
Scenario Three:  The Path is Revealed 
 
The intelligence you received from the scarecrow, lion and tin man has suggested a means to open a portal 
near the Emerald City.  It will require much magical energy, and the magical poppies found in the fields 
between you and the Emerald City could provide the energy needed.  You decide to establish control over as 
much of the poppy fields as you can.  As you approach the fields your wizards become nervous and agitated.  
With another army approaching the field there is little time to find out what’s wrong.  Besides, wizards are a 
funny lot so this is probably just normal wizard stuff.  What could possibly go wrong…..  
 
Deployment:                                                         Battlefield: 

 
 

Game Length:  
Six turns, unless time is called before.  

 
Victory Conditions:  

The winner is determined by victory points.  Each table quarter claimed is worth 75 pts, representing control 
of the poppy fields. 

 
Special Rules:  

The presence of the poppies causes magic to spin out of control.  Irresistible force and miscasts will occur on 
doubles of the turn number and double 6’s.  On turn 6, roll twice on the miscast if a double 6 is rolled, 
applying both results.  Note, you still need to score 3+ on the dice to successfully cast.  So if you only roll 
double 1’s on turn one you get the miscast result but the spell is not cast. 

 
Bonus Battle Points: 

+1 You miscast or irresistibly dispel a spell. 
+1 You have the highest level wizard remaining on the battlefield at the end of the game. For this purpose 
only, count Runesmiths as Level 1 wizards and Runelords as level 3 wizards. 
+1 For each enemy standard captured.  (Max 3) 
 
 

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

 
 

Both players roll a D6, with the 
winner choosing a side and 
setting up first unit or can defer to 
their opponent.  Players alternate 
setting up units per BRB.  Set up 
as shown in the Battlefield 
Figure. 
 
Players roll d6 to determine first 
turn, with the player who finished 
setting up first receiving +1 to the 
roll. 

 


