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Interactions

Age of Darkness isn’t just about exploring dungeons, defeating
Monsters, collecting treasure, and progressing your character.
A very important part of gameplay is related to the events that
the Heroes witness and how they choose to react to them. These
moments where the narrative mixes with the game mechanics
are called “Interactions.”

Interactions can be found onthe board represented by Interaction
tokens, or they can be stipulated by a Setup (as stated above).
Interaction tokens often have two “charges,” meaning that up to
two Interactions can be made for the scene they represent while
stipulated Interactions are usually one-shots.

This is an example of an Interaction scene.

Regardless of its origin, whenever an Interaction is presented,
a page number referring to an illustration that can be found in
the Interactions Book will be shown next to it. Analyzing the
scene presented, the player can choose one of the options and
proceed to the respective resolution, which is listed in numerical
order at the end of the Adventure Book, in appropriate section.

This is an example of an Interaction scene.

When represented on the board by an Interaction token, a Hero
can interact with a scene only when adjacent to the token by
using the Interact Minor Action. As usual, the Hero cannot do
so if there are any Monsters adjacent to them (whether or not a
Monster is adjacent to the Interaction token).

You can find details about the Interact Minor Action and its
consequences on page 30.

Finally, Interaction tokens are considered Solid Objects and,
therefore, no character can occupy spaces they are in. So, a Hero
or a Monster cannot move on top of an Interaction, for example,
but a Darkness tile can be placed under one if necessary.
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. “Thank you Alesio Fasoli for being
part of our story and world.”

2wy

ASK FOR ANYTHING HE CAN
GIVE YOU IN GOOD FAITH

29 8

SCOLD ALESIO,
E SHOULD BE FIGHTING

&

A

p— o / '
. ’ & T\ \
-\ f g ‘i

TRY TO FORCE ALESIO
TO (c] A\ 3 (]V) EQUIPMENT

ﬁlﬂwjl ‘ ~Je




“Thank you Neil Mesick for being
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“Thank you Tim Lee for being part
of our story and world.”
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“Thank you Kevin Conner for being
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BE IN THE STORY
HOW IT WORKS

1. THE BACKER SENT US
A COUPLE OF PHOTOS
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2, SKETCHES WERE SENT
FOR APPROVAL



3. AFTER APPROVAL
OUR ARTIST FINISHED IT!
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DON’'T MISS OUT OUR NEXT CAMPAIGN,
AND BE A PART OF OUR WORLD!









