





TALISMAN

The game board represents a land once ruled by a powerful wizard.
The wizard is now dead, but legend has it that if anyone can make
their way through the perils of the various regions and discover the
wizard’s Crown of Command, they will be granted the power to
become ruler of the land. It is this legend that has drawn here the
various adventurers, each of whom seeks the Crown.

You are one of the adventurers, and you will meet powerful
enemies, discover friends and magical objects, and meet strange
beings on your journey. Finally, when you have gained sufficient
power, you can cross the last and most dangerous region to secure
the Crown of Command. But no matter how powerful you have
become, your journey will have been in vain unless you have first
found the TALISMAN.
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PLAYING BOARD

The board depicts the magic lands. It is divided into three Regions.
Each Region is sub-divided into Spaces. Each Space has its title (in
colour) and Encounter instructions (in black) printed along its
edge. The three Regions are:

THE OUTER REGION
This runs around the edge of the board and has a green edging.

THE MIDDLE REGION
This is separated from the Outer Region by the Storm River and
from the Inner Region by the Fire Mountains. It is edged in blue.

THE INNER REGION
This is in the centre of the board. It is edged in buff.

104 ADVENTURE CARDS

These detail the various Events, Enemies, Strangers, Followers,
Magic Objects, Objects, and Places that will be Encountered in the
various Spaces during the game.

24 SPELL CARDS

These detail the various Spells that may be cast during the game.

14 CHARACTER CARDS & 14 PLAYING PIECE

CARDS

The Character Cards detail the different Characters in the game and
their Special Abilities. The Playing Piece Cards bear illustrations of
the Character they represent on each side. The Playing Piece Cards
will slot into the plastic bases provided and will be used to represent
the various Characters on-the board.

4 TOAD CARDS

Characters may be turned into Toads during the game. When this
happens, a Toad Card is substituted for that Character’s Playing
Piece Card.

4 TALISMAN & 28 PURCHASE CARDS
These detail Objects that players may obtain by means other than
the Adventure Cards.

140 DIE-CUT COUNTERS

These should be separated into individual counters. They are used
to record each Character’s Strength (red counters), Craft (blue),
Lives (green) and Gold (yellow). The different denominations are
simply to make play easier. For example, a red counter bearing a 4
represents 4 Strength points.

4 ALIGNMENT CHANGE CARDS
These have Evil on one side and Good on the other. They are used
to denote any Character that changes Alignment during the game.

1 SIX-SIDED DIE

This is used for Movement, Combat, Psychic Combat and also to
determine results from some instructions and Spells. Where it is
required to roll more than one dice, the die should be rolled that
number of times and the results totalled.
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Shuffle the Character Cards and deal one, face down, to each
player. (If all players agree, each player may select which Character
they wish to play for that game.) Each player then turns their
Character Card face up in front of them. This is the Character that
they will play for that game. The diagram below details the informa-
tion on each Character Card, it also shows how to lay out the
Character and record all possessions during play.

CHARACTER

CHARACTER'SSTARTING
STRENGTH

Strength Counters
(red) are placed
here during the
game so as to total
the Character's
current Strength.

Craft Counters
(blue) are placed
here during the
game so as to total
the Character's
current Craft.
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If, as a result of Combat, you have just
W | lost a Life, roll 1 die. If you roll a 4,5 or

No Good player may take the Rune-
sword. While it is in your possession:

Details of Character’s
Special Abilities

Gold Counters
(yellow) are placed
here during the
game so as to total
the Character’s
current wealth.
Each Gold Counter
represents 1 Bag of
Gold (1G).

Character’s
Alignment

Starting
Space
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1:You may Steal one Object or Bag of
Gold from any player that you land on.
2: You may Steal one Object whenever
you are at the Market. Roll one die to
determine what you have stolen:
1: Sword
2: Helmet
3: Water Bottle

GOLD

Life Counters
(green) are placed
here during the
game so as to total
the number of
Lives that the
Character has left.

Followers obtained by
d Character during the game
are placed here.

While the Guide is your Follower:
1: You need not roll the die wheninthe | W




Each player takes the Playing Piece Card corresponding to their
Character Card and fits it into a plastic base. The Playing Pieces are
then placed on the board according to the Starting Space on their
Character Cards.

Each player receives Strength Counters equal to the Starting
Strength for their Character. These should be placed alongside the
Character Card as described above. The same is done for Craft.
Each glayer then receives a total of 4 Lives and 1 Gold each which
should be placed accordingly. The remaining Counters are placed
to one side as stock for use during the game.

The Adventure Cards are shuffled and placed face down beside the
board. These form the Adventure Stock Pile.

The Spell Cards are shuffled and placed face down beside the
board. These form the Spell Stock pile.

Any player who has a Character who starts the game with any Spells
as detailed on their Special Abilities, now draws the designated
number from the Spell Stock Pile. These should not be revealed to
other players.

The Talisman and Purchase Cards are placed face up beside the
board in individual piles according to the Object depicted on them.
That is all Helmets in one pile, Shields in another, etc.

The Toad and Alignment Change Cards are kept handy to be used
when required.

Players decide by dicing or any other means to decide which player
will have the first Turn. Play will then proceed round the board
clockwise from that player.
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Each player will control a different Character. Each Character has
certain unique Special Abilities that can be used during the game.
The Characters will move around the board, usually by the roll of
the die but sometimes by the use of Spells or as the result of strange
beings and places that they have discovered. Having moved.
Characters can then encounter another Character in the space they
land in or follow the instructions on the space. The instructions are
often to draw cards. These are the Adventure Cards which depict
all the Objects, Monsters and other things that the Character meets
in the space. Characters then fight the monsters and take the trea-
sures they discover. Gradually they will become more powerful,
until they feel that they are strong enough to head for the centre of
the board to try and reach the Crown of Command.

Play is quite strai§htforward. The rules should be read carefully,
since with the different Spells, Adventure Cards and Special
Abilities of the Characters there is a great variety of instances to be
covered. The rules are presented roughly in the sequence that they
will be needed during play. Where there are other rules relating to
the same point, the number of the other rule(s) is given in brackets
as a cross-reference.
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The object of the game is to reach the Crown of Command in the
centre of the board and then, b¥casting Command Spells, force the
other players out of the game. Players should first adventure in the
Outer and Middle Regions to build up their Strength/Craft/Lives
until they feel they are powerful enough to tackle the Inner Region.
They must also first find a Talisman to permit them to enter the Val-
ley of Fire and so reach the Crown of Command.

%% RULES CONCERNING CHARACTERS * *
1: STRENGTH

Strength represents a Character’s strength, stamina and fighting
ability. It is used in Combat (16:1-10) and to overcome certain obs-
tacles that may be Encountered during the game. A Character’s
Strength is recorded by placing appropriate Strength Counters
beside the Character Card.

1:1  Strength Counters are only taken for Starting Strength and
for Strength points gained during play. Strength gained from
Objects, Magic Objects, or Followers is not recorded by
Strength Counters but is added on to the Character’s
Strength when required or allowed.

LOSING STRENGTH
1:2  When a Character is required to lose Strength, Counters are
removed accordingly.

1:3 A Character’s Strength can never drop below that Character’s
Starting Strength.

GAINING STRENGTH
1:4 A Character may gain Strength by cashing in any Animals,
Monsters, and Dragons (15:5) he has killed in Combat.
When any of these are Encountered and killed, that Charac-
ter keeps those Enemy cards. They may be exchanged at any
time for extra Strength Counters. The Character gains 1
Strength point for every 7 points of Strength marked on the
Enemy Cards. Those Enemy cards exchanged are then
laced on the Adventure Discard Pile. Excess Strength
oints of the Enemies above a multiple of 7 are lost.

1:5 Strength points may also be gained as a result of Encounters.

CHARACTER’S TOTAL STRENGTH

1:6 A Character’s Strength at any time is the total of Strength
Counters PLUS any Strength gained from Followers, Magic
Objects and Objects that may ge used at that time.

EXAMPLE:

The Warrior has a tota®of 5 Strength Counters, the Magic Belt
(a Magic Object that increases Strength by 1), the Unicorn (a
Follower that increases Strength by 1) and a Sword (an Object
which increases Strength by 1 in Combat only). So his total
Strength is 7 (5 plus 1 for the Unicorn and 1 for the Magic
Belt). In Combat his Strength would be 8 since he can then use
the Sword. He now lands on the Cursed Glade where Strength
from Objects and Magic Objects cannot be counted. Thus
while he is there his Strength is 6 (5 plus I for the Unicorn) even
in Combat.

2: CRAFT

Craft covers such things as intelligence, skill and magical ability. It
is a Character’s main asset in Psychic Combat (17:1-2) and deter-
mines how many Spells he may have. A Character’s Craft is
recorded by placing appropriate Craft Counters (blue) beside the
Character Card.

2:1 Craft Counters are only taken tor the Character’s Starting
Craft and for those gained during play. Craft gained frem
Magic Objects and Followers is not recorded by Craft Coun-
ters but is added to the Character’s Craft when required or
allowed.

LOSING CRAFT
2:2  When a Character is required to lose Craft, Counters are
removed accordingly.

2:3 A Character’s Craft can never drop below that Character's
Starting Craft.

GAINING CRAFT
2:4  Craftcan only be gained as a result of Encounters.

CHARACTER’S TOTAL CRAFT

2:5 A Character’s Craft at any time is the total of Craft Counters
PLUS any Craft gained from any Followers and Magic
Objects that may be used at that time.

NUMBER OF SPELLS
2:6  The number of Spells that any Character can have at one time
is limited by the Character’s Craft as follows:

Character’sTotalCraft: 1 2 3 4 5 6ormore
Maximum NumberofSpells: 0 0 1 2 2 3

This limit may only be exceeded by a Character possessing
the Wand.

2:7  All Characters may have Spells if their Craft is sufficient to
permit any. Only those Characters whose Special Ability allows
them to start the game with any Spells do so. Otherwise, Spells
are usually acquired as the result of Encounters.

2:8 If at any time a Character has more Spells than their Craft
allows, the surplus Spells must immediately be placed on the
Spell Discard Pile. They cannot be cast. The Character chooses
which Spells to discard.

EXAMPLE

A Wizard with a Craft of 5 has Solomon’s Crown (a Magic
Object which add 2 to his Craft), so his Craft is 7. This allows
him 3 Spells which he has acquired. He now lands on the Cursed
Glade where he cannot count Craft gained from Magic Objects.
His Craft drops to 5 while he is there. He is now only allowed
2 Spells, so he must immediately discard one. As soon as he
leaves the Cursed Glade, he can count the Craft for Solomon’s
Crown again and may have 3 Spells if he can acquire another.




3: GOLD

Gold allows the Character to Purchase Objects and pay for services.
A Character’s wealth is recorded by placing Bag of Gold Counters
(yellow) beside the Character Card. Each Counter represents 1 Bag
of Gold. Gold will usually be acquired as the result of Encounters.

3:1  Each Character starts the game with 1 Gold Counter.

32 Alldarices are given in Bags of Gold (G). Thus 3G is three Bag
of Gold Counters.

3:3  Payments for any Purchases or services not made to another
Character are paid into the unused stock of Gold Counters.

3:4 Any Gold received from any source other than another
player is taken from the unused stock of Gold Counters.

3:5 Gold Counters do not count with regard to number of
Objects a Character may have (5:3).

