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OP CAMPAIGN ADVENTURE #1: THE PRICE OF KNOWLEDGE
Set into a slight depression atop a hill not far from the northern city of Luskan are the ruins of an ancient  
amphitheater. At least, thatʼs what most people thought it was...

The sinister truth is that this was once the location of a temple to the dragon goddess Tiamat, from which every 
timber, stone, and brick has been removed and destroyed. All that remains are a few stones that once made 
up the floor of the temple, including five large round marble pieces, long since worn smooth. Each bears the 
color of one of Tiamat’s heads.

It is known to precious few that at the time of aphelion, when the world is farthest from the life-giving rays of 
the Sun, it may be possible to receive visions from Tiamat herself near these stones, and your legion contains 
some of those entrusted with that secret. Whether working for or against the Cult of the Dragon, you hope to 
gain knowledge of the locations of five items of great power, the Dragon Masks, which the Cult intends to use 
in their quest to liberate Tiamat from the Nine Hells.

Tonight is the night of aphelion, and as you crest the hill in search of dark lore, you see that a formidable enemy 
legion has had the same idea.

ADVENTURE SET-UP
NUMBER OF PLAYERS: 2

SPECIAL COMPONENTS: 5 Temple Ruin 
Floorstone Tokens (2” diameter),  
10 Vision Tokens (2 of each color)

LEGION POINTS: 120 per side

The five Floorstone Tokens are placed in 
the play area according to the diagram, 
with their glowing sides face up. The Vision 
Tokens are placed off to the side. Players 
place their creatures within their starting 
areas as per the normal 2 Player Set-Up 
rules.

SPECIAL RULES
The Floorstone Tokens are not considered 

Obstacles.

At the start of each End Phase, check 
each Floorstone Token. If there is exactly 1 
creature (or Troop’s Point Soldier) within 
Range 1 of that Floorstone Token, and if 
that creature does not already possess a 
Vision Token that is the same color as that 
Floorstone Token, place an Exhaustion 
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token beside that creature and place 1 Vision Token 
of the matching color on top of its Creature Card. If 
there is more than one creature (or Troopʼs Point Sol-
dier) within Range 1 of that Floorstone Token, then 
arcane interference has prevented the Vision and the 
creatures do not receive Exhaustion Tokens or Vision 
Tokens.

Creatures that have sustained lethal damage do not 
count for these purposes; a creature with lethal dam-
age cannot receive a new Vision Token, nor does its 
presence prohibit another creature from receiving 
one.

There are only 2 Visions of each color available. Once 
the last Vision Token of any color has been awarded, 
flip the corresponding Floorstone Token over to its 
non-glowing side; it has no further effect.

When any creature (or the last soldier of a Troop) 
is removed from play, so too are any Vision Tokens 
on its Creature Card, and they are worth nothing to 
either side at the end of the Adventure. 

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

1) At least one player’s creatures have all been de-
feated;

OR

2) All 10 Vision Tokens have been claimed;

OR

3) Time is called for the Adventure.

ADVENTURE SCORING  
& VICTORY
If the Adventure ends because only one player has 
creatures remaining in the play area during the End 
Phase, that player wins the Adventure. 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 due to all 10 Vision Tokens 
being claimed, or due to time being called, then 
the player with the highest Scenario Points wins the 
Adventure. Each player receives Scenario Points in 
the amount of: 

[120 - Opponentʼs Legion Remainder + (10 per Dif-
ferent Color Vision Token* among your Surviving 
Creature Cards)]

* Additional copies of the same color token do not 
yield bonus Scenario Points.

A player’s Legion Remainder is equal to the num-
ber 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. The other Player receives 1 Cam-
paign Point for participating in the Adventure. Players 
should record their Campaign Points and their Sce-
nario Points on their Score Sheets before proceeding 
to the next round.



3

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

© 2014 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.

© 2014 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.

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 sec-
ond 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 Cam-
paign 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 Le-
gions 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. How-
ever, 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). Cam-
paign 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 cur-
rent 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 high-
est 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
DATE

EVENT

NAME

EMAIL

TOURNAMENT INFORMATION PLAYER INFORMATION

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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CREATURE 1
TOTAL LP

CREATURE 2
TOTAL LP

CREATURE 3
TOTAL LP

CREATURE 4
TOTAL LP

CAMPAIGN ARTIFACT
TOTAL LP TOTAL BUILD

+ + + + =

BATTLE 
ROUND

OPPONENT’S NAME
OPPONENT’S 

 INITIALS 
(VERIFY BUILD)

1
2
3

YOUR 
RESULT 
(W-L-B)

YOUR  
SCENARIO POINTS

CUMULATIVE  
SCENARIO POINTS

OPPONENT’S 
 INITIALS 

(VERIFY RESULTS)

 

BEFORE BATTLE STARTS: AFTER BATTLE ENDS:

This page may be photocopied for in-game player use. All other rights reserved.


