST
Name | Tracking Trait Use

Rather than gaining reward dice at set instance
characters advance throughout gameplay.

Tracking Successes: Character trait pools increaseg
after achieving a designated number of successes wit
that trait.

Tracking Failures: Character trait pools increase afte
failing a designated number othecks with that trait.

Description

Rule
Variations

MODULE
Experience Pool

As characters advance, rather than gaining additiona
dice to one of their characters' capabilities they insteag
DIeig[o]ile]sll gain a separate pool.These pools mayhave their own
rules or circumstances of use - different than the
normal session or community pools.

Individual Pools : Each player gets an additional poo
much like a session pool, to use at their discretion.

Community Pool: Rather than having their ow
separate pools, the players gain a community pool
dice they can use whenever they see fit.

Rule
Variations












































































