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ORGANIZED PLAY TOURNAMENT ADVENTURE #4:  
THE OWLBEAR JOKE

A traveling tinker and her apprentice, each carrying the tools of their trade, found themselves being chased by 
an owlbear. The apprentice, noting that the monster was catching up, dropped all his tools, but his mistress 
retained her hammer. “I should have thought of that,” said the young man. “We may have to turn and fight, for 
it looks like we won’t be able to outrun the creature.”

Just then he fell, having received a blunt hammer blow to his knee, and as his mistress continued running, he 
heard her say, “But I don’t need to outrun the owlbear; I need only to outrun YOU.” You laughed at that old 
joke once, many years ago, but you’re not laughing now. Now you’re living it (sort of), and hoping that maybe 
the other guys haven’t heard it.

Both your force and your rival’s force are returning from looting an enemy keep. You are each pushing a massive 
armored wagon loaded with treasure (either to provide tribute to Tiamat, or to keep it from her). On solid axles 
with ratcheted wheels, you can neither turn nor back up, and that means that now, with a massive enemy legion 
giving chase, you can’t split up, or have any chance of surviving if you turn and fight, either.

But... you don’t really need to outrun the enemy, do you?

ADVENTURE SET-UP
Number of Players: 2

Special Components: Two 4” X 6” armored cart 
tokens (notched like a creature base), two 1” X 10” 
wall tokens, and 16 structural damage tokens

LEGION POINTS: 120 per side, of which 30 are 
allocated to a reinforcement booster

Each player’s starting area is 12” X 18” and is adjacent 
to his opponent’s starting area on the eastern edge 
of the play area (see diagram). Each player receives 
an armored cart token which is placed so that its 
front side is facing west and so that its rear is 6” 
from the eastern edge and its side is 6” from the 
adjacent edge nearest to its respective player (north 
or south).

Place 1 wall token (unbroken side up) 12” from the 
western edge and 3” from the northern edge, with its 
long side running parallel to the western edge. Place 
the second wall token 12” from the western edge and 
3” from the southern edge, similar to the first wall 
token. Set the structural damage tokens beside the 
play area.

Players then place their creatures in the altered 
starting areas (but not touching or overlapping 
the armored cart tokens) in the same order as per 
the normal set-up rules for 2 players. However, all 
creatures must be placed initially facing directly west; 
i.e., with the sides of their creature bases parallel to 
the north and south edges.

SPECIAL RULES 
The armored carts and wall tokens are not treated 
as normal obstacles, although ground creatures that 
are attacked through them by other ground creatures 
still receive +1 defense die.

Any creature that ends its movement on top of a 
wall or an armored cart must pull back until it is only 
touching those objects (although a flying creature 
may continue past as it would when overlapping a 
ground creature). The armored carts and walls are 
treated as ground creatures for purposes of card text, 
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and do not inflict damage or cause creatures to lose 
actions when creatures bump into them.

Armored carts and walls are immune to poison and 
critical effects.

Each wall token has a health value of 3 and a 
fortification value (FV) of 1. FV is like armor except 
that attacks that normally penetrate armor do not 
penetrate FV; only critical hits do. Mark any damage 
a wall receives using structural damage tokens, 
and once a wall has received 3+ damage, remove 
the structural damage tokens and flip the wall to 
its collapsed side; it no longer blocks movement or 
provides cover at this point.

Each armored cart has a health value of 6 and FV 2. 
Mark any damage it sustains using structural damage 
tokens. When it has at least 3 damage tokens on 
it, the damage makes the cart harder to push (see 
below). If the cart has at least 5 damage tokens on 
it, it is too damaged to move, and if it has 6 damage 
tokens on it, it is destroyed beyond repair.

IMPORTANT: Any creature on the ground within 
range 1 of its own armored cart rolls +3 defense dice 
against all attacks. If any soldier in a troop is within 
range 1 of its own cart, the entire troop receives 
this defense bonus. The armored cart itself does 
not receive this defense bonus. If an armored cart 
receives 6 structural damage tokens, it collapses and 
no longer provides this defense bonus.

Any creature on a small creature base (or troop’s 
point soldier) may perform the following action if 
on the ground, so long as it has some part of the 
armored cart token within range 1 of its forward arc:

ACTION - REPAIR: If the armored cart token has 1 - 5 
structural damage tokens on it, discard 1 structural 
damage token. This action may restore or improve 
mobility to the armored cart.