4: LIVES

Lives represent the Characters durability. Lives are lost through
Combat, Psychic Combat, and other dangers that may be Encoun-
tered. A Character’s Lives are recorded by placing appropriate Life
Counters beside the Character Card.

4:1 Each Character starts the game with 4 Lives.

LOSING LIVES
4:2  When a Character is required to lose Lives, Counters are
removed accordingly.

Losing All Lives

4:3  Any Characters that lose all their Lives are dead. The Playing
Piece is removed from the board. All the Character’s
Objects, Magic Objects, Followers and Gold Counters are
placed on the Space where the Character died. All the
Character’s Strength and Craft Counters are replaced in
stock. The Character’s Spell Cards are placed on the Spell
discard pile. The Character Card is placed with the unused
Character Cards. The player whose Character has died starts
again next Turn with a new Character drawn at random from
the unused Character Cards /F, AND ONLY IF, no Charac-
ter has yet reached the Crown of Command during the game.
If any Character has reached the Crown of Command, any
player whose Character dies is out of the game.

GAINING LIVES
4:4  Lives are gained as the result of Encounters or Healing (4:6).
Lives gained are taken from stock.

4:5 Thereisno limit to the number of Lives a Character may have.

Healing
4:6  Healing can never restore a Character tomore than 4 Lives.
5: OBJECTS

Both Objects and Magic Objects are classed as Objects for the pur-
poses of these rules. During the game, Characters will usually
acquire Objects as the result of Encounters. Objects in a Charac-
ter's possession are placed below the Character Card.

5:1  All Objects in a Character’s possession must be kept face up.

5:2  No Character may ever possess an Object that they are not
permitted to use. It must be left face up in the Space where it
was Encountered.

EXAMPLE: .

The Assassin discovers the Holy Lance (a Magic Object)
which can only be used by Good or Neutral Characters. He
cannot use it because he is of Evil Alignment. He must leave it
face up in the Space where he Encountered it.

LIMIT TO NUMBER OF OBJECTS
5:3  No Character may possess more than 4 Objects, not counting
Gold Counters (3:5), unless they have a Mule.

5:4 A Character may ditch an Object at any time by leaving it
face up in the Space they occupy.

5:5 Any Character acquiring more than 4 Objects, must decide
which to keep. The remainder are immediately placed face
up on the Space which they occupy.

EXAMPLE:

The Wizard has a Mule and is using it to carry 10 Objects. He
is Encountered by the Thief who steals the Mule. The Wizard
can now carry only 4 Objects and so must immediately place 6
of the Objects in his possession face up on the Space. The Thief
may then claim them if possible (12:1).

6: FOLLOWERS

During the game, Characters will usually acquire Followers as the
result of Encounters. All Followers accompanying a Character are
kept below the Character Card.

6:1 All Followers accompanying a Character must be kept face up.
6:2 A Character may have any number of Followers.

LOSING FOLLOWERS

6:3  Any Followers that are killed (eg in the Vampire or Chasm
Spaces), or that must be discarded, are placed on the
Adventure Discard Pile.

6:4 A Character may ditch a Follower at any time by leaving it
face up in the Space they occupy.

7: ALIGNMENT

Each Character has an Alignment, either Good, Neutral or Evil.
There are benefits and penalties for Good and Evil Alignments.
Those of Neutral Alignment gain none of the benefits but suffer
none of the penalties. Alignment may change during the game as
the result of Encounters or by use of a Special Ability.

CHANGING ALIGNMENT
7:1 'When a Character changes Alignment, an Alignment Change
Card is taken and placed beside the Character Card with the
appropriate side up to show the Character’s new Alignment,
en a Character reverts to their Alignment as stated on the
Character Card, the Alignment Change Card is discarded.

7:2  No Character, including the Druid, may change Alignment
more than once in any Turn.

7:3  If a Character possesses any Magic Objects not permitted by
their new Alignment, those Magic Objects must immediately
be placed face up in the Space they occupy (5:2).

8: SPECIAL ABILITIES
Each Character has one or more Special Abilities which are detailed
on the Character Card along with any restrictions on that Character.

8:1 In any instances where the Special Abilities are at variance
with the rules, the Special Ability overrides the rules.

9: SPELLS
The effect of each Spell, and when it can be cast, is detailed on the
individual Spell Cards.

9:1  All Characters may have Spells if their Craft allows (2:6-8).

9:2 A Character’s Spells are kept face down so that other players
cannot see them.

9:3  Spells cannot be discarded unless the Character has more
Spells than their Craft permits (2:6-8).

GAINING SPELLS
9:4  Spells are usually gained as the result of Encounters. Some
Characters start with Spells as stated in their Special Ability.

9:5 Spells gained are taken from the top of the Spell stock pile.
When this is exhausted, the discards are shuffled and placed
face down to form a new stock pile.

CASTING SPELLS
9:6 A Spell can only be cast as stated on the Spell Card. Once cast,
and its effect ended, it &§ placed on the Spell discard pile.

9:7  Spells which affect other players affect them wherever they
are on the board. Spells which can affect creatures, can only
affect those in the Outer and Middle Regions (14:4).

THE COMMAND SPELL
9:8 Any Character who is alone on the Crown of Command space
14:9) on their Turn, must cast 1 Command Spell at all other
aracters. To do so, the caster rolls the die. A 1, 2 or 3
means that the spell had no effect. If a4, 5 or 6is rolled, how-
ever, each of the other Characters must either lose 1 Life or
admit defeat and drop out of the game.
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10: ACHARACTER’S TURN

10:1 Each Character’s Turn consists of two parts in this order:
I: Movement
II: Encounters

10:2 At the end of player’s Turn, play passes to the next player to
the left.

11: MOVEMENT

MOVEMENT IN THE OUTER AND MIDDLE REGIONS

11:1 The Character rolls the die to determine how many Spaces
they must Move. (Certain Spells, Special Abilities and other
events may enable a Character to Move without rolling the
die. These instances are detailed on the relevant Cards.) The
Character must then Move the full count of the die roll either
clockwise or anticlockwise at their discretion.

11:2 Direction may not be reversed during the Move except when
passing between the Outer and Middle Regions (11:14).

MOVEMENT IN THE INNER REGION
11:3 The die is not rolled for Movement. Characters can Move
only 1space per Turn.

11:4 The Encounter instructions on each Space must be completed
before a Character can Move on.

Turning Back

11:5 A Character may decide at any time to Move back towards
the Plain of Peril. Movement is still 1 Space per Turn but the
instructions for Encounters are ignored when retreating.

Crown of Command

11:6 The Crown of Command can only be reached from the Valley
of Fire. The Valley of Fire can only be entered by a Character
possessing a Talisman. If a Character does not have one, then
they must turn back (11:5).

11:7 When on the Crown of Command, a Chara'cter does not Move
but remains there (14:9).

MOVEMENT BETWEEN OUTER & MIDDLE REGIONS
11:8 A bridge connects the Sentinel Space to the Hills Space
opposite (11:10-14).

The Storm River can be crossed by Raft (11:15-19) or as the
result of an Encounter.

Sentinel Space
11:10 Characters may cross the bridge in either direction if their die
roll for Movement is sufficient.

11:11 The Sentinel attacks a Character each time they attempt to
cross the bridge to enter the Middle Region. The Character
must defeat the Sentinel in Combat (16:1-4) or Evade (18:1-3)
to be allowed to pass.

11:12 Characters defeating or Evading the Sentinel may contine
their Move by entering the Middle Region. Characters defeat-
ed by the Sentinel lose 1 Life and must end their Move in the
Sentinel Space. Characters in a Stand-off with the Sentinel do
not lose a Eife but must end their Move in the Sentinel Space.

11:13 The Sentinel does not attack Characters who pass through the
Sentinel Space while Moving in the Outer Region, Characters
crossing from the Middle Region fo the Outer Region, and
Characters who end their Move on the Sentinel Space (unless
they attempt to cross the bridge to the Middle region on their
next Move?. Y

11:14 When passing from one Region tc another, Characters may
change the direction of their Move on entering the new Region.

EXAMPLE: .

The Thief is on the Graveyard and rolls a 6 for his Move. He
decides to Move clockwise to the Sentinel Space to cross to the
Middle Region. On reaching the Sentinel Space he is attacked by
the Sentinel. However, he casts an Immobility Spell on the Sen-
tinel, thus Evading him. He now Moves on to the Hills in the
Middle Region decides to continue the Move anticlockwise in
the Middle Region, so ending his Move on the Portal of Power.

Raft
11:15 Any Character wishing to cross by Raft must either build one
or acquire one as the result of an Encounter.

11:16 Any Character ina Woods or Forest Space at the start of their
Turn who has an Axe may then declare that they are building
a Raft for use that Move 8{ 1:18).

11:17 Any Character acquiring a Raft may cross the river at the start
of the Turn following that in which they acquired it (11:18).

11:18 A Character with a Raft may cross the river to any Space of
their choice directly opposite the one they are in. T}I"lis is their
Move for that Turn. They do not roll the die.

11:19 A Raft can never be left behind or taken as a possession.
Whether or not it is used, it must be placed on the Adventure
discard pile, or back with the Purchase Cards if it were bought.

MOVEMENT BETWEEN MIDDLE & INNER REGIONS
11:20 The Portal of Power connects the Portal of Power Space to the
Plain of Peril Space.

The Portal of Power
11:21 The Inner Region can only be entered through the Portal of
Power.

11:22 Characters must try to open the Portal each time they attempt
to enter the Inner Region.

11:23 Characters may attempt to oan the Portal only if their
Move is sufficient to carry them beyond.

11:24 Characters attempting to open the Portal follow the
instructions on the Portal of Power Space. If successful, the
Character’s Turn ends on the Plain of Peril. If unsuccessful,
the Character’s Move ends on the Portal of Power Space.

11:25 A Character whose Move ends exactly on the Portal of Power
Space may not attempt to open it that Turn.

11:26 A Character wishing to pass thrm:igh the Portal from the Inner
Region to the Middle Region does not need to open the
Portal. They simply Move from the Plain of Peril to the Portal
Space. This is their Move for that Turn.

12: CLAIMING FACE UP CARDS

12:1 Any Stranger may be visited and any Gold Counters, Ma%)i:
Objects, Objects (5:3), and Followers in a Space may
taken by any Character whose Move ends on that Space at any
time up to the end of their Turn, EXCEPT WHEN:

1: There is also an Enemy Card on the Space (13:5). OR
2: The instructions for the Space are to draw Cards (13:4).

In these two instances, the Cards form an Encounter for that
Space.

EXAMPLE:

The Minstrel lands on the Desert where there are 2 Gold Coun-

ters, the Maiden (a Follower), a Water Bottle, a Sword (Ob-

jects), a Wand and a Talisman (Magic Objects) which were

z}ep%sited there by the Prophetess when she was turned into a
oad.

The Minstrel already has 3 Objects: Armour, an Axe and
the Amulet (Magic Object). He can freely claim the Gold
Counters and the Maiden. Since he can only carry 4 Objects
(5:3), he must choose carefully what to take. The instructions
for the Desert are to lose I Life unless he has a Water Bottle,
so the Water Bottle could be useful, but only here. Since he
started with, and still has, no spells but has a sufficient Craft to
allow him some, he takes the Wand first and immediately
draws a Spell Card from the Spell stock pile. It is a Preserva-
tion Spell. A bit of good luck as now he needn't take the Water
Bottle. He now ditches the Amulet by placing it face up in the
Desert Space and takes the Talisman. He now has ﬁ's four
Objects: Armour, Axe, Wand and Talisman. _

He must now follow the instructions on the Space which are
to lose 1 Life, but he casts the Preservation Spell to prevent
this. He immediately draws a replacement Spelf because of the
Wand and his Turn ends.

