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foreword
By Joseph “Bear” Thompson

Well, it’s been a hell of a road.

Back in 2016, I finally mustered up the courage to 
open a Kickstarter to bring the book you hold in 
your hands to life, and through trial and tribulation, 
it is finally here! Project Biomodus; a dive into how I 
imagined a world ruled by transhuman, biomechan-
ical characters, on a barren world where survival is 
the only long-term goal a person could have.

It is a world of desperation and yet unfathomable 
power. It is a land of monsters but defended by god-
like heroes. It is a game of immortality, but death 
lingers under every ruin. The dichotomy is one that 
I have tried to cover in other mediums, but finally, 
something seemed to sit well when I would intro-
duce it to my players during playtesting.

I watched in glee as convention-goers would cre-
ate their own Biomodus to play. Their creativity still 
stuns me to this day, and it is by far the most fun I 
have had at a convention since I started going to 
them. Many of my convention players have watched 
this book grow from tens of pages to hundreds, each 
of them creating memes, in-game lore and even Bio-
modus of Legend from their interactions with me 
and this little game of mine.

In the end, this book has always been commu-
nity-driven. From those initial play-testers to the 
wonderful folks who sat in the Project Biomodus 
Discord, helping me find errors and rules that didn’t 
make sense – even when my editors and I were 
worn down from reading the same text over and 
over. There have been people who have run games, 
wrote reviews, supported me long after the Kick-
starter ended, and have even shared their fan art 
and stories. All of these people have been as integral 
to the development of Project Biomodus as any of 
my artists or hired workers. I have heard stories of 
how Project Biomodus brought people together or 
provided joy for a young player who had undergone 
a terrible tragedy.

I cannot begin to describe how moved I am to have 
those stories shared with me and to see people 
come out of dark times as a result of being part of 
this community.

I want to add that I have been singularly honored 
and blessed to have worked with as many talent-
ed folks as I have. My artists have all been amazing. 
Please check out their works and give them a note 
of appreciation if you like what you see. I especial-
ly want to thank Megan, my layout artist for all the 
hard work she did – bearing with my incessant per-
fectionism, making changes when I requested and 
helping me deal with our publisher when it came to 
technical issues. Megan is a published RPG author 
herself and a hell of a GM. Melina and Michael helped 
me with a lot of the initial setup from the get-go, and 
Melina’s constant, amazing ability to review text has 
been invaluable to me, as well as helping me set up 
play materials for conventions and making sure that 
I was organized. No easy task, I can assure you.

I would be remiss to not mention my friends over at 
our ‘sister’ company, I.N.D.E. Many moons ago, I ran 
a playtest for their game Shattered, and through my 
interactions with them, and the wonderful people 
they comprise of, I gained the courage to produce 
my own game. I am honored to have helped back 
them, as well as being a monster artist – an act in 
itself which helped me realize that I could, in fact, 
illustrate my own RPG. That support and encour-
agement was the tipping point for me; going from 
wanting to create a game, to actually having faith in 
myself to go out there and do it.

Most of all, I would like to thank my backers. With-
out you all, Project Biomodus would not be nearly 
as beautiful as it is today. Your support and patience 
over the years – especially given the delays in pro-
duction – have been a light at the end of many a 
dark tunnel. You have kept me honest, you have 
supported me in my darkest times (and there were 
many in the last few years), and most of all, you have 
helped breathe life into the pages that you hold in 
your hands today. For that, I can only give you my 
humblest of thanks, and all the love I can muster.Sam
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This game started off as something for me. It was 
my catharsis and my most precious child, but as the 
years moved on, I realized that this was not just mine 
anymore. It was ours. A creation for the Project Bio-
modus community, by the Project Biomodus com-
munity – regardless of if you have been there since 
the beginning, or if you are just finding out about 
Project Biomodus now.

This one, my beautiful players, backers, and friends… 
is for you.

Thank you.

Joseph “Bear” Thompson

Creative Director

TAPM Systems

CONTACT US
Website: http://www.ProjectBiomodus.com

Discord: https://discord.gg/Nctn7jr

Twitter: @ProjectBiomodus

Facebook: http://www.facebook.com/ProjectBio-
modus

Tumblr: http://projectbiomodus.tumblr.com

Instagram: @ProjectBiomodus
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