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Reference Guide

Gameplay

Into the Crucible, and other Tides of Battletm games are 5th Edition DMless
games intended for solo play. You don't read this book like a novel, instead
reading only what the book allows. The game uses 5th Edition rules, which you
should be familiar with. This book is intended for a 5th Edition character of 4th
Level, you may create your own, level up a character from a previous Tides of

Battletm  game, or use a pregenerated character.  If  you create your own we
suggest you use the SRD rules or  Player's  Handbook and up to one other
supplementary book.

Duet Play

Because the book is your Game Master, many readers like to play duet style.
One person can read the book and act as the Game Master, while the other
plays. The reader may alter things as they see fit to make the game more
enjoyable. Be flexible. After one player has made it through the story, switch
roles and let the other player try.

Actions, Skills, and the Journal

Actions: Each encounter begins with a description in italic text, followed by a
list of actions you may take. Some actions list a Difficulty Class (DC),  the
difficulty to achieve that action. Some actions have no DC ( DC -- ) and do not
require a roll. Some actions require tools, items, or information you find along
the way. You may attempt any skill even if not proficient, but items, tools, or
information (notes) must be in your inventory. Make your choice and then note
it in the Journal. Unless it says otherwise, you may only use that skill/attribute
once in a given area.
Journal: Each encounter or area has a journal section, where you may indicate
your  choice and roll  a  d20.  Actions that  are NOT combat,  write  down the
number and any applicable modifiers. Ex: If you are using investigation skill,
and  are  proficient,  you  would  add  your  Intelligence  modifier  and  your
Proficiency Bonus (+2 for 4th level, +3 when you level up to 5th level) to this
number.
Additional d20 Boxes: Sometimes you may see multiple boxes, and will make
multiple d20 rolls. Roll as instructed and note them in the journal without any
additional modifiers.  These boxes may be used on the next page for more
complicated scenes.
Combat: If you chose, or were forced to Begin Combat, see below for general
references on how combat works in this book.
"Requires": Some choices have a "requires" option which may be an item of



2

inventory,  specific skills,  or  even certain story milestones.  If  you use these
options, you may be required to expend resources from your inventory. If you
bribe a guard, you lose that gold. Some items are single-use only. Some options
in challenges may only be accessed if you have a certain item in your inventory
(ex: You can open the blue door if you have the blue key.) If you do not have the
item in your inventory, you may not choose that option.
Success/Failure: If you meet or exceed the DC of a skill challenge or combat,
follow the instructions in the Success box for that choice. If you fail a skill
challenge or combat, follow the instructions in the Failure box.

Tides of Battletm

Unless otherwise instructed in the Success or Failure sections, this section at
the end of each chapter will provide you with other areas and locations you may
explore next. If no instructions send you to another page in the book, you may
flip back and try something else. So if you can't get a door open, you can try
crawling into a window, or smashing the lock.

Exploration: If you enjoy exploration, and nothing of interest happens when you
attempt  a  roll,  try  exploring  other  areas  and  come back  before  you  try  a
different option.

Recovery

Occasionally,  you might run across a safe space on the battlefield.  If  your
hitpoints are reduced to zero during combat, return to a Recovery area and
recover one hit die worth of hitpoints + your Constitution modifier. If you have
not discovered a Recovery area, and you have failed your death saves, your
character has died. For a more challenging and deadly game, only allow use of
each Recovery area once. There are items that might provide this capability.

Into the Crucible Design Team

Michael Johnson: Writing, Editing
Andrew Hand: Writing, Editing
Lesha Porche: Cover Art
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Begin Combat

Full Combat Experience

Into the Crucible introduces a new kind of combat system for solo play based
on Intent, States, and Conditions. Enemies react to your actions and intent, and
they  change  their  own  motivations  based  on  what  is  happening  on  the
battlefield. This chapter is a refresher for players who might need a quick rules
reference. Make sure you know your character's abilities.

The Battlefield

On the combat page, you will find an outline of the battlefield, which may show
terrain features, cover, and the position of you and the enemies. Some battles
might happen in very close quarters, and may not have this. Remember, this is
just a general guide for the start of the encounter. You may need to track your
encounter on a piece of paper or in a drawing tool.

 Roll for Initiative!