When he moves on next Turn, the Sword, Water Bottle and
the Amulet will remain face up in the Desert for the next
Character who lands there.



13: ENCOUNTERS IN MIDDLE & OUTER REGIONS

133

13:2

13:3

13:4

13:5

Characters can only have Encounters in the Space in.which
they end their Move or a Space to which they are moved as
the result of an Encounter. They may never Encounter
anything in the Space where they start their Move.

A Character must choose to Encounter either one Character
of their choice who is in that Space or the Space itself.

ENCOUNTERING ANOTHER CHARACTER
Encountering another Character takes one of two forms.
The Character whose Turn it is may either attack (16:6-10) or
use their Special Ability on the other Character,

ENCOUNTERS IN A SPACE

Draw Card(s) Spaces

A Character must follow the instructions. The Cards to be
drawn are always Adventure Cards. They are drawn from the
Adventure stock pile. If there are already any Cards of any
type on the Space, then only enough Cards to make up the
given number may be drawn. The Adventure Cards then form
the Encounter for that Space (15:1-11).

All Other Spaces

The Character follows the instructions for the Space. Any
Enemy Cards (15:5-6) in the Space must first be defeated
(16:1-5,17:1-2) or Evaded (18:1-3). Any Strangers there may
then be visited and any Gold Counters, Magic Objects,
Objects (5:3) and Followers may be taken. Some instructions
must be followed, others may be followed at the Character’s
discretion.

EXAMPLE:

The Sorceress is on the Temple and rolls a 2. She may therefore
Move to either the Runes or the Oasis. However, there is
already a Dragon face up on the Runes where the instructions
are to draw I Card so the Dragon will count as the Card to be
drawn. The Dragon has a Strength of 7 and it will also get +2
on its Combat die roll because of the mystic Runes. It therefore
has an effective Strength of 9. Since her current Strength is 3,
she will certainly lose a Life there. On the Qasis is a Hex spell
card cast by another Character. This will also cause her to lose
a Life, but since the instructions there are to draw 2 Cards, the
Hex spell will only count as one of them and she will have the
opportunity to draw | Adventure card to make up the total o,
2 1o be drawn. She therefore Moves to the Ooasis, loses a Life

because of the Hex spell and takes an Adventure Card. It turns .

out to be another Dragon which will attack her. Not her lucky
day at all! v

14: ENCOUNTERS IN INNER REGION

14:1

14:2

14:4

14:5

14:6

14:7

A Character may only Encounter another Character on the
Plain of Peril and the Valley of Fire.

Encounters with other Characters are as in the Outer and
Middle Regions (13:3).

On all other Spaces. the Encounter is detailed in the instruc-
ions for the Space. The instructions must be followed unless
the Characteris retreating (11:5).

None of the Encountered Creatures in the Inner Region can
be affected by any Spell, nor may they be Evaded (18:3).

CRYPT

The Crypt is in ruins and a Character needs Strength to shift
the rubble to discover the various exit tunnels. A Character
must roll the die 3 times on entering the Space and the results
totalled. The Character’s Strength (1:6) is subtracted from
this total. The result determines where the Character will
emerge from the Crypt. The Playing Piece is immediately
placed there. This counts as their Move. Any Character that
emerges on the Crypt itself may move on next Turn.

MINES :
Craft is needed to find the route through the labyrinthine
Mines. The instructions are as those for the Crypt (14:5) except
that the Character’s Craft (2:5) is subtracted from the total of
the die rolls.

WEREWOLF DEN

The die is rolled for a Werewolf's Strength each time any
Character enters the Space. That is the Werewolf that attacks
thalthharacter. Each Character encounters a different Were-
wolf.

PITS

8 The die’is rolled each time any Character enters the Space.

14:9 If there is already a Character on the Crown of Command
when a Character lands on it, the Character there must be
Encountered (13:3). Once two (or more) Characters are on
the Crown, those Characters’ Turns consist only of Encoun-
tering one of the others. A Character alone on the Crown of
Command must cast a Command Spell each Turn (9:8).

15: ADVENTURE CARDS

The information on each Adventure Card is as follows:

Order in which
Adventure Cards are
Type of Encountered Type of
Adventure Card Adventure card
~ : g

Individual Card=—t=————9 RAF

Title

Instructions/ - On your rext Turn, instead of your nor-

Details of Effect | ™l Move, youmay cross the River toa

space directly opposite the one you are
in. You must do so immediately if you
wish to. Whether you cross or not, place
the Raft on the discard pile as it cannot
be carried and rots when left behind.
15:1 Adventure Cards with instructions that result in them being

£5:2

15:3

15:4

15:5

15:6

This is the number of Pitfiends that attack that Character.
The Character fights them one at a time, in succession, until
the Character loses a Life whereupon that Turn ends. The
Character must then continue to fight the remainder next
Turn. The Character can Move on the Turn following that in
which the last of the Character’s allotted Pitfiends was killed.

THE CROWN OF COMMAND

placed in a Space other than the one where they were drawn are
dealt with first. If placed elsewhere, they do not affect the
Character drawing them at that time.

Adventure Cards Encountered are then dealt with strictly in
order determined by the number at the top centre. The lowest
number is tackled first, then the next lowest etc.

TYPES OF ADVENTURE CARD
The different types of Adventure Cards and their effects, in
the order in which they are Encountered, are:

1: Event:

The instructions on the Card must be followed. Any that
result in the loss of a Turn by the Character Encountering
them, end the Character’s Turn there and then. This counts
as the missed Turn for that Character.

2: Enemy - Animal, Monster or Dragon:

The creature will immediately attack any Character
Encountering it (16:1-5). Defeated Enemies of this type may
be kept to be exchanged for Strength (1:4).

3: Enemy - Spirit:
These will immediately attack any Character Encountering
them by Psychic Combat (17:1-2).

P

Only after any Events on the Space have occurred and any
Enemies on the Space have been defeated (16:1-5) or Evaded
(18:1-2) may the following Adventure Cards be Encountered.

15:8

4: Strangers:
The instructions on the Card are followed.

5: Objects, Magic Objects, Followers:
These may be taken if permissible (5:2-3) and all Enemies on
the Space have been defeated or Evaded.

6: Places:

15:10 The instructions on the Card are followed.




ADVENTURE CARDS THAT REMAIN ON BOARD
15:11 Any Cards that remain after an Encounter must be left face
up in the Space.

EXAMPLE OF ADVENTURE CARD ENCOUNTER:
The Dwarf lands on the Hidden Valley and is instructed to
draw 3 Adventure Cards. He draws the IMP (1: Event), a
BEAR (2: Enemy), and a BAG OF GOLD (3: Object). The
Imp must be tackled first. The Dwarf rolls a 4. The Imp has
therefore Teleported the Dwarf to the Ruins before he has a
chance to fight the Bear and take the Gold. The Bear and Gold
Cards are left face up in the Hidden Valley and will constitute
2 of the 3 Cards for the next Character to land there. The
Dwarf, however, will continue his Turn with a new Encounter
in the Ruins.

16: COMBAT
16:1 Combat occurs when:
i) A Character is attacked by an Enemy - Monster,
Dragon or Animal (15:5), or by any creature whose
Strength is given.
ii) A Character decides to attack another Character
unless their Special Ability allows them to attack
by Psychic Combat (17:1 -2{.

RESOLVING COMBAT VS CREATURES OR ENEMIES
16:2 The Character first declares whether he is Evading or not
(18:1-3). If not then Combat takes place.

16:3 Any Spells that the player wishes to cast must be cast before
the die is rolled.

16:4 The Character rolls 1 die. The Character’s Combat Score is
the die roll plus the Character’s Strength (1:6 — only 1
Weapon may be used). Another player now rolls a die for the
creature and adds this to the creature’s Strength. This is the
creature’s Combat Score. If the Character’s Score was higher,
the creature is killed (15:7, 1:4). If the creature’s Score was
higher, the Character loses 1 Life (use of an Object or Spell
may prevent this) and the Character’s Turn ends. If the
Scores were equal the result is a Stand-off (16:10).

More than One Enemy

16:5 If there is more than one Enemy that attacks by Strength,
they fight as one creature adding their Strength together and
adding one die roll for their Combat Score.

RESOLVING COMBAT BETWEEN TWO CHARACTERS
16:6 The Character being attacked first has the opportunity to
Evade (18:1-2). If they do not, then Combat takes place.

16:7 Both Character’s have the opportunity to cast any Spells
before the die can be rolled.

16:8 The attacking Character’s Combat Score is determined as in
16:4. The defender does the same. The Character with the
higher Combat Score wins the Combat. If the Scores are equal,
the result is a Stand-Off (16:10).

16:9 The victor may now either force the loser to lose 1 Life (this
may be saved by use of an Object or Spell) or take one
(Magic) Object or Bag of Gold Counter from the loser to add
to their own. That Turn then ends.

STAND-OFF _
16:10 In a Stand-Off, neither side is harmed and that Turn ends.

17: PSYCHIC COMBAT
17:1 Psychic Combat occurs whenever:
i) A Character is attacked by an Enemy - Spirit (15:6)
or other creature whose Craft is given.
ii) A Character whose Special Ability permits it, attacks
another Character by Psychic Combat.

RESOLVING PSYCHIC COMBAT

17:2 Psychic Combat is resolved in exactly the same manner as
Combat (16:2-10), except:

i) Craftissubstituted for Strength.

ii; No Object can prevent the loss of a Life.

18: EVADING

18:1 A Character may, by using a Special Ability or an Immobility
or Invisibility Spell, Evade an unfriendly creature or
Character. The Evading Character cannot then affect or be
affected by them in any way. With the exception of the
Immobility Spell, all creatures on the Evading Character’s
Space may be Evaded.

18:2 Creatures that may be Evaded are:
i) Anything in the Outer or Middle Regions that attacks

a Character.

ii) Any Character attempting to attack or use a Special
Ability.

iii) Any creature depicted on an Adventure Card that
the Character does not wish to Encounter, for
example, the Hag, Imp or Witch.

18:3 Only other Characters can be Evaded in the Inner Region.

19: TOADS

19:1 When a Character is turned into a Toad for three Turns, a
Toad Card is substituted for the Character’s Playing Piece on
the board. The Character reverts back at the end of their
third Turn.

19:2  Toads cannot have Objects, Magic Objects, Gold or Followers.
Any in the Character’s possession must immediately be placed
face up in the Space where the transformation occurred.

19:3 Toads have a Strength of 1 and a Craft of 1; but the original
Character retains all Strength and Craft Counters for when
they change back. All Strength and Craft gained and lost while
a Toad affects the Toad’s Strength and Craft only, not the
original Character’s.

19:4 A Toad does not roll the die for Movement, but must Move
one Space per Turn.

19:5 Toads can neither gain nor cast Spells. The original
Character retains all the Spells they had for when they revert
to normal.

19:6 The Toad’s Lives are those of the original Character. Thus
any Lives lost or gained by the Toad affect those of the
original Character.

