Prelude

Into the Crucible Playtest




1. We have a mission for you...
*#*% THIS IS A PLAYTEST DOCUMENT***

"You gaze over the edge of the bluff called 'The Gryphon's Watch' at the
battlefield 200 feet below you. To your left, you see the white granite
walls of Gargoyle Keep where the open plains of the south are funneled
through the Great Gate between two mountain ranges. The gate has
remained closed for seven years due to the war. At the top of the wall,
the Gryphon's Perch, where once were kept great flying beasts.

The enemy camp is visible in the distance to your right, beyond it
somewhere is The Horn. Its deep bellow foretells doom. Between the
two camps groups of soldiers from both sides fight day and night to hold
trenches and hills. Battle lines shift daily as defenders from the North
attempt to hold the line against the conscripted army of Horde.

Below you, a portcullis opens and allows a sortie of soldiers to exit the
Cave Staircase on some important mission amongst the ruin. Someone
behind you clears their throat, 'You should have seen the view before
the war. This used to be a spot for picnickers and lovers."

Actions

Bird's Eye View
You hear the crunch of gravel under someone's boots as they
approach from behind you.

Choose one action from the list below and add appropriate modifiers.
Record your roll, then turn the page to reveal the consquences.

Choose One and Roll:
DECEPTION (DC 15)"I remember it well. There was a lovely spot
under those trees."
HISTORY  (DC 15)"I think I recall the last such siege only
lasted a little bit longer than this one."
INSIGHT  (DC 15) (You do not turn around.) "You must be..."
INTELLIGENCE (DC 15) "The granite is said to have been brought all
the way from..."
INTIMIDATION (DC 15) "How dare you disturb me!"

PERCEPTION / (DC 15) (Stop and wait for the person to speak)
WISDOM

PERFORMANCE (DC 15) "I think I recall a poem written here..."
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Success
Meets or exceeds the DC
DECEPTION You turn to face a tall, elderly, warrior. He pulls a
monocle from a pocket in his tabard and regards
some papers in a notebook. "Strange, your
paperwork says you're not from around here, I'm
curious how you'd know about that."
HISTORY  "Quite. Perhaps you can help is shorten this one."
You turn to face a tall, elderly, warrior.
INSIGHT  "... General Holttest." You turn and bow. You face a
tall, elderly, warrior. He is impressed.
INTELLIGENCE The man sadly interrupts you, "... from the remains
of a temple in a sea port long fallen to the enemy."
INTIMIDATION "Save it for the enemy." You turn to face a tall,
elderly, warrior. He seems unamused.
PERCEPTION / "General Holttest, it is an honor to meet you." You
WISDOM  turn and bow. You turn to face a tall, elderly,
warrior. He is impressed with your observation.
PERFORMANCE You retell a short poem of two lost loves, each living
on one of the mountain ranges, and their devotion
causing gryphons and rooks to bring stones to build
the original wall so they could cross. The tall elderly
warrior eye's glisten with memory.

Failure
Fails to meet or exceed the DC
All Failures: You earn Holttest's Annoyance, make a note.
DECEPTION "You're a poor liar." You turn to face a tall, elderly,
warrior.
HISTORY "It was broken in a week." You turn to face a tall,
elderly, warrior.
INSIGHT  "... Clerk Andrez!" You turn to face a tall, elderly,
unamused warrior.
INTELLIGENCE ".. this mountain!" You look down at the black rock of
the Roost and realize your mistake.
INTIMIDATION "Please, young one." You turn to face a tall, elderly,
warrior. "Your curriculum is not that impressive."
PERCEPTION / "..." You wait. He waits. Eventually you turn and face
WISDOM  the tall, elderly warrior.
PERFORMANCE Your memory fails you, no poem comes to mind. All
you can remember is the phrase, "..something...
something.. carried the stones."

Tides of Battle™

General Holttest looks over some paperwork, and back to you. "Your
mission..." (proceed to 2. Scattered Scouts)
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2. Scattered Scouts

"General Holttest leads you to the main tent, where a large table is laid
out with the entire battlefield in miniature. Small figures cast in lead
mark positions of enemies and friendlies on the battlefield. Around the
perimiter of the maps are scrolls and papers. You also see some tools of
divination in spots: Bones, feathers, stalks of herbs, and small dice.
'Andrez tells me you have seen a thing or two.""