Every battle begins with a roll for initiative. Roll a d20 and add your dexterity
modifier. Some feats and abilities change this, and some class powers may
depend on you winning initiative to take effect (the 5E assassin rogue has a
power based on going first). The battle will give you a number to meet or beat.
If you win, jump to Player Turn for the first round, otherwise the enemy goes
first. Alternate after that. For "Old School" play, roll initiative each round after
both sides are done.

Player Turn

On your turn, go to the Player Turn section. Look over your character sheet, the
battlefield,  and think about what you want to do.  You may take any action
available to your character, provided you have the resources (spell slots, etc).
Remember, enemy units will respond to what you are doing. On the next page
are various player Intents,  some actions may cause enemy units to trigger
certain behaviors. If you focus ranged attacks on a wizard enemy, the guard
units might provide cover for them. Some attacks may have multiple intents,
spells that may damage and move an opponent for example. You don't need to
memorize the list, they're just there for reference.

House  Rules:  If  you're  used  to  certain  house  rules  like  flanking  for
advantage, or drinking potions as a bonus action, feel free to use those
rules. Just remember the enemies also get to benefit from those rules.
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Player Intent Categories
Focused Attack: Target a single enemy. Roll attack vs AC, deal damage.

Area Attack:  Target multiple enemies (Fireball,  Thunderwave,  cleave).  Roll
damage for all in area.

Tactical  Actions:  Control,  buff,  or  debuff.  (Silence,  Hold  Person,  Bless,
grapple, shove, pulling enemies)

Defensive/Positioning: Move, Dodge, Hide, Disengage, Dash.

Support/Recovery: Heal yourself or ally, use consumable (potion, scroll).

Skill/Interaction:  Environment  interaction,  skill  checks,  social  (Intimidate,
Persuade).

Summoning/Companion: Summon creatures or command companion/pet.

Allies/Summons
The  story  may  give  you  some support/allies.  These  characters  are  not  as
experienced or  as  powerful  as  you.  They  may  help  up  close,  or  fire  upon
enemies. You must use a bonus action to command them. Remember they do
not have very many hit points, and they can die. Your character may also have
the ability to summon creatures/familiars/pets. All allies go on your turn, and
must be commanded to act by using your Bonus Action if not specified in the
rules for the spell/ability. Allies will continue to perform their actions (archers
will continue to fire arrows at a target) until told otherwise.

Taking your turn
Each turn:

 Mark the Round Tracker. Some story elements may be time sensitive.
 Move (up to your speed) You can split movement around your action.
 Action
 Bonus Action (if you have one).
 Mark off Spell Effect timers (spells with X number of rounds)
 Mark off "On next turn" effects on self/enemies

 Reaction ability may trigger in response to enemy actions

Once complete, proceed to the Enemy Turn section of the encounter.

Journaling

You  may  want  to  journal  your  choices  and  outcomes,  as  it  will  help  you
remember where you are if you are interrupted or put the book down.
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Enemy Turn

We've condensed a stat block down to it's core features and abilities, as you'll
see in the example below. Each enemy has a starting intent, which is listed at
the top of the stat block. The desecrated dead below aren't very subtle, they just
attack in an Aggressive state.

In the triggers section, though, you'll see that using a special talisman or killing
one of the desecrated dead can trigger a different behavior. After taking your
turn, check the triggers and update enemy Intents. When the enemies take their
turn, use the recorded Intent to guide their actions. The interaction of triggers
and the creature's state provides a rich combat experience without requiring
the player to make decisions for the enemies.

Example Enemy

3 X Descrated Dead (13 HP) AC 13 ; Start: Aggressive
Saves: Str +2, Dex +4, Con +2, Int −2, Wis −1, Cha −3  |  Move: 30 ft.  | 
Immune: Poison, Poisoned condition

#1 HP  / 13 Intent  Cond.  

#2 HP  / 13 Intent  Cond.  

#3 HP  / 13 Intent  Cond.  

Aggressive: Move to melee. Shortsword +4, 1d6+2 piercing.
Raise Dead Ally: As an action, a Desecrated Dead may raise another
Desecrated Dead that has been killed within three rounds to 1 hp. It will
then return to being Aggressive.
Fleeing: Move at full speed directly away from attacker. Can repeat Wis
save DC [your DC] at end of each turn, return to Aggressive on success.