19:7 Toads must Encounter on a Space as would any other
Character.

19:8 The Toad has no Special Abilities. Those of the original
Character cannot be used while the Character is a Toad.

18: TALISMAN and PURCHASE CARDS

20:1 Whenever a Character is given or purchases one of these
Objects, the appropriate Purchase or Talisman Card should
be taken.

20:2 They areinall aspects as Adventure Card Objects, and Ma%ic
Objects, except that instead of being placed on a discard pile,
they are replaced in their appropriate pile and are again
available. Should there be no Purchase or Talisman Cards
left of a particular Object, then that Object is not available at
that time.

20:3 Purchase and Talisman Cards can be left face up in a Space
on the board as are other Objects.

*hkkkkkkk WINNING ok kkkkkkx
21:1 The Winner is the last Character left in the game.
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This is a general sequence of events only. Spells may be cast at various times during a Turn by any Character. The details
of the individual Spells are detailed onthe Spell Cards. Also when attempting to pass from one Region to another, the
sequence may change (11:8-14). For example, when passing through the Sentinel Space to enter the Middle Region, ther
Sentinel will be fought before any Space or Cards are Encountered.

[ﬁyou wish to cast any Spells that must be cast before Moving, do so nowJ

OVE
(See Rules Section 11)

Are there any face up Cards or Gold Counters in the Space you land in?

YES

If the Space is NOT a Draw Card(s) Space, and there are

no Enemies there, you may claim any Objects, Magic

Objects, Followers and/or Gold Counters there any time
~ from now until the end of your Turn (12:1)

!

Are there any other Characters in the Space?

YES

.

Do vou wish to Encounter one
of them or not?

YES

.

NO

ENCOUNTER THE SPACE
Isita Draw Card(s) Space?

YES
\

ENCOUNTER
CHARACTER
Decide which one you wish to
Encounter and then either
engage them in Combat,
Psychic Combat if your Special
Special Ability permits you to
do so, or use your Special
Ability (13:3).

t '

Draw Cards as specified.
If there are already any
face up Cards there, draw
only enough Adventure
Cards to make up the
specified number (13:4).

!

CARD ENCOUNTER
Follow the rules 15:1-10.

COMBAT
or PSYCHIC
COMBAT

SPECIAL

]

ABILITY

Does the Encounter result
in you missing a Turn?

'

¢

Follow rules
16:6-10 for
Combat or

17:1-2 for
Psychic
Combat.

Use Special
Ability as
stated on your

NO

l .

Character
Card.

If there were any Enemies,
did you defeat or evade
them all?

!

YES

\

NO

!

Are there any face up
Cards there? (13:5)

!

YES

|

CARD ENCOUNTER
Follow the rules 15:1-10.

;

Does the Encounter result

p—————>Y E.S @ in you missing a Turn?

NO

If there were any Enemies,
NO-{did you defeat or evade|

them all?

Yis
|

TURNENDS

Does Encounter result in
you being Moved to a dif-
ferent Space?

NO

i

Follow the instructions
on the Space if required to.

'

A
TURN ENDS

Tenod

Did the Encounter result in you being Moved to a different Space?

p——sYES~

© 1983, Games Workshop Ltd.
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QUESTIONS ABOUT
TALISMAN

CHARACTERS:

7. Certain characters and Followers have the
power that they “need not roll in the forest(or
crags): If a character has this power, either
naturally or by a follower, may s/he elect toroll
if s/hne wants to? If “yes” must s/he then elect
to be safe?

Ans. Yes, characters may elect to roll if they wish
to, however they must accept the outcome of the
die roll.

2. Certain characters and followers can
evade Enemies in certain spaces. Does that
mean only enemies, and not other Characters,
Strangers and/or “Event personalities”?

Ans. The characters may evade enemies and other
characters, but they may not evade strangers or
event personalities.

3. Can the assassin assassinate Spirits?
S/he can do it to any face-up Enemy (which
includes Spirits), but it prevents the Enemy
from adding a die roll to its Strength (which
is meaningless in Psychic Combat).

Ans. No. Spirits can never be affected by physical
attacks.

SPELLS

4. Canyou cast Healing on yourself as you
lose your last Life: or, must you have at least
one Life when you cast it?

Apns. You must have at least one life left.

ADVENTURES
5. If you have a helmet, a Shield, and
Armour, and you lose a Life in Combat, can
you roll for each of them, or only one?

Ans. You can roll for only one.

6. Canthe Mule carry any Objects or Magic
Objects? For example, can you put a Raft on
the Mule; andif so, is it still usable? Or having
a Mule carry other Mules? (And what about
the Concealed Pouch, Bag of Carrying, Porters
and Horse & Carts in the Expansion Kits?)

Ans. The Bag of Carrying, Concealed Pouch,
Porters, Mules, and Horses and Carts, can carry any
Object that is man sized or smaller. All objects
‘carried’ by these cards are usable. Please use your
common sense with these cards.

7. Does the Blizzard stay face-up on its
space for it’s two Rounds? If so, does it start
againifitis landed on (leading to the possibility
of an endless Blizzard!)

Apns. The Blizzard stays face up for the two rounds.
It is then discarded.

8. | have found the Poltergeist to be a very

helpful Follower. Can it be taken by the
Sorceress? Or Mesmerism? If a Character
dies, does the “reincarnation” get the
Poltergeist?

Apns. Yes. Yes. No.

9. About the Witch.

A. IfaToad visitsthe Witchandrollsa 1,
isits time as a Toad extended? (This same
question can be asked about the
Enchantress in the City, or aRandom Spell
cast on a Toad).

B. Ifyou “Lose an Object” to the Witch,
does it go on her space or to the discard
pile?

Apns.

A Yes.
B. To the discard pile.

QUESTIONS ABOUT
THE TALISMAN
EXPANSION KIT

1. The Amazon “may choose to roll twodice

to determine how many spaces (she) can
move”. If she rolls two dice, which does she
do:

A. Choose one of the numbers and move
that number of spaces.

B. Total the two numbers and move that
number of spaces.

C. Choose to move either one of the two
numbers or the total of the.two.

Ans. A.

2. |If the merchant evades a Goblin,
Hobgoblin or Ogre by giving it a Gold, does the
Gold go on the space or to the stock pile.

Ans. The Gold goes to the stock pile.

3. About the Satyr’s power to Panic:

Since the Satyr must keep a Panicked
Character in the same region, what happens
if he Panics a Character at the Plain of Peril?
The Valley of Fire? The Crown of Command!

Ans. In these cases only, the Panicked Character
may move out of the region.

4. If you encounter the Magician and cast
a Brainwave Spell on yourself, can you turn
that temporary Craft into permanent
Strength?

Ans. No.

5. Should the Necromancer be able to
attack other characters using Psychic
Combat?

Ans. Yes - unfortunately this information was
missed off the card.

QUESTIONS ABOUT
TALISMAN
THE ADVENTURE

CHARACTERS

1. The Woodsman and the Ninja startin the
WOODS and the Centaur starts in the
PLAINS. Does this mean that they can start
on any space of that type? For example, there
are 3WOODS spaces in the Outer Region and
1 in the Middle Region: can the Woodsman
start at the one in the Middle Region?

Ans. Allcharacters must start in the outer region.

2. About the Centaur’s bow.

A. He can “fire at any... which is one
more than 3 spaces away after they have
moved...” Shouldn’t it be “after you have
moved”?

B. He can shoot Strangers. What is the
strength of Strangers?

C. Can killed Enemies be saved for
strength? What about killed Strangers?
D. Can he shoot Spirits? They are
Enemies, but have no Strength.

Ans.

A. Yes.

B. This is an error. Nobody can attack
strangers at any time.

C. Yes. No

D No.

3. Aboutanother of the Centaur’s powers:
“Any other Centaur you encounter will
become your follower, for one combat only,
if you roll over their Strength on one die”. There
is only one Centaur in the Adventure deck
(second edition plus both expansion sets) and
it is a Stranger. So, how does this work?.

Ans. This is an error. Delete it from the card.

4. The Orc can take Goblins, Hobgoblins,
and Wolves as Followers and they will stay for
one Combat.

A. Doyou pick the Combatin which they
are used or is it automatically the next one
(and am | correct in believing that a Psychic
Combat does not count as a Combat?)
B. After Combat, do the Followers stay
in the space (thus reverting to Enemies) or
go to the discard pile?

Ans.

A. Youpick the Combat. Psychic Combat does
not count.
B. The Follower goes to the discard pile.

5. Can the Samurai shoot Spirits with his
bow? They are Enemies, but they use Psychic
Combat.

Ans. No.
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6. The Soldier may get anew Helmet and/or
Sword if the one he had was “taken from (him)
or lost” Does purposeful Alchemy (by Spell or
at the City), trading (during Market Day),
and/or dropping (for instance, when carrying
capacity is exceeded (although he might drop
it even if he could carry it!) count as it being
“taken or lost”?

Ans. Yes to all examples.

7. The Warrior of Chaos receives a Gift
everytime s/he kills an enemy. Does the small
‘e’ in "'enemy’ mean that killing (taking 1 life
from) a Character also entitles the Warrior of
Chaos to a Gift?

Ans. No. However, he does receive Chaos Gift
if he kills a Character, (ie. reduces the Characters lives
to zero).

8. Aboutthe Witch Doctor’s Evil Eye curse:

A. AcursedCharacter must move to the
Chapel (or Ruins, if Evil) by normal
movement. How is this done? What if a
Character does not roll the exact number
and must overshoot his/ner goal? Must a
Character take the shortest path? Are rafts
allowed? How about Teleport Spells?

B. A cursed Character must move to
his/her goal “before continuing their
quest” What does this mean? Can they still
encounter spaces and/or Characters on
their way? Can they cast Spells?

Ans.

A. The cursed Character must move by the
fastest possible route to the chapel. Otherwise,
all normal movement rules apply. The Character
must move the exact number rolled on the dice,
and may over orundershoot the chapel square.
B.  The Characters in a game of Talisman are
on a Quest to find the Throne of Command and,
if cursed, must visit the chapel before they can
carry on with that quest. Apart from this, ail of
the normal rules of the Game apply.

9. Does the Woodsman’s Animal Follower
only add to his Strength in Combat or at all
times? There is no limitation. on the
Woodsman card, but other Characters (ie. the
Minstrel) have the “(only) in Combat”
limitation.

Ans. The animal follower adds its strength in
Combat only.

SPELLS:
70. About the Finger of Death:

A. s this instead of or in addition to an
Encounter? If being attacked by something
(especially another Character) with more
than two Lives, does the Combat or
Psychic Combat still happen? Can you play
it after taking a Life in Combat? (It seems
very powerful if a strong Character can
defeat a weaker Character in Combat, take
a Life, and then take two more for a total
of three!)

B. If another Character lands on your

space and says s/he is playing the Finger
of Death on you, can you then evade
him/her (for instance, with an Immobility
or Invisibility Spell?)

C. Canitbeused tokill Strangers? How
about other individuals, like those on
Events (Hag, Poltergeist, Witch, Leper, Imp,
etc?) If so, does it negate the Encounter?

Aps.

A. Thefingerof death is in addition to Combat.
It can be cast at any time before or after the
Combat. (It is a very powerful Spell.)

B Yes.