Actions

Choose your Route

General Holttest points to a spot on the map, and begins: 'We sent a
small squad to investigate sightings of a horned wizard of some sort
here.' He taps a spot that looks like a large crater and some ruins.
'They have not reported back, and our spotters haven't been able to
see them over the blasted fog. We'd like you to go out and
investigate, and see if you can bring them home. How would you
prefer to approach the area?'

Choose one action from the list below. Record your choice, then turn
the page to reveal the consquences.

Choose One:
PERCEPTION -- "Slowly, with my eyes peeled for trouble. Measured
steps ensure I don't step into any traps."
STEALTH --"I prefer to slip in unnoticed, and take advantage of
the battlefield."
STRENGTH --"I prefer to rely on my strength, ride in - rescue the
soldiers and ride out. No sneaking around for me!"
SURVIVAL --"T'll follow the flow of the land, stick to spots that
won't be watched - so they can't get the upper hand."

Recovery Room

In the event that your hitpoints are reduced to zero, return to this
recovery room and recover 1d6 hitpoints plus your constitution
modifier.

Journal
I Chose:




Tell the Tale

Andrez looks at you with fascination, "I would be grateful if you could
recount a tale from your adventures of a similar choice or situation."
He opens up a scroll and readies a quill.

Consequences

PERCEPTION -- Because you take your time and keep your wits about
you, in the following battle, you may roll initiative
with advantage.

STEALTH --Your first attack may apply sneak attack damage, if
you have the ability. You may make your first attack
with advantage.

STRENGTH --Add 1d8 additional damage to your first attack in the
ensuing battle.

SURVIVAL --Each enemy will make their first attacks against you
at disadvantage.

In the event of your untimely demise...

In the event that your hitpoints are reduced to zero, proceed to the
recovery room in 3. Return to Camp.

Tides of Battle™

Clerk Andrez hands you a potion of healing (2d4+2 hitpoints healed),
and admonishes you, "We don't have a lot of those, so don't waste it!"
Add the potion to your inventory.

You prepare yourself, are led down the Cave Staircase, and slip out the
portcullis onto the battlefield. You make your way to the destroyed mill.
(proceed to 4. The First Scout, The Mill)




3. Return to Camp

"The camp is bustling, with scouts returning with information and
squads preparing to leave for the battlefield. General Holttest looks at
you, 'Back Again, so soon?""

Actions

Recovery Room

If you have available hit dice, you may take a short rest here.

In the event that your hitpoints are reduced to zero, return to this
recovery room and recover 11 (1d6+8) hitpoints. The healers do
their best with what they have, you may only use this feature once
during this adventure. If you've used the healing feature, and have hit
dice available, you wake with 1 hit point and may take a short rest
here. Scouts may also be healed, and have 1 hit die (d8; 8 hp max).

If your hitpoints have been reduced to zero, you have no available hit
dice and have used the healing feature, proceed to This Battle Is No
Longer Yours

If you're using the room as a Recovery Room: "We can't spare
any more resources on you today, you need to be more careful "

If you are recovering and earned Holttest's Annoyance: "Get up,
and get back to your mission! You put another soldier's life at risk, I
was tempted to leave you out there!"

Return to the Search

Andrez pulls up a scroll, "Spotters have noticed what might be more
of our lost squad on the battlefield, please bring them home."

Choose one action from the list below. Record your choice, then turn
the page to continue.

Choose One:

THE RUINED -- "The first scout we sent you for." Only if you haven't
MILL recovered the first scout, Avex
THE --"Another scout was briefly seen at the old rookery, he

ROOKERY  signaled with his hand mirror."

You may choose to leave scouts at the camp or bring them
along. Remember, they
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Tell the Tale - Action Report

Andrez takes up his scroll, "One more thing... Please add a sentence
or two about your experiences on the battlefield." He dabs his quill
on his tongue, permanently stained blue-black from the habit, and
puts it to the parchment.

Missions

THE RUINED -- "I'm sure you'll be able to get them home." (proceed
MILL to 4. The First Scout, The Mill)

THE --"Be careful, the signal was reporting something about
ROOKERY  birds." (proceed to 5. The Second Scout, Rookery)

Tides of Battle™

If you haven't, you may take a short rest here. Otherwise, proceed with
your selected mission.