TRIGGERS:
Check after Player Turn. Update intent/condition slots, return to Enemy Turn.

Desecrated Dead:
 Desecrated Dead killed within 30 ft.: Raise Dead Ally.
 holy  talisman  used:  Within  30'  makes  Wis  save  DC 13,  or  Fleeing

(requires Old Priest's Holy Talisman).

Some Intents might not show on a stat-block, notice the talisman mentioned
has an effect like turn undead but turn undead isn't listed. Standard abilities
and effects can apply without them being listed. Cowardly enemies may flee,
restrained enemies will attempt to escape or attack their captors, etc. If you're
unsure about the next state of the enemy, return to the "Start" intent, or choose
an aggressive/attacking Intent.
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Intent/Trigger Quick Reference

Common Intents/Triggers
Aggressive: Move to melee, attack
nearest enemy, pursue if they retreat.
Casting: Maintain distance, prioritize
spells, escape melee if engaged.
Defensive: Hold position or retreat,
use cover, fight cautiously.
Knock Down: Attack to knock target
prone (save on hit). Goal is prone, not
damage. Flanking ally then attacks
prone target at advantage.
Opportunistic: Attack the most
vulnerable target: paralyzed/restrained
first, then lowest HP, then isolated.
Reverts to Aggressive if no vulnerable
target.
Protecting (X): Stay near X, intercept
attacks on X, attack threats to X.
Ranged Attacks: Maintain distance,
use ranged attacks, retreat if
approached.
Surround Opponent: Move to flank or
take advantage of Pack Tactics.

Special Intents/Triggers
Berserk/Rage: Advantage on attacks,
grant advantage to enemies, ignore
damage until dead.
Desperate: Advantage on attacks,
attacks against them have advantage,
won't retreat.
Fleeing: Dash away each turn, exit
encounter if possible.
Recharged Power: Signature ability is
ready, use it now. Target the most
enemies or highest threat. Mark
recharge box after use.
Retreating: Fighting withdrawal, attack
while moving back one position per
turn.
Take (X): Move toward X, grab it, then
become Fleeing.

Condition Triggers
Prone: Uses half movement to stand.
Restrained/Grappled: Cannot move. Intent becomes attacking or escaping.
Frightened: Cannot move closer to you. If in melee, switches to Retreating.
Stunned/Paralyzed: Skips turn entirely.
Blinded: Executes intent at disadvantage on all attacks.
Silenced: Casters cannot use spells with verbal components; switch to melee,
move to an area with the effect, or use non-verbal abilities.
Poisoned: Executes intent at disadvantage on attacks and ability checks.

Morale/Health Triggers
Fanatical (Undead, Constructs, Berserkers, Zealots): Skip all morale checks
Last Enemy Alive: Becomes Desperate
Leader Defeated: All minions make Morale check
≤50% HP (non-fanatical): Morale check: Wis save DC 10 or Fleeing
≤25% HP (non-fanatical):  Becomes Desperate (overrides Fleeing, cornered
animals fight back)
Player  Paralyzed/Stunned/Restrained:  Opportunistic  enemies  switch  to
attack player



Legal Information: OPEN GAME LICENSE Version 1.0a
The following text is the property of Wizards of the Coast, Inc. and is Copyright 2000 Wizards of the Coast, Inc ("Wizards"). All Rights
Reserved.