C. No, no, no!

71. About the Fireball:

A. If you use it to kill an Enemy with
Strength, may you save it for Strength
points?

B. Can it be used against Spirits?

Aps.
A. No.
B No.

same square as a Storm has a Mule, Horse, Horse
& Cart, and/or Warhorse as a Follower he must roll
a die for each such Follower. On a five or a six the
animal and any objects it may be carrying are lost
to the discard pile.

ADVENTURES
77. In Combat, when may you choose to
use the Ancient Artifact?:

Ans. You must use if before doing anything else
in the Combat.

78. About the bag of carrying:

A. Doesthe bag of carrying never count
as an Object towards carrying capacity
(even when it’s empty?)

B. Canyouswitchthe Objectsinit? If so,

when?
Ans.
A Yes.

B Yes. At any time.

72. Are Strangers affected by a Lightening
Bolt?

Ans. No.

13. Misdirection allows you to move
another Character “when they next have a
turn”. Does this mean that the Spell must be
cast before the die roll it will affect? Being able
to use the Spell after seeing the roll would
make it more useful, but the wording appears
to prohibit this.

Ans. You may cast the spell after seeing the die
roll.

: 74. Reflectionis a great idea for a Spell, but

| find its application to be confusing. Can you
explain how it works?

Ans. Any Spell can be Reflected as long as it is
cast at the Character, or any of his Followers, who
holds the Reflection Spell card. The Spellis Reflected
back on to the Player who cast it (only) but the
Character who cast the Reflection Spell may decide
upon its effects. If a Reflected Spell would have no
effect (as with a Mesmerism Spell Reflected back
on to a caster with no Followers) the Spell is simply
discarded and has no effect.

75. |s Speed cast before rolling the die, after,
or either?

Ans. The Speed Spell can be cast before or after
rolling the die.

76. What exactly does Summon Storm
affect? Are the Unicorn and/or the Familiar
considered “Animal Followers”? What is the
effect, if any, on Mules, Horses, Horses and
Carts, and/or Warhorses (and any objects the
Mules or Horses or Carts might have been
carrying?)

Ans. The Spell affects enemy animals and Mules,
Horses, Horse and Carts, and Warhorses (but not
the Unicorn or the Familiar). If a Character in the

79. |If you don’t kill the entire band of
Zombies, are all 4 there for the next Character,
or only those left?

Apns. All 4 are there for the next Character.

20. About the Chinese Dragon:

A. The card lists it as an ENEMY-
MONSTER, not an ENEMY-Dragon. Does
it count as a Dragon for the Holy Lance, the
Minstrel etc? Does it count as a Monster
for the Runesword?

B. In determining a Character’'s
“weakest attribute” how do you count
optional add-ons like Swords, the Potion
of Strength, or the Mercenary?

C. If the attributes are tied, do you
determine randomly which will be
attacked?

D. Ifthe Chinese Dragon wins and takes
aMagic Object, does it go to the Chinese
Dragon’s space or to the discard pile?

E. What if a losing Character does not
have a Magic Object?

Aps.

A. The card should read Enemy-Dragon. It
does not count as a Monster for the Runesword.
B. Options or add-ons are not included.

C. Yes.

D. To discard Pile.

£, Nothing happens.

21. About the Concealed Pouch:

A. Doesthe “etc” inthe description refer
to everything that can take an Object (for
example: Raiders, Gust of Wind, Cyclops,
Witch) except the Acquisition Spell?

B. Doesitcountasan Object (in addition
to what it holds?)

C. Can you switch whatis in it? If so,
when can you?




Ans.
A. VYes.
B Yes.

C. Yes. At any time.

22. The Magical Vortex takes Spells “from
all players” Does this include the Genie's
Spell?

Ans. No.

23. The Man-at-Arms may die whenever
the Character he's with is supposed to lose a
Life. Does this mean a Life lostin Combat or
by any means (Leper, Chasm, Psychic,
Combat?)

Ans. By any means.

24. Can the Porter switch the Objects he
carries at any time?

Apns.Yes.

25. About the Staff of Mastery:

A. Itcanbeusedon “any one Enemy you
land on” Does this mean on/y face-up
Enemies, or can you also Master Enemies
you draw?

B. When you Master an Enemy, do you
haveto use itin your very “next Combat”,
or can you wait? If you haveto useit, what
if the attribute is wrong for your “next
Combat” (or Psychic Combat?) - That is,
would you have to use a Mastered Ghost
(with Craft) to fight a Lion (with Strength)?

Apns.

A. You can Master Enemies you draw.

B. You must use a Mastered Enemy with
Strength in the next combat you fight where you
have to use Strength, and you must use a
Mastered Enemy with Craft in the next Combat
where you must use Craft.

26. About the Warhorse:

A. What does it mean to Charge into

Combat? Does it mean any Combat (in
which case it acts like a permanent Psionic
Blast), or only against face-up Enemies
and/or Characters (and does it make a
difference whether you are attacking or
being attacked)? Can you always Charge
on the Crown of Command?
B. Doesis say that it will “add you Craft
to your Strength for one round of Combat
only” to take into account the pit fiends
and Band of Zombies.

Ans.

A. You may use the Warhorse to charge into
Combat for any Combat where you would
normally only use Strength.

8. Yes.

ENDINGS
27. THE DEMON LORD:

While a Character is fighting the Demon
Lord, a protective barrier keeps other
Characters from entering the Valley of Fire.
Does this mean that the Demon Lord only
fights one Psychic Combat per turn (and thus,
it takes several turns to kill him?)

What about Characters who are in the
Valley of Fire? Or those elsewhere in the Inner
Region? Must they move back?

Ans. You fight one round of Psychic Combat per
turn. Characters in the Valley of Fire must move out
in their next turn and may not enter the Crown of
Command space. Those elsewhere in the inner
region may move as normal but may not enter the
Valley of Fire square.

28. PANDORA'S BOX.

This is yet another really great idea, but |
find it to be ambiguous. If you play Adventures
on other Characters, isit asif they drew those
cards on their turn? Can you play Enemies
separately on another Character, or must they
be combined (for example, can two Dragons
each make a separate attack, or must they
attack once a Strength 14?)

What Spells are usable? (Can an
Immobility be cast on another Character to
take away their next turn, or does it simply
immobilise them for the rest of your turn? Can
Slow Motion be cast on another player, even
though its supposed to be cast at the start of
their turn? Can you cast Temporal Warp on
yourself, even though you don’t roll for
movement and your turn has started?
Etc..Etc...)

Can you cast Spells that you draw on
yourself (Healing etc?) Can you keep any of
the Objects (Rod of Ruin, Magic Belt) or
Followers (Mercenary) that you draw? Can
you encounter any of the helpful Events,
Strangers, or Places that you draw?

Overall, how does this work? Does it
involve “bending the rules” (varying from
instructions on the cards, for instance?)

Apns. Each Card you draw from Pandora’s Box is
played separately and therefore attacks are not
combined. Adventure cards act exactly as if the
player had drawn them themselves.

CHANGE. All Spell cards must be cast before your
next turn. If you have any Spell cards at the start of
your next turn they are discarded.

Otherwise all the normal rules for Spell Cards apply.
You may play any of the cards you draw on yourself
if you wish and all the normal Game Rules apply.

29. THE BELT OF HERCULES.

What if yourregular Strength is higher
than 12 (which is not unusual in our games!)
and/or you already have more than 5 Lives?
How do Followers (Unicorn, Mercenary)
Objects (Sword, Axe) Magic Objects (Magic
Ring, Belt of Strength) affect your Strength?
Can you still use them to add to your Strength
of 12?

Do you only fight one Character per turn?
Do you only fight one Combat, or a series of
them (to the death!) Does a Character lose if
s/he loses one life, or all of them? Can you, the
other Player, or both (or neither?) take an
Object or Gold instead of a Life? (I find that if
the odds are close, they are improved in the
future if | take away a Strength-giving Object
from the other Player.)

Can you be encountered (attacked) when
it is not your turn? Where is your Character
after you turnis over (on the space of the last
Combat? the Crown of Command space?
somewhere else? off the board?) What if
another Character makes.it up to the Belt of
Hercules (the Crown of Command space?)

Ans. If your strength or lives are higher than 12
or 5 respectively, you may choose which to use.
Followers, Objects and Magic Objects, cannot
increase the Strength you gain from the belt of
Hercules. However, if they increase your own
strength to higher than 12 you may choose you use
that instead of the 12 Strength you would gain from
wearing the Belt. You may fight one Character per
turn but the fight is to the death, in other words you
carry on fighting until either you or the Character
you have chosen is dead. A Character loses once
they have lost all their lives. Neither player may take
an object or Gold instead of life, they both must take
Lives when they win a Combat. Once you have the
Belt of Hercules the only way another player can get
it and thus win the game is by defeating you in
Combat.

30. THE DRAGON KING:

If yourolla 2 and defeat some, but not all,
of the King’s younger brothers, are they a//
there if this is rolled again?

If you roll a 3, is it a fight to the death all
during one turn, OR one Combat and Psychic
Combat each turn? Can you leave? Can other
come up? How is this done?

If youroll a 4, the Dragon King attacks the
other Characters. Are these attacks
simultaneous Combat and Psychic Combat?
Is there one incident of fighting per turn, or is
it to the death? If it is only one incident per
turn, he regenerates all 5 of his Lives between
Combats and, therefore, cannot be killed? Is
it only between Characters that he
regenerates? Does he keep attacking the
same Character until he or that Character
each turn, or does he fight all of them in one
turn? Can others move up to the Dragon King
(the Crown of Command Space?) If so, what
do they do? HOW DOES ALL OF THIS
WORK?!

If you roll a 5, do you then roll one or two
dice when you try to roll under your craft?

Apns. All three of the Kings brothers re-appear if
you roll a 2 again. If you roll a three, it is a fight to
the death all during one turn. All the rules for roll of
3 apply to a roll of 4 as well, (in other words, the
dragon King attacks using Combat and Psychic
Combat simultaneously and itis a fight to the death
all during one turn) The Dragon King fights each
player in turn (your choice as to which order) and
there are no moves in between the Combats. In
other words, he fights all of the other Characters in
one turn to the Death. On a roll of 5 you must roll
1 die to roll under your craft.




TALISMANK

THE

ADVENTURE

Talisman - The Adventure is an expansion of Games Workshop's
Talisman - The Magical Quest Game, and is compatible with both first & se-
cond editions of the game. You will need a copy of Talisman to use this ex-
citing new expansion kit - it is not a game in its own right.

Talisman - The Adventure has over 60 new cards for Talisman, in-
cluding brand new Characters to play, ghastly new Monsters to fight, and more
Spells to zap things with! If that’s not enough, there are also new Event, Ob-
ject, Stranger, Follower and Place cards, to add more variety to your game.
To use the new cards, simply shuffle them in with the cards from your Talisman
game.

We’ve also added six Character Sheets you can use to keep track of your
cards, gold and abilities neatly and easily, enabling you to devote all your time
to trouncing your opponents and winning your quest. Place the Character Sheets
on a suitable flat surface beside the game board and simply store your cards
and counters in the appropriate sections on the sheet.

But that’s not all!! Talisman - The Adventure adds several new, optional
rules that subtly change the strategy of the game, and provide endless new gaming
possibilities. Read on ... and happy gaming!!