During the attack phase, a creature on the ground 
may make the following attack as long as its armored 
cart token is within that creature’s forward attack 
arc and within the creature’s melee attack range and 
the armored cart token has sustained fewer than 
5 structural damage tokens. Each legion may only 
make this attack once per round, even if multiple 
creatures are near the cart.

ATTACK - SHOVE CART: Roll a number of attack dice 
equal to your primary weapon value (minus 1 if the cart 
has 3 or 4 structural damage tokens). After totaling [

] and [ ] results (which do no damage, but can be 
modified by spending target or concentrate tokens), 
move the cart, using the straight maneuver template 
corresponding to the total number of [ ] and [
] results, stopping if it would end its movement 
overlapping a creature base or if impeded by a wall. 
The cart can move completely through normal ground 
creatures (not walls) without making an overrun check. 

The attacker may choose a lower numbered maneuver 
template if he prefers. If the cart’s movement causes its 
token or maneuver template to hit a wall, the cart stops 
at the wall and takes damage equal to the current health 
of the wall (health = 3 - # of damage tokens); the wall 
is then flipped over to its collapsed side and no longer 
impedes attacks or movement.

The armored cart token has escaped the play area 
only when it is off the play area in its entirety. If at 
any point it is overlapping the western edge, the 
next successful shove attack sends it to safety. Until 
then, it can still be attacked, immobilized, or even 
destroyed.

PURSUING ARMY ATTACK

At the start of the end phase, the armored cart token 
that is closest to the eastern edge of the play area 
receives 1 automatic structural damage token. If both 
carts are equidistant from the eastern edge, both 
carts receive a structural damage token.

END OF ADVENTURE 
The adventure concludes at the end of any round in 
which:

1) One armored cart has escaped and the other has 
been destroyed;

OR

2) At least one player has no creatures remaining in 
the play area;

OR

3) Time is called for the adventure.

ADVENTURE SCORING & 
VICTORY 
If the adventure ends because one armored cart has 
escaped and the other has been destroyed, then the 
player whose cart escaped wins the adventure, even 
if that player’s last creature was eliminated during 
the same turn that both victory conditions were met. 
This method of victory supersedes all other victory 
conditions.

If the adventure ends because only one player has 
creatures remaining in the play area during the end 
phase, that player wins the adventure (see exception 
above). In the event that all remaining creatures are 
defeated during the same end phase, the player who 
owns the highest level creature that was defeated 
during the final round wins the adventure. If more 
than one defeated creature is tied for the highest 
level, the tied creature that had initiative when the 
creatures were removed from play is considered the 
highest level.

If the adventure ends because time has been called 
for the adventure, then the player with the highest 



3

FLIGHTPATH is a trademark, and FANTASY FLIGHT GAMES is a registered trademark, of Fantasy Flight Publishing, Inc. All rights reserved. 

© 2015 Wizards of the Coast LLC All Rights Reserved. D&D and its respective logo are trademarks of Wizards of the Coast LLC in the U.S.A. and other countries, and are used with permission.

© 2015 WIZKIDS/NECA, LLC. All rights reserved. HeroClix, WizKids, and Combat Dial are trademarks of WIZKIDS/NECA, LLC. Product shown may vary from actual product. Please retain our address for your records.

scenario point total wins the adventure. Each player 
receives scenario points in the amount of:

[120 - opponent’s legion remainder (+ 25 if 
opponent’s armored cart did not escape)].

A player’s legion remainder is equal to the number 
of legion points remaining in his legion; this includes 
any upgrades that were tucked beneath surviving 
creatures because the player discarded the upgrades 
to use their text ability. 

Players should always calculate their scenario points 
regardless of how the adventure was won.

The player who wins the adventure receives 2 
campaign points (+1 campaign point if his armored 
cart escaped first). The other player receives 1 
campaign point for participating in the adventure. 
Players should record their campaign points and 
their scenario points on their score sheets before 
proceeding to the next round.

STORYLINE ORGANIZED  
PLAY INSTRUCTIONS  
BATTLE ROUNDS: Tournaments are run in 3 battle 
rounds. Each player will battle against 1 other player 
in each 60 minute battle round. Prior to the first 
battle round, players will be assigned opponents 
randomly. After the first battle round, players are 
assigned to one another based on campaign points 
(highest against highest, second highest against 
second highest, etc.). If two or more players are 
tied for the same amount of campaign points, use 
scenario points as the tie breaker. A battle round 
ends when one player is eliminated or the time limit 
is reached or another condition specified by the 
adventure is reached. If the time limit is reached, the 
player with the most scenario points at the end of 
that battle round wins. 