1. Definitions: (a)"Contributors" means the copyright and/or trademark owners who have contributed Open Game Content; (b)"Derivative
Material" means copyrighted material including derivative works and translations (including into other computer languages), potation,
modification, correction, addition, extension, upgrade, improvement, compilation, abridgment or other form in which an existing work
may be recast, transformed or adapted; (c) "Distribute" means to reproduce, license, rent, lease, sell,  broadcast, publicly display,
transmit or otherwise distribute; (d)"Open Game Content" means the game mechanic and includes the methods, procedures, processes
and routines to the extent such content does not embody the Product Identity and is an enhancement over the prior art and any
additional content clearly identified as Open Game Content by the Contributor, and means any work covered by this License, including
translations and derivative works under copyright law, but specifically excludes Product Identity. (e) "Product Identity" means product
and product line names, logos and identifying marks including trade dress; artifacts; creatures characters; stories, storylines, plots,
thematic elements, dialogue, incidents, language, artwork, symbols, designs, depictions, likenesses, formats, poses, concepts, themes
and graphic, photographic and other visual or audio representations; names and descriptions of characters, spells, enchantments,
personalities, teams, personas, likenesses and special abilities; places, locations, environments, creatures, equipment, magical or
supernatural abilities or effects, logos, symbols, or graphic designs; and any other trademark or registered trademark clearly identified
as Product identity by the owner of the Product Identity, and which specifically excludes the Open Game Content; (f) "Trademark"
means the logos, names, mark, sign, motto, designs that are used by a Contributor to identify itself or its products or the associated
products contributed to the Open Game License by the Contributor (g) "Use", "Used" or "Using" means to use, Distribute, copy, edit,
format, modify, translate and otherwise create Derivative Material of Open Game Content. (h) "You" or "Your" means the licensee in
terms of this agreement.

2. The License: This License applies to any Open Game Content that contains a notice indicating that the Open Game Content may
only be Used under and in terms of this License. You must affix such a notice to any Open Game Content that you Use. No terms may
be added to or subtracted from this License except as described by the License itself. No other terms or conditions may be applied to
any Open Game Content distributed using this License.

3.Offer and Acceptance: By Using the Open Game Content You indicate Your acceptance of the terms of this License.

4. Grant and Consideration: In consideration for agreeing to use this License, the Contributors grant You a perpetual, worldwide,
royalty-‐‐free, non-‐‐ exclusive license with the exact terms of this License to Use, the Open Game Content.

5.Representation of Authority to Contribute: If You are contributing original material as Open Game Content, You represent that Your
Contributions are Your original creation and/or You have sufficient rights to grant the rights conveyed by this License.

6.Notice of License Copyright: You must update the COPYRIGHT NOTICE portion of this License to include the exact text of the
COPYRIGHT NOTICE of any Open Game Content You are copying, modifying or distributing, and You must add the title, the copyright
date, and the copyright holder's name to the COPYRIGHT NOTICE of any original Open Game Content you Distribute.

7. Use of Product Identity: You agree not to Use any Product Identity, including as an indication as to compatibility, except as
expressly licensed in another, independent Agreement with the owner of each element of that Product Identity. You agree not to
indicate compatibility or co-‐‐adaptability with any Trademark or Registered Trademark in conjunction with a work containing Open
Game Content except as expressly licensed in another, independent Agreement with the owner of such Trademark or Registered
Trademark. The use of any Product Identity in Open Game Content does not constitute a challenge to the ownership of that Product
Identity. The owner of any Product Identity used in Open Game Content shall retain all rights, title and interest in and to that Product
Identity.

8. Identification: If you distribute Open Game Content You must clearly indicate which portions of the work that you are distributing
are Open Game Content.

9. Updating the License: Wizards or its designated Agents may publish updated versions of this License. You may use any authorized
version of this License to copy, modify and distribute any Open Game Content originally distributed under any version of this License.

10. Copy of this License: You MUST include a copy of this License with every copy of the Open Game Content You Distribute.

11. Use of Contributor Credits: You may not market or advertise the Open Game Content using the name of any Contributor unless You
have written permission from the Contributor to do so.

12. Inability to Comply: If it is impossible for You to comply with any of the terms of this License with respect to some or all of the
Open Game Content due to statute, judicial order, or governmental regulation then You may not Use any Open Game Material so
affected.

13. Termination: This License will terminate automatically if You fail to comply with all terms herein and fail to cure such breach within
30 days of becoming aware of the breach. All sublicenses shall survive the termination of this License.

14. Reformation: If any provision of this License is held to be unenforceable, such provision shall be reformed only to the extent
necessary to make it enforceable.

15. COPYRIGHT NOTICE Open Game License v 1.0a Copyright 2000, Wizards of the Coast, Inc.

System Reference Document 5.0 Copyright 2016, Wizards of the Coast, Inc.; Authors Mike Mearls, Jeremy Crawford, Chris Perkins,
Rodney Thompson, Peter Lee, James Wyatt, Robert J. Schwalb, Bruce R. Cordell, Chris Sims, and Steve Townshend, based on original
material by E. Gary Gygax and Dave Arneson.
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