4. The First Scout, The Mill

"Years ago, some skirmish destroyed the large stone mill that was here,
leaving fractured walls and the massive crater. It is almost a hundred
feet wide and twenty feet deep with a small pool in the center. Old arms
and armor have built a small junk yard of rust surrounding the
remaining fragments of walls, making movement in the area difficult. A
ribcage of a long-dead warrior crunches under your heel. In the center
of it all is a small hill of mud with a prisoner tied to a post. They are
slumped forward, with blood matted hair. They raise their head and
plead with swollen eyes."

Battlefield - Roll for Initiative!
(% 30’ 60" 90’ 120"

‘-

Player starts at 0'. Dark grey circle is 5 ft wide and difficult terrain.
Prisoner is in the center at the 60' mark. Walls provide cover.

Roll for Initiative! (12+)
First round, if your roll beats a 12, jump to Player Turn.

Round Tracker OO O OOOO0O0O
Mark off one circle each round.

Enemy Turn

Skeletons (13 HP) AC 13 Start: Hiding
Saves: Str +0, Dex +2, Con +2, Int -2, Wis -1, Cha -3

#1 HP /13 Intent Cond.
#2 HP /13 Intent Cond.
#3 HP /13 Intent Cond.
#4 HP /13 Intent Cond.
#5 HP /13 Intent Cond.

Won Initiative: Wait.

Aggressive: Move 30' to melee, Longsword +4, 5 (1d6 + 2) piercing
damage.

Ranged: Hold position, Shortbow +4; 5 (1d6 + 2) piercing damage.

Hiding: Unmoving. Indistinguishable from detritus, wait until
player reaches the inner ring. Arrange evenly around the larger
circle.

Half Cover (+2 AC/Dex) when inside the ruin; Three-Quarters Cover (+5
AC/Dex) if standing near the walls; Full Cover if prone by a wall.
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Player Turn

Move + Action (+ Bonus Action if available). If you are in melee, moving
away will draw an attack of opportunity (reaction) from each opponent,
unless you take the Disengage action.

TRIGGERS After resolving your turn check triggers, update enemy I
1ntent/cond1t10n slots, return to Enemy Turn:

[0 Player reaches inner circle, Hiding Skeletons: Stand (use 15'
movement) and make Ranged attacks. Two become Aggressive

[0 Melee Skeletons defeated: Three more become Aggressive and
move in to attack. If they are still at a distance, they will make
another Ranged attack this round after they move.

Avex, the Scout

Avex (AC 13; 1 hit point (8 hp max), 1 hit die (d8), and 1 level of
exhaustion) is a Scout. Once freed, he may take an action to scavenge
a bow and 1d6 arrows from the detritus (Shortbow +3; disadvantage;
1d6+2 piercing damage), or a sword and shield (AC 15, Shortsword
+3; disadvantage; 1d6+2 piercing damage). Once healed, you may
command him as a bonus action to fire on the enemy, or to flee.

Treasure (DC 15 Investigation)

A DC 15 Investigation check takes two rounds, and uncovers a small
strip of red leather sealed to each of the skeletons with grave wax
showing some kind of arcane glyphs. Add necromantic seal to your
inventory.

Experience
Defeating the Skeletons : 400 XP

Tides of Battle™

Bring Avex back to the Camp, where he will be healed. If reduced to
zero hit points and stabilized (DC 10 Medicine check or spare the
dying), he will be healed there. proceed to 3. Return to Camp.

If you are defeated, see the Recovery Room text in 3. Return to
Camp for what happens next.



5. The Second Scout, Rookery

"As soon as you reach the Rookery, a deep bellowing horn blasts from
the distant enemy camp. The sound tears at your soul. The silence
remains for a few seconds. You count the heartbeats and try to
anticipate the new horrors summoned from unforgiving darkness. The
door of the crumbled rookery, shedding twisted leafless thorns, yawns
open. Rags dragging in the mud, gnashing its rotten teeth, a scarecrow
dressed in black raises a finger and points at you - three shapes like
ravens cut from the daylight streak toward you."

Battlefield - Roll for Initiative!

e

Player starts at 0'. Rook Warden starts in the doorway.