BYES: If there is an odd number of players, then 
one player will be assigned a Bye in each battle 
round. That player does not participate in the 
battle round, but receives 2 campaign points (see 
campaign points below). In the first battle round, 
the Bye is determined randomly. During subsequent 
battle rounds, the player with the least amount of 
campaign points will be assigned the Bye. If the 
player with the least amount of campaign points has 
already received a Bye, then assign the Bye to the 
player with the next least amount of campaign points 
who has not received a Bye. 

LEGION BUILDING: At the start of a tournament, 
players must record their legions on a legion build 
sheet.  Players CANNOT change their legions 
between battle rounds. Players have a number of 
legion points (LP), listed on the set-up section of the 
OP kit’s overview, with which to equip their legions 

using the standard legion building rules (see page 28 
of the full rules of play). At the start of every battle 
round players must verify their opponent’s legion 
build and sign off on it. 

CAMPAIGN ARTIFACTS: In addition to normal legion 
building, each player may equip their legion with 
campaign artifacts. NOTE – Unless a player is using 
one or more Adornments of Tiamat or Regalia of 
Bahamut campaign artifact cards, they may use no 
more than ONE campaign artifact card. However, 
a player may use up to six Adornment of Tiamat or 
Regalia of Bahamut campaign artifact cards with 
different names. Players CANNOT change campaign 
artifacts between battle rounds. 

CAMPAIGN POINTS: At the end of every battle 
round, players receive CAMPAIGN POINTS based 
on their performance in that battle round (2 PTS for 
a win, 2 PTS for a Bye and 1 PT for a loss). Campaign 
points are recorded on the score Sheet.

SCENARIO POINTS: Players receive SCENARIO 
POINTS at the end of every battle round. Scenario 
points are used to break ties of players’ win/loss 
records for purposes of determining round pairings 
and final ranks. Scenario points are equal to the 
current month’s maximum legion build number 
MINUS the number of LP left in your opponent’s 
surviving legion PLUS any bonuses specified by the 
adventure.  A player who receives a Bye will receive 
a number of scenario points equal to the average 
of all other players’ scenario points for that round 
(rounded up). Scenario points are recorded on 
players’ legion build sheets.

SURVIVING LEGION: A player’s surviving legion 
includes: 1) Any of that player’s creatures that are 
not destroyed, 2) any upgrades those creatures are 
still equipped with, and 3) any upgrades that are 
placed under the creature card.  NOTE: Any upgrades 
that a player discards to use for their text ability are 
placed under the creature card on which they were 
equipped. Any upgrades that are under a creature 
that was destroyed are also destroyed.  

WINNING THE TOURNAMENT: All players’ legion 
build sheets are collected at the end of the month’s 
tournament and each player’s campaign points 
and scenario points are tallied. The player with the 
highest cumulative campaign points at the end of 
3 battle rounds is the winner! If there is a tie for the 
most campaign points, then the tied player with the 
most scenario points is the winner.

BREAKING TIES: If there is a tie between 2 or more 
players’ campaign and scenario points at the end of 
any battle round, the tie will be broken by a roll off. 
Each player rolls 5 attack dice and the player with the 
most  results is the winner.



LEGION BUILD SHEET
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TYPE CARD TITLE LP TYPE CARD TITLE LP

CREATURE Creature 1 Creature 2

UPGRADES

TOTAL LP TOTAL LP

TYPE CARD TITLE LP TYPE CARD TITLE LP

CREATURE Creature 3 Creature 4

UPGRADES

TOTAL LP TOTAL LP

UPGRADE TYPES

Dr = Dragon

M = Monster

H = Heroic

E = Equipment

A = Arcane

Di = Divine

UPGRADE TYPES

Dr = Dragon

M = Monster

H = Heroic

E = Equipment

A = Arcane

Di = Divine

CARD TITLE LP

CAMPAIGN ARTIFACTS 1

CAMPAIGN ARTIFACTS 2

CAMPAIGN ARTIFACTS 3

CAMPAIGN ARTIFACTS 4

CAMPAIGN ARTIFACTS 5

CAMPAIGN ARTIFACTS 6

If you have more than 4 creatures in your Legion, record the additional creatures on the back of this page.
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