
7 Creatins,a hero character gen-
erally takei place as described.on

/ pugrt rb-rz iri the Book of the Fifth
' Ase.Players, however, are encourageo
to c"hange't!-e order in which,the steps

had
by pur-

z chasing a
Fate Deck.
This game is

suitable for 3-6
7 pLayers,including
the Narrator.

Hero Creation

in Nature or Demeanor and then try to

set the Narrator to permit him to raise
Eis tox in Spirit to a loC.

Creatins Adventures
When invEnting stories for the Sece
Interactive ganie, most of the general
notes that alpp.at in Book of the Fifth Age

apply. The same is true when it comes to
Nariating scenes. One thing Narrators
of an Interactive game must consrder,
however, is the di-fficulty of encompass-
ine large swaths of terrain and tremen-
do"us e[ic battles.

th6 best interactive games are.small'
The key word here is "interactive"'A
normai SIGR game revolves around
characters and story, but the Secn' Inter-
active qame must do so even more' The
Narraior still controls the world's char-
acters, but the heroes have a much more
tangible presence. It's harder for heroes
in iiteraitive games to travel far (unless

different parts of the house are desig-
nated as different parts of the world)
and battles are harder to conduct'

Instead, the Narrator should trY to
center his adventures in one or two
locations, making an evening's adv3n-
ture basically one extended scene. Fur-
ther the adventures should be mystery-
or puzzle-oriented, so the players have
to .neaee their minds rather than re-
solviie"confrontation through combat'
An eximple of what I would consider a
suitable S.q,cn Interactive adventure
would be something along these lines:

The heroes have journeyed to the tiny
island of Elad's Hope, answering th.e
summons of a Powerful sorcerer' The
message they r6ceived hinted that he

to stay away
from periodical

editors and

iake ptuZ.. Ifa player has his heart set on

"fr"ihn 
an elf, their the Narrator should

'o.l-it"tti* to decide that as the first
5tep, and then assign cards accordingly'

^If a plaver cannot meet the requisites
for the iac'e due to a poor draw, the Nar-

rator can either let the player redraw or

raise requirements to their minimum'
The Narrator should not feel squea-

Z and show that the Sece'* sYs-
tem can be the basis ofa good

interactive game. So, here goes:

Z,Yffmi:H'.'ff,lo"z lenged me to put mY 5.Y-
board where mY mouth rs'

mish about letting the playel raise or
Iower statistics or codes to the mlnr-
mum requirements of the role' There

"i" 
n tu iew rules that should be slav-

ishh adhered to in the Sece Interactive
e;;.. on. of them, however, is the rule
ihut storv and character takes prece-
dence over all the rules.

However, narrators who are Sener- -
ous in the fashion described above need
to be warv of abuse. A 3 of Hearts
assigned io Spirit will exceed the base
reariirementi for the Kender race, for
eximple. The player who wishes to play

a Kenier mvstlc should assign it there,
and then work on improving his hero's

Spirit attribute through play, not put it

Slcl Interactiye
Adventure Rules
These rules are most useful if you own
the DnacoNrnNcE: FIFTH Ace game' 

-
Althoush they can be used as a base tor

any intEractive fantasy game (with pos-

sible expansion to othei genres), the-

Snc,l syitem is the rules foundation tor

the Dnq,coNraNcE game. The Snce rules

aie available in thJboxed set or can be
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had uncovered a powerful artifact that
would lead to the doom of either the
forces of Good or the forces of Evil' He

intends to sell it to the highestbidder'
(A hero with a Wealth score of at least

8 is needed, unless the heroes want to

trv to steal the item.)
' The heroes arrive on the island as a

storm is brewing. The wizard will
reveal the naturE ofthe artifact after

dirrn"t, but he is murdered before din-

ner can be served. It appears to.be an

accident, but when his apprenttce-also
turns up dead, it should be clear that

itt. rt.i6"i are trapped on a tiny island

with a murderer'
There is at least one character on

the island for every hero' The.object is

io it t.tpt.t clues to identifo-the mur-

derer, find the artifact, and figure.out
what it can do' (Of course, it might be

^

that the whole artifact thingis a ruse'

The sorcerer is still alive' and brought

Itr. n"to"t and characters to,gether to

-ut. 
ttt.* think one is a killer' turn

i'n"* 
"s.i"tt 

each other and then kill

;i; tti himself. He has no artifact' but

iiiri.it" .ti-inate the -most 
powerfi'rl

champions of the world's factlons so ne

can take over.)