Roll for Initiative! (12+)

First round, if your roll beats a 12, jump to Player Turn.

Round Tracker OO O OO0 0O00O

Mark off one circle each round.

Enemy Turn

Null Rook (1 HP) AC 11 Start: *Waiting*
Saves: Str -4, Dex +1, Con -1, Int -4, Wis +1, Cha -2

Flyby. Doesn't provoke opportunity attacks.

Undead.
#1 HP 1 Intent Cond.
#2 HP 1 Intent Cond.
#3 HP 1 Intent Cond.

Won Initiative: Wait. Appear once summoned.

Aggressive: Fly up to 60 ft. to a target, and Harass.

Harass: Claws +3; 1 psychic damage, DC 10 Wisdom save or all
attacks/saves at disadvantage until the end of target's next turn. On
hit, Rook Warden regains 1 hit point.

Help: Move to the Warden, within 5ft. Harass creature(s) currently
in melee range. Prepare to Sacrifice if needed.

Sacrifice: As a reaction to an attack, one Rook within 5 ft. of the
Rook Warden can absorb the damage, destroying itself.
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Rook Warden (36 HP) AC 13 Start: Aggressive
Saves: Str +1, Dex +2, Con +0, Int -2, Wis +0, Cha -2

Undead.

HP /36 Intent Cond.

Won Initiative: Uses its action to summon three Null Rooks and
order them to be Aggressive.

Aggressive: Move (30 ft.) to player and Bite +3; 9 (2d6+2) piercing
damage. On a hit, make a DC 10 Constitution saving throw or be
poisoned until the end of your next turn.

Fewer than Three Null Rooks: (Roll a 5-6 on d6) Remaining Null
Rooks destroyed, three more appear in proximity to the Rook
Warden and become Aggressive.

Melee (No Null Rook Helper): Continue to be Aggressive, Use
bonus action to order Null Rook to Help.

Player Turn

Move + Action (+ Bonus Action if available). If you are in melee, moving
away will draw an attack of opportunity (reaction) from each opponent,
unless you take the Disengage action.

|rTRIGGERS: After resolving your turn check triggers, update enemy—:
intent/condition slots, return to Enemy Turn: |
O Player attacks Rook Warden and kills a Helper Rook Warden.
Rook Warden regains 1d4 hit points.

O Scout ally attacked by Null Rook and takes damage. Roll DC 10
Morale check, on a failure ally disengages and cowers behind cover
on their next turn. Requires DC 15 Charisma-based check by the

I
I
I
:_player as a bonus action to get them to resume fighting.

Treasure

There is no treasure here. But there is a Scout (Ofiggen) unconscious,
but stable, inside the Rookery in a pile of bird dung and bat guano.

Ofiggen, the Scout

Ofiggen (AC 13; 1 hit point (8 hp max), 1 hit die (d8), current
unconscious) is a Scout. Ofiggen may join the party once healed.

Experience
Defeating the Rook Warden : 250 XP

Tides of Battle™

Bring Ofiggen back to the Camp, where he will be healed. He is current
unconscious and stable. proceed to 3. Return to Camp.

If you are defeated, see the Recovery Room text in 3. Return to
Camp for what happens next.
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This Battle Is No Longer Yours

There is a Stillness

You stand on the battlefield, confused by the odd muffled quality of
the sound. Bodies, some old and some new, are visible around you.
Below you, a familiar shape that was once you lies crumpled in a
heap. Its last ragged breath rattles out in a raspy sigh.

Violently, The Horn - that massive thing beyond the enemy
encampment - blasts a sound that grates on your soul. It shakes you,
it tears at the space around you. It's so loud, you begin to feel a
ripping of the fabric of space. You nearly feel compelled to step...
back into your body? You are filled with a longing for living again,
like a hunger you can't quite feed. Insatiable. Bottomless. Cold.

A hand grasps your shoulder. "This battle is no longer yours." says a
voice with authority like solid stone. The sound is still there, but it
holds no power over you. You turn and see the most astounding
creature who nods to you. "You have done your part. Time to go."

"We have Further Adventures to behold."

Tides of Battle™

You have died. (If you'd like to try again, reset your character to its
state at the beginning of the game and return to 1. We have a mission
for you...)
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