1. RULE CHANGES

1.1 MULES

It is suggested that Mules be restricted to carrying eight objects. This in-
troduces a balance with the new cards. Mark the Mule cards accordingly.
1.2 ALTERNATIVE ENDINGS

These cards are optional and should only be introduced into the game if
all the players agree to their use.

Shuffle the six cards and pick one randomly; without looking at the card
chosen place it face down on the Crown of Command space at the centre of
the board. The first player to reach this space reveals the card when they cross
from the Valley of Fire, and should then refer to the appropriate rule section
below.

CROWN OF COMMAND

If alone, you must cast 1 Command Spell per Turn.
Roll 1 die. If 4-6, victim must admit defeat or lose
1 Life. 1-3 means no effect.

DEMON LORD

The Crown of Command has been destroyed by a
huge and malevolent Demon Lord. You must defeat
this spirit in Psychic Combat to win the game. The
Demon Lord has a Craft of 12 and 4 Lives. To
defeat him you must take all of his Lives. You may
choose to flee from the Demon Lord at any time
in which case you return to the Plain of Peril and
the Demon Lord regains all his Lives. While you
are fighting the Demon Lord an impenetrable mystic
barrier prevents any other players from entering the
Valley of Fire. If you are killed, the Demon Lord
regains his Lives and awaits the next challenger.

PANDORA'’S BOX

The Crown of Command has been replaced by a
large magic chest. If you are alone, you may open
the chest and use its power to defeat your rivals.
Each turn the chest will give you spells and adven-
ture cards to attack your opponents. Roll one die
for the number of spells you pick up each turn and
one die for the number of adventure cards you pick
up each turn.

You must use these cards on the turn that you col-
lect them. They may be used against any of the other
players. You win the game when all your opponents
have been killed.

BELT OF HERCULES

The Crown of Command has been replaced by a
magic belt. If you are alone, you may don the belt.
Only one player can wear the Belt at any time.

Upon donning the Belt the Character is transform-
ed into a superhumanly strong Character with the
power of Teleportation. While wearing the belt you
have a Strength of 12 and 5 Lives. You must move
to a space occupied by another Character and
challenge them to a duel. Any Character who is kill-
ed loses the game. If the Character wearing the Belt
is killed, it transports itself back to the Crown of
Command space. :

HORRIBLE BLACK VOID!

The first player to cross the Bridge of Fire is suck-
ed into a seething mass of darkness and annihilated
along with all their Followers, Objects, etc. They
% have lost this game!

After one player has been destroyed the Horrible
Black Void moves to the discard pile and a new End
card is placed face down on the Crown of
Command.

THE DRAGON KING

Roll one die:

1: The Dragon King thanks you kindly for the meal,
eats one of your Followers and throws you into the
Plain of Peril. Try again!

2: You must fight the King’s three younger brothers
in normal combat; each one is a Strength 9 Dragon
and you must fight each in turn. If you lose you
are thrown into the Plain of Peril. Try again!

3: You must defeat the King himself to win the
game. He has a Strength of 12, a Craft of 12 and
5 Lives. You must fight a normal Combat and a
Psychic Combat against him at the same time. If
- you lose all your lives he has eaten you and all your
Followers, etc. You lose this game!

4: The King decides he really likes you and promptly flies off to eat your op-
ponents at your request. Each of the other players must fight the King or be
eaten. He will only attack one player at a time and always gets his Lives
regenerated between combats. If any player kills the Dragon King they win
the game. If all the other players are killed the player on the Throne wins.
5: The Dragon King is soundly asleep atop his mountainous piles of treasure.
Roll under your Craft to assassinate the King and win the game. If you fail
your roll the King wakes and eats one of your Followers, throwing you into
the Plain of Peril.

6: You are in luck, the Dragon King is out to lunch! You take possession of
all his treasures and magic and win the game!




1.3 HENCHMEN

The inclusion of Henchmen in your game is optional. They should
only be included if all players agree to their use.

Before the game starts the players must decide how many Henchmen
are permitted to each player. The players may decide not to include any
Henchmen or to permit only one Henchman per player. We recommend
that players do not play with more than one Henchman each.

Players choose or draw Characters as normal, and then randomly
draw additional Characters from the remaining Character cards for use
as Henchmen. We suggest that players do not choose Henchmen
characters as this could give an unfair advantage. Players whose main
characters are not allowed Followers cannot have Henchmen.

Henchmen are used in a number of ways:

a) The player can use any or all of the Henchman’s special abilities
as if they were the player’s normal abilities. These must be abilties
the Henchman could pass on or use for you. For example, you could
not gain a Henchman's resistance to a Siren’s sone, but he could
steal for you.

b) At the start of any combat you can declare that your Henchman
is going to fight on your behalf. Henchmen fight using the base
values printed on their card for Strength and Craft. They gain no
benefit from any Objects. Followers or extra Strength and Craft
that your character mmay have acquired. They may benefit from
magic spells cast on their behalf during or immediately preceding
the combat.
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Henchmen cannot themselves possess any Gold, Objects or
Followers and they cannot increase their Strength, Craft or Lives. They
can therefore never have more than 4 Lives. They are considered as
Followers wherever the rules specify such. If they are killed, they are
out of the game and may not be replaced.

1.4 CHAOS BLOODBATH OPTION

This rule is optional, and may only by used if all players agree to
it before the start of the game. Use only one of the Talisman cards, in-
stead of all four. In addition, any player whose character is killed im-
mediately loses the game. The Chaos Bloodbath Option makes for a short,
but very, very bloody game.

1.5 (AMENDMENT)

Any player who visits the TAVERN and loses at gambling but does
not have any Gold must lose a Life instead.

1.6 (CHANGE TO RULES SECTION 13.2)

A Character must choose to Encounter either one Character of their
choice who is in that space, or in the space itself, or to fire their bow
(if they possess one) at a Character who is in range.
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COSMIC ENOUNTER

As the races of the universe clash, you must enter the
struggle for dominance in this classic boardgame of
skill and strategy. Using your own unique alien powers
you must engage in combat, exploitation and double-
dealing with other aliens, each as bizarre as yourself.
A multitude of different aliens and powers ensure that
each and every game is completely different to pro-
vide a truly cosmic experience! For 2 to 6 players.

WARRIOR KNIGHTS

The King lies dead, murdered by a traitor’s hand. With
your battle-hardened band of warrior knights you must
attempt to hold the balance of power as scheming
barons ravage the country in pursuit of the crown.
Who will conquer all to emerge as the new lord of
the Empire! For 2 to 6 players.

RAILWAY RIVALS

In this award-winning game of the pioneering days of
steampower, each player is a rail baron, forging new
lines through the industrial centres of the country and
battling ambitious rivals for control of the busiest and
most profitable routes. The unique double-sided board
allows play in either England or Western USA. For
2 to 6 players.

SUPERPOWER

A stunningly contemporary game that reflects the
domination and exploitation of the Third World by
larger nations. A blend of strategy, diplomacy and
sheer strength of military hardware make this an eye-
opening and intensely topical game. For 2 to 6
players.

KINGS & THINGS*

In the barbarian land of Kadab something stirs - a
prince sets off to explore the wilderness, looking for
treasure and artifacts that will allow him to become
ruler of all the land. Unknown to him, of course, other
princes are doing exactly the same. Find out what hap-
pens when they meet each other head-on in this snig-
geringly funny but remarkable skilful fantasy
boardgame! For 2 to 4 players.

DR WHO

Somewhere in the vast expanses of the galaxy lies the
Key of Kronos, a powerful alien artifact that has been
smashed into small pieces and scattered across Space
and Time. In this thrilling boardgame each player is
a Time Lord on a desperate quest for the parts of the
Key before it is captured by the marauding Daleks and
Cybermen! For 2 to 6 players.

BATTLECARS

It’s the future, and driving has changed from a leisure-
ly pursuit to a form of war! Each player must equip
their battlecar with a deadly array of guns and missiles,
smoke grenades and flame-throwers, before entering
the arena to do battle to the death. Now it really is
tough on the streets! For 2 to 4 players.

JUDGE DREDD - THE BOARDGAME
Onetime, a hip juve could only follow the exploits of
that most famous of all lawmen, Judge Dredd, in the
pages of 2000 AD comic. Now you can patrol the meg-
ways and underzooms of Mega-City One on your
Lawmaster, hunt down notorious perps like Judge
Death and the Angel Gang, and protect the city from
such crimes as Umpty Bagging, Stookie Glanding, Lit-
tering and Murder! For 2 to 6 players.

THE WARLOCK OF FIRETOP MOUNTAIN
The locals speak in hushed tones of the Warlock who
lives beneath the mountain, telling stories of the

he
awesome treasures and the deathly monsters to be
found there. You, of course, don’t believe a word of ’
this. Together with your fellow warriors you must ven-
ture deep into the bowels of the earth and vanquisg 0F FTRECOP MOUNTAT

the foe to become lord of Firetop Mountain. For
to 6 players

These games are available from all good

games shops or in case of difficulty con-

tact Games Workslm!;_ Mail T, / I
Chewton Street, Hill Top, Eastwood, Cy A \
N NG16 3HY.

For full lists of our extensive e of pro-
ducts please send a stamped-self address-
ed envelope to the above address.
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1. Summary of Play

The Talisman Dungeon is designed for use as
an expansion of Games Workshop’s Talisman
boardgame, and cannot be played without the
Talisman rules. While travelling around the
conventional Talisman board, players may
discover Doorways leading into the Dungeon.
Those who choose to do so may use the
doorways to enter the Dungeon, where they will
find all manner of new perils and adventures.
The Dungeon may lead them straight to the
Crown of Command, or into terrible danger -
that is the risk they take.

2. Components
This box should contain the following:

1 Dungeon Game Board

4 Doorway Adventure cards
36 Dungeon cards

14 Character cards

14 playing piece cards

1 rulesheet (you're reading it).

If any of these components are missing or
damaged, write to us at the address below and we’'ll
be glad to replace them,

The Talismap Dungeon
Games Workshop Ltd
Chewton Street
Hilltop, Eastwood
Nottingham, UK
NGI16 3HY

3. Setting Up

3.1. Set up the main game as normal, and shuffle
the four Doorway cards into the deck of
Adventure cards.

3.2. Place the Dungeon board beside the main
board.

3.3. Shuffle the deck of Dungeon cards and place
them face down beside the Dungeon board.

4. Discovering Doorways

4.1. When a Doorway card is drawn from the
Adventure deck, it is treated as a Place card and
placed face up on the space where it was found.
When there are two Doorways on the board, any
subsequent Doorway cards which are drawn are
ignored; they are placed on the discard pile and
a new card is drawn in their place.

4.2. Doorway cards are not affected by the
Destruction spell or the Earthquake card, and
remain on the board.

5. Entering the Dungeon

5.1. To enter the Dungeon you must first land
on a Doorway.

5.2. On your next turn you may move onto the
Entrance space of the Dungeon board. You must
stop there, and may carry on into the Dungeon
on the following turn instead of carrying on
round the main board. Entering the Dungeon
is optional, and you may always choose to carry
on round the main board if you wish.

5.3. The Horse, the Warhorse and the Horse and
Cart may not be taken into the Dungeon; you
must discard these cards when you enter the
Dungeon.

6. Movement In The Dungeon

6.1. The Dungeon board is laid out in a spiral,
with the Entrance at the outside of the board
and the end of the dungeon, the Treasure
Chamber, at the centre.