That is a simple and cliched adventure

;;;;t, bdt it illustrates thepoint that

"" 
uau"ttint. can be created without a

f"t 
"?nsh$ 

or location changes' The

tension-is still there-if the heroes don't

nnJ ttt. murderer or the artifact'
;il;;; are they'll end uP verY dead'

Hero Actions
ir-.to1.tio"t are resolved as explained

in the B o ok of the F ifth Aga However'

the optional hethods are very impor-

tant in the interactive game because

thev provide a clear-cut way to resolve

herb-versus-hero disputes, which are

moie likely to happen in an interactive

eu;., d.t"to the'l6ssened interaction

6etween PlaYers and Narrators'---Wtt.ttLu6t 
Actions are taken, the

auras of the cards must alwaYs be

checked. When heroes are actrng agalnst

other heroes' the aura serves as some-

titits of u" initiative system' A white

uuiu'.iut.t that playei's action to hap-

"." 
U"fot. the oihei player's hero gets to

berform a counter-action' Black auras

irean the hero goes last, even ifthe

other player used a red aura card for nls

t.r"tliii.^. Ifthe players played cards

with the same aura, their actions resolve

simultaneouslY'

Maeic
fl"Binn.tt difference between the Snca

I"i;t;;i"t. same and the Sece Dramatic

td;;;i;t; iame is the waY magic works'

Rather thariusing the spell point system

of the dramatic adventure game' the

interactive game views maglc the same

way it treati Actions. This change makes

the interactive game a bit speedier than

the dramatic adventure game wnen lt

comes to magic.'" 'wh;; 
t#izard wants to cast a sPell '

he has a base target number of 4' As the

oiuv.i J.t.tiUes ihe magical effect his

hero character wishes to bring about'

the Narrator can raise that target num-

ber. Characters and other heroes stltl.get

;;;;t i  ih. magic, if aPProPriate' (The

Narrator can use the spell-bulldlng-

suid"fi".t from the B6ok of .the Fifth Age

io determine what appropriate target

numbers for a sPell are')--- -io 
ttuu. the hero cast a spell' the

olaver plavs a card and adds the value to

ti;'R;.';; or Spirit (dePending on the

kind of magic)' If the value ot the carc

;i;;th. h;;"'s attribute score exceeds

th. t"tg.t number, less any resistance
that misht be offered by a target' the

spell is iuccessful.'' --So.ff 
points also work a bit differ-

ently in the Snc,c lnteractive.game'
Aeain, this change is to mtntmtze DooK-

keeprng."--f i.t%.. 
sti l l  determine their pool of

spell points by squaring their.Reason or

Sbirif score. However, instead ot devor-

ii--t"at points to building spells' they

Ioie i set'number of points for each

to.tt tft.v cast-the Reason or Sp-irit.

t ioi. iu6ttu.ted from 12, with l0.being

itr. 
-*i*"- 

number subtracted' Pow-

erful spellcasters become even more

;;;;;ilil;ier this system, while weak-

5t";;ti;;t',titi tun oui of points quickly'

Points can also be used to decrease

tne aifniuLtv ofa spell. For every.spell
ooint a hero burns-off, he can r-educe a

lareet numb.r bY a difficultY of 1'

Mit sters and Characters
th.t. ut. created and run exactly as

described in the basic game' However' rt

Narrators wish, they can apply the ini-

tialine tvtt.m for heroes vs' heroes to

-"i.i 
.it"t".,ers of his game' too' The

Nairator would turn a card trom tne

Fate deck to decide this'

LastWord
ihese rules are barely more than an out-
tlne. tf vou attemPt to use them in a

boin-itit.tu.tive [ame, or even in the

".i*uisooo 
systim, please let us know

il;;il;;"i. I'ie set uP an email address
exclusivelv for Seca and Frprs Ace coq-
;il;;;;'E;;"thian@aol'co-m'-AnY feed-
iit.t uou *a"nt to offer via the Internet -
Iil.iiia u. ait.cted there' The snail-nrail
address is the same as for PorvHroloN;

i"ti put my name on the enveloPe'

U
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