
Scenario Two:  Finding Your Way 
 
It’s become clear that the faction you began supporting does not have any interest in supporting you any 
further. Perhaps another faction may have use of your services. Being in the middle of this five sided war is 
obviously not the way to a long and prosperous life, so you set about finding a way home. The locals tell of 
three who have helped on a similar journey to escape Oz. If you can find them, perhaps they will help you.  
You send out your army to scout for these individuals, but you are not alone in wanting to find them….. 
 
Deployment:                                        Battlefield: 

 
 
Game Length:  

Six turns, unless time is called before.  
 
Victory Conditions:  

The winner is determined by victory points. 
 
Special Rules:      

Players roll off before setup with the winner placing the Lion, Scarecrow, or Tin Man (the tokens can be found in your 
gem bag that you received upon signing up) in one of the token locations shown in the battlefield figure, alternating 
placement until all three are in place.  They move randomly D6” at start of each turn.  Each will need to be recruited in 
different manners, and are worth 100 victory points each.  To make a recruitment attempt you must end your move 
when you come into contact with a token and make the appropriate test as shown below. 
 
1. Scarecrow:  Pass an initiative test. 
2. Lion:  Pass a Strength test. 
3. Tin Man:  Pass a Leadership test at -D3 Leadership. 
 
Failure at the recruitment test results in the recruit in question running 2D6 as if fleeing from combat.  The unit does not 
get a pursuit move for this flee.  Once recruited, remove the token form play.  If a token ends up in contact with a unit 
without a recruitment attempt make a 2D6 random move until the token is not in contact with any unit.  If a token 
contacts a unit during its random move, no recruitment attempt may be made.  Tokens contacting a board edge stop at 
the board edge. 

 
Bonus Battle Points: 

+1 Having a unit across the mid-line of the battlefield at the end of the game. 
+1 Having a unit in your opponent’s deployment zone at the end of the game. 
+1 For each successful recruitment you make. 
 

See the Victory Points Chart (located behind the 5th 
scenario) to determine win / loss. 

 

 

Roll off for choice of side.  
Winner chooses side and 
deploys entire army 1st.  Before 
deployment, roll for each unit to 
determine where they will be 
deployed, as per Battlefield 
Figure. 
 
The player who set up 2nd may 
steal the initiative on the roll of  
a 6.  Otherwise the player who 
set up first has first turn. 