6.2. Characters in the Dungeon follow the spiral
path to the Treasure Chamber, rolling one die
and moving the indicated number of spaces in
the same way as movement on the Outer and
Middle Regions of the main board. Note,
however, that in the Dungeon you may only
move towards the centre, except under special
circumstances as outlined below.

6.3. Movement in the Dungeon must follow

.
[}
i

the spiral path marked out on the board;
characters may not move through walls.

64. A character may only move backwards
(away from the centre) under the following
circumstances:

If the character is instructed to do so by the
rules on a card or space;

When a character is defeated in combat or
psychic combat, he or she must move towards
the entrance on the next turn only.

When a character is fleeing the Dungeon - see
9 below.

6.5. Some characters who have Special Abilities
which alter their movement will find that these
are modified while in the Dungeon - see 12
below.

7. Encounters in the Dungeon

7.1. Encounters in the Dungeon are dealt with
in precisely the same way as encounters on the
main board.

7.2. Some characters who have Special Abilities
which affect fighting and spellcasting will find
that these are modified while in the Dungeon
- see 12 below.

7.3. When a character is defeated in Combat or
Psychic Combat he or she must move towards
the Entrance on the next turn. Roll the dice as
normal, but move back towards the Entrance
space. You must stop moving if you reach the
Entrance space itself.

8. Leaving the Dungeon

8.1. When you reach the Treasure Chamber, you
must end your move there. On your next turn
you leave the Dungeon by rolling one die and
consulting the Treasure Chamber table to see
where you come out. Add 1 to the die roll for
each character on the Crown of Command
space, counting scores over 6 as 6. Leaving the
Dungeon in this way constitutes your move for
that turn, and you may not move further until
the following turn.

8.2. You may not enter the Dungeon and leave
it on the next turn - you must make a move as
described in 6.2 above. However, if you find
yourself back at the Entrance on any subsequent
turn, you may leave the Dungeon on your next
turn if you wish by moving to any Doorway



on the main board. Moving to the Doorway
takes up your whole move. Once you have done
this, you must move around the main board for
at least the next turn.

8.3. You may leave the Dungeon via the Tunnel
if you land on a space where the appropriate
card is laid face-up.

9. Fleeing The Dungeon

9.1. At any time after you have left the Entrance,
you may declare that you are fleeing the
Dungeon. You now make all your moves in the
direction of the Entrance. You cannot change
your mind, but must go all the way to the
Entrance. Once there, you leave the Dungeon
as described in 8.2 above.

9.2. If you are defeated in combat while fleeing
the Dungeon, you still continue moving towards
the Entrance in the next turn.

10. Spells in the Dungeon

While in the Dungeon, you may cast Spells on
players, cards and spaces on the main board -
and characters on the main board may cast spells
on you and on spaces in the Dungeon. The
following clarifications may be helpful:

10.1. The Destruction, Displacement,
Metamorph and Divination spells may be used
on Dungeon cards.

10.2. The Hex and Barrier spells may be played
on Dungeon spaces.

10.3. The Misdirection spell may be played on
a player who is in the Dungeon.

104. The Zeleport spell may not be used by a
character who is in the Dungeon.

Otherwise, the Dungeon counts as a Region for
the purposes of casting spells.

11. Events in the Dungeon

11.1 The following Events do affect characters
in the Dungeon:

Evil Darkness, Halloween, Magic Vortex,
Market Day and Taxation.

11.2. The Blizzard does not affect players in the
Dungeon.

11.3. The Astral Conjunction does affect Spirits
in the Dungeon.

Otherwise, the Dungeon counts as a Region for
the purposes of Events.

12. Special Abilities in the Dungeon

12.1. Amazon, Centaur: You may not use your
special movement ability in the Dungeon.

12.2. Assassin: You may not Assassinate the
Guard in the Guard Room.

12.3. Inquisitor: You may not Imprison other
characters while you are in the Dungeon.

124. Leprechaun: You may not Teleport while
you are in the Dungeon.

12.5. Ninja: While in the Dungeon, you must
encounter all the spaces you land on, and may
not Evade Enemies.

12.6. Orc: A Wolf does not allow you any
movement bonus in the Dungeon.

12.7. Martial Artist: You may not use a Killer
Blow against the Guard in the Guard Room.

12.8. Philosopher: While in the Dungeon, you
may only see the next Dungeon card. While on
the main board, you may only see the next
Adventure card.

12.9. Prophetess: You may not draw an extra
Dungeon card as you do with Adventure cards.

12.10. Zulu: When you Rout a character in the
Dungeon, you may move him or her in either
direction; on the next turn, he or she must still
move towards the Entrance.

13. Alternative Dungeon Rules

With the agreement of all players, either of the
following rules may be substituted for those
normally governing the Treasure Chamber.

13.1. The table in the Treasure Chamber is
ignored. When a character reaches the Treasure
Chamber he takes one Talisman, and comes out
at the Portal of Power on the next turn. When
this rule is used, all Talismans are removed from
the Adventure deck and placed beside the board
with the other Talisman cards. A character who
already has a Talisman may not pick one up
from the Treasure Chamber.

13.2. The table in the Treasure Chamber is used
as normal until one player reaches the Crown
of Command. From this point, on any character
who lands on the Treasure Chamber
automatically goes to the Crown of Command
on the next move.

14. The Short Dungeon Game

This is an option allowing you to play a short
game in the Dungeon alone. The main board
and Adventure cards are not used. All characters
are set up in the normal way, but begin together
at the Entrance. Characters may not encounter
each other while on the Entrance space. Play
follows the normal rules for the Dungeon, and
the first character to reach the Treasure
Chamber is the winner.
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Those who seek the Crown of Command face a new set of perils. Flung through space and time,
they may find themselves in alien realms, faced with foes and dangers beyond their imaginings.

The rules for the Talisman Timescape are
divided into the following sections:
The Timescape

Components

Rules:

1. Set-Up

2. Playing in the Timescape

3. Entering the Timescape

4. Movement in the
Timescape

5. Adventure Cards

6. Timescape Cards

7. Spells & Magic Objects

8. Imprisonment

9. Odds & Ends

10. New Characters
11. Other Rules

THE TIMESCAPE

The Timescape consists of 15 alternate
realities, separate but inexplicably tied to the
world of Talisman. When you enter the
Timescape you are on your own - a stranger,
riding the waves of space and time in a realm
alien to anything you have known.

Here science and technology rule. The
physical and magical laws of the world of
Talisman are subtly altered. You will
encounter strange creatures - both friendly and
hostile - and must contend with weird twists
of fate and space. Virtually anything can
happen. In short, the Timescape is a place
which is highly dangerous but potentially very
rewarding

Whether you find yourself in the Timescape
by choice or by accident, several strategies
offer themselves. You may enter the Timescape
by choice early in the game, in hope of gaining
a lead on your opponents. Beware, though -

you may never make it back alive.
Alternatively, you might decide to wait until
your Character has increased in power, to
improve your chances of survival. Then again,
you may wish to escape your opponents at
some time. The Timescape provides you with
these options, and can also gain you access
to the Middle and Inner Regions - and even
to the Crown of Command Space.

This expansion set also includes eight new
Characters, who all start in the Timescape.

The Scientist, experimenting with inter-
dimensional machinery, was thrown into a
Warp Gate by an accidental explosion.

The Archaeologist met a similar fate while
observing a pagan ritual.

The Astronaut is an intrepid adventurer,
willingly exploring the unknown.

The Space Pirate is a rogue on the run from
the interplanetary law.

The battle-hardened Space Marine and the
psychic Astropath have been drawn into the
Timescape through Warp Gates in the
Warbammer 40,000 universe.

The evil Cyborg, part man, part machine, was
hurled into the Timescape while travelling
through time in an attempt to change the
course of history.

And finally, there is the fearless and deadly
Chainsaw Warrior, sucked into the
Timescape as he battled the inter-dimensional
creature known only as Darkness.

Remember that the Timescape is dangerous.
If things don’t always work out the way you
hoped, don’t be discouraged. There is always
anext time. Above all, enjoy the game and have
fun.

COMPONENTS

This box should contain the following:

1 Timescape Game Board

40 Timescape Cards

12 Timescape Purchase Cards
2 Spell Cards

8 Character Cards

8 playing piece cards

4 Timescape Data Sheets

1 rulesheet (you're reading it)

If any of these components is missing or
damaged, write to us at the following address
(not forgetting to enclose your proof of
purchase), and we’ll be glad to replace them.

The Talisman Timescape
Games Workshop Ltd
Chewton Street
Hilltop, Eastwood
Nottingham, UK
NG16 3HY

RULES

The following rules must be used when
playing Talisman with the Timescape.

1. SET-UP

The Timescape consists of one Game Board
Expansion, 40 Timescape Cards, 12 Timescape
Purchase Cards, 2 Spell Cards and 8 Character
Cards, all used in conjunction with the main
game.

Place the Timescape board alongside the
Talisman board. Shuffle the new Characters
and Spells into the appropriate stock piles,
along with those from the original game and
any other expansion sets you are using. Shuffle
the Timescape Cards and place them and the
Timescape Purchase Cards beside the
Timescape board.




The game is now ready to play. Read the
remainder of this rulebook and begin the game
as usual.

2. PLAYING IN THE TIMESCAPE

There are three very important differences
between the Timescape and the other
Talisman boards. These are explained in detail
in the body of the rules, but here is a summary:

1. Cards only ever affect the Character who
draws them; they never affect any other
Characters.

2. Cards are always discarded after they have
affected the Character who drew them; they
are never left on the board. This does not apply
to cards which a Character is allowed to keep.

3. Characters never encounter other
Characters in the Timescape; if you land on
the same Space as another Character, follow
the rules for the Space rather than
encountering them.

Design Note. The reason bebind these rules
is that each space on the Timescape board
represents a complete separate reality, with
an area much larger than the normal
Talisman board. When your Character moves
to the space, they have appeared in one small
Dpart of that alternate reality, and the chances
of any other Character appearing even
remotely in the same place are very small
indeed...

3. ENTERING THE TIMESCAPE
There are five ways to enter the Timescape:

1. You may use a Warp Gate Spell.

2. If you draw the Horrible Black Void card
when using the Alternative Ending cards from
Talisman the Adventure, you must move your
Character immediately to the Warp Gate space
on the Timescape board. All Followers and
Objects are retained. Return the Void card to
the Alternative Ending Card stock pile.

3. You may attempt to enter the Timescape
with the help of the Mystic, Enchantress or
Warlock on the main board:

If you visit the Mystic or Enchantress and
wish to enter the Timescape, roll two dice
instead of the normal one. If the score is
equal to or less than the sum of your
starting quotas of Strength and Craft, you

are found worthy and a Warp Gate is
opened for you. Move your Character
immediately to the Warp Gate space. If you
fail, end your Turn.

The Warlock may open a Warp Gate for you
for a fee. Instead of rolling for a Quest, roll
one die:

1-3: Ignored

4: Pay 1 Follower

5: Pay 1 Magic Object
6: Pay 2 Gold

If you have the fee, you must pay it and
move your Character immediately to the
Warp Gate space. If you do not have it, you
are ignored, and end your Turn.

You may visit the Mystic, Enchantress or
Warlock any number of times to attempt
to enter the Timescape, but may only have
one attempt per visit. Characters who have
been transformed into Toads may visit the
Mystic or Enchantress, but must rolla 2 on
two dice to enter the Timescape. The
Mystic or Enchantress will only send you
to the Timescape once each. The Warlock
will send you there any number of times
- as long as you can pay his fee!

Any character who enters the Timescape must
leave behind any Mule, Horse & Cart,
Warhorse, or Horse, in the space they entered
from. The Poltergeist must likewise be
discarded.

4. MOVEMENT IN THE TIMESCAPE

The spaces in the Timescape are joined by
different coloured Warp Lines. In your Turn,
roll a die and consult the movement table to
see which Warp Line you move along. Note
that movement along Warp Lines is one way
only (in a clockwise direction).

Characters have no control over their
movement; they are being randomly drawn to
different locations by forces they cannot
control or understand. No Character may use
Followers, Objects, Spells or Abilities to affect
where they move. The only exception to this
is the Warp Belt, which always allows the
character to move as if they had rolled a 1 or
az2.

No other Movement is possible except as
instructed on the Timescape Board and

Timescape Cards. If you draw an Adventure
card, ignore any instructions about movement

5. ADVENTURE CARDS

When you land on a Timescape space you may
be instructed to draw an Adventure card. In
this case, draw the top card from the Adventure
card deck used in the normal Talisman game
You cannot use a Special Ability to draw extra
or look at Adventure Cards. The following
rules apply to the instructions on the card

i) Ignore any instructions to do with the
movement of your playing piece.

ii) Adventure cards drawn in the Timescape
only affect the Character who draws them
They never affect any other Characters, even
if they are in the same space.

iii) All Adventure Cards which are drawn in
the Timescape and not kept by the Character
are discarded after the instructions have been
followed - no matter what the card may say
Cards which are abandoned in the Timescape
are also discarded.

iv) If you draw a Horse, Mule, Horse and Cart,
Warhorse, Poltergeist, Arena or Blizzard.
discard it. Do not draw another card.

If you draw a Dungeon Door, discard it and
draw another card.

If you draw the Hermit, discard him and gain
1 Talisman.

If you draw the Pool of Life, Magic Stream or
Fountain of Wisdom, discard it and add one
to your appropriate attribute.

If you draw the Raiders, discard it along with
all of your Objects and Gold.

6. TIMESCAPE CARDS

Timescape Cards and Adventure Cards are kept
separate. Make sure that you draw from the
right deck whenever you are instructed to
draw a card.

Also, note that Timescape Card Enemies are
all designated as Aliens. Therefore, items or
abilities which pertain to some other specific
type of Enemy (Monster, Spirit, etc) will not
work on them. Aliens which fight with
Strength, however, can be saved for “cash-ins”
by any Character who defeats them.




Timescape Cards are Encountered in the
following order:

1
2
3

N

. Hand of Fate

. Enemy-Alien (Strength)
. Enemy-Alien (Craft)

. Object

. Follower

As with Adventure cards, any Timescape cards
must be discarded after the instructions on the
card have been followed, unless the Character
is allowed to keep the card.

7. SPELLS & MAGIC OBJECTS

You may only use Spells in the Timescape
against Adventure cards that you have drawn.
You may not cast spells at any other time.
Similarly, Magic Objects will only work against
Adventure cards, and may not be used at any
other time. If you find a Magic Object in the
Timescape you may keep it, and it will work
normally when you return to the main board.

8. IMPRISONMENT

During play you may find yourself Imprisoned
by the Sentinels. In order to escape, you must
roll equal to or less than your Craft on 2 dice.
The roll is made at the start of your Turn. If
you succeed, take your Turn as normal. If you
fail, try again next Turn.

Regardless of the result of the roll, you will
be released after you have missed 3 Turns.

9. ODDS & ENDS

While playing (or playing against) a Character
in the Timescape, the following restrictions
apply:

If you land on a space containing another

Character you may not encounter them.
Follow the instructions for the space instead.

Characters in the Timescape cannot affect or
be affected by other Characters in any way
(including the use of Pandora’s Box). Nor can
they be affected by the main Talisman Board
or by Cards drawn there. Only the Timescape
Cards and those Cards which are drawn as
instructed by the Timescape Board may affect
Characters in the Timescape.

Characters may not use ranged weapons (such
as the Samurai’s bow) to attack other characters
in the Timescape.

The Dragon King and Hercules cannot
Teleport into the Timescape. If there are no
Characters on the main board, these cards
must remain at the Crown of Command space
until a Character returns to the main board.

When using the Timescape, the Ancient
Artifact is considered an Object, not a Magic
Object.

The Transmute spell will affect any Object
from the Timescape deck. Discard the Object
card if the Transmute spell is cast upon it.

If a follower fights the Warp Demon, or Aliens
encountered on Death World, the Character
does not receive the bonus to their Strength
or Craft.

When a Toad enters the Fourth Dimension,
he immediately reverts to normal. If, while in
the Fourth Dimension, you are turned into a
Toad, you will remain a Toad only until the
end of that Turn.

A Warp-belt or Jet-Pack may be taken into the
Dungeon but will not work there.

The Green Mist will not affect Timescape
cards.

An Anti-Grav Platform may be taken into the
Dungeon and will work as normal.

10. NEW CHARACTERS

Characters which start in the Vortex roll to see
which space they move to on the Talisman
board as their first Turn. Rolls of 6 are ignored,
however, and the die is rolled again.

The Rogue and the Space Pirate cannot modify
the die rolls at the Enchantress or Warlock
when attempting to enter the Timescape.

The Archaeologist may not keep Enemies
killed by his Pistol for Strength.

Characters that start in the Timescape are never
affected by the Patrol card.

11. OTHER RULES
Except as noted in these rules, the normal
Talisman rules apply.
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\WORTE X
When you reach the

Vortex roll one die and

teleport to:
1: Crags
2: Warlock's Cave
3: Village
4: Temple
S: Plain of Peril

Draw five Adventure
Cards. Choose one you
wish to encounter, and

discard the others.

Roll one die:
1: Mutate - gain 2 Craft

6: Mutate - gain 2
Strength

[SPACEJEORTRESS,
You may visit one of the following:
Robo-Doc - Heal up to your starting
quota of Lives at a cost of
one Gold each.
Rogue Trader - You may buy any
available Purchase card from the
trader, as follows:
Gyro-Compass - 2 Gold
Mining Laser - 2 Gold
Combat Enviro-Suit - 3 Gold

\WARE]

You must fight this horrific
creature. He has Strength 12 and
Craft 12. You may choose which

type of combat to fight. If you lose,

lose 1 Life. If you win, gain 2 points

of the attribute used in the combat
- either Craft or Strength.

[SENTINENOUTPOSTS

The Sentinels police the Timescape.

Roll one die:
1: Judged a threat to the
space/time continuum. Move to
Vortex next Turn.
2: Imprisoned - see rule 8.
3-4: Pay fine of 2 Gold or be
Imprisoned.
5-6: Judged innocent - Move to any
space on the Timescape board next
Turn.

DEATHAWORLED)
Roll one die:
1: Poison atmosphere - lose one Life.
2: Fight an Alien - Craft 9.
3: Fight an Alien - Strength 9.
4: Draw one Adventure Card.
5: Draw two Adventure Cards.
6: Draw three Adventure Cards.
If you defeat an Alien here, gain 1 point
of the attribute used in the combat -
either Strength or Craft.

\WORTE X
When you reach the

teleport to:
1: Crags
2: Warlock's Cave
3: Village
4: Temple
S: Plain of Peril
6: Warp Gate

Draw five Adventure
Cards. Choose one you
wish to encounter, and

discard the others.

[RADIZONE]
Roll one die:
1: Mutate - gain 2 Craft
2: Mutate - lose 1 Craft
3-4: Radiation Poisoning
- lose 2 Lives
5: Mutate - lose 1
Strength
6: Mutate - gain 2

Vortex roll one die and

[SPACEJEORTRESS)
You may visit one of the following:
Robo-Doc - Heal up to your starting
quota of Lives at a cost of
one Gold each.

Rogue Trader - You may buy any
available Purchase card from the
trader, as follows:
Gyro-Compass - 2 Gold
Mining Laser - 2 Gold
Combat Enviro-Suit - 3 Gold

\WARE]

You must fight this horrific
creature. He has Strength 12 and
Craft 12. You may choose which

type of combat to fight. If you lose,

lose 1 Life. If you win, gain 2 points

of the attribute used in the combat
- either Craft or Strength.

ISENTINENOUTPOSTY
The Sentinels police the Timescape.
Roll one die:
1: Judged a threat to the
space/time continuum. Move to
Vortex next Turn.
2: Imprisoned - see rule 8.
3-4: Pay fine of 2 Gold or be
Imprisoned.
5-6: Judged innocent - Move to any
space on the Timescape board next

DEATHAWORLED)
Roll one die:
1: Poison atmosphere - lose one Life.
2: Fight an Alien - Craft 9.
3: Fight an Alien - Strength 9.
4: Draw one Adventure Card.
5: Draw two Adventure Cards.
6: Draw three Adventure Cards.
If you defeat an Alien here, gain 1 point
of the attribute used in the combat -
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WORT)

When you reach the

\WORTE X
Vortex roll one die and

- When you reach the
SETEL CUTREST Vortex roll one che and
The Sentinels police the Timescape.
Roll one die:
1: Judged a threat to the
space/time continuum. Move to
Vortex next Turn.

ISENTINEJOUTPOST}
[SPACEJEORTRESS
You may visit one of the following:

The Sentinels police the Timescape.
Roll one die:

[SPACEJEORTRESS)
Robo-Doc - Heal up to your starting
quota of Lives at a cost of

You may visit one of the following:
one Gold each.

Rogue Trader - You may buy any
available Purchase card from the
trader, as follows:
Gyro-Compass - 2 Gold
Mining Laser - 2 Gold

2: Imprisoned - see rule 8.
3-4: Pay fine of 2 Gold or be
Imprisoned.
5-6: Judged innocent - Move to any
space on the Timescape board next

Robo-Doc - Heal up to your starting
quota of Lives at a cost of
one Gold each.

Rogue Trader - You may buy any
available Purchase card from the
trader, as follows:

1: Judged a threat to the
space/time continuum. Move to
Vortex next Turn.

2: Imprisoned - see rule 8.
3-4: Pay fine of 2 Gold or be

Imprisoned.

Turn.
Combat Enviro-Suit - 3 Gold

Gyro-Compass - 2 Gold
Mining Laser - 2 Gold
Combat Enviro-Suit - 3 Gold
Jet Pack - 4 Gold
Chainsword - 5 Gold
Poweraxe - 5 Gold
Psi-Helmet - 5 Gold

5-6: Judged innocent - Move to any
Draw five Adventure
Cards. Choose one you
wish to encounter, and
discard the others.

space on the Timescape board next
Turn.

Draw five Adventure
Cards. Choose one you
wish to encounter, and

discard the others.

DEATHAWORLED) DEATHAWORLED)
Roll one die:
Roll one die:
1: Mutate - gain 2 Craft

Roll one die:

\WARE]

You must fight this horrific
creature. He has Strength 12 and
Craft 12. You may choose which

type of combat to fight. If you lose,

lose 1 Life. If you win, gain 2 points

of the attribute used in the combat
- either Craft or Strength.

1: Poison atmosphere - lose one Life.
2: Fight an Alien - Craft 9.
3: Fight an Alien - Strength 9.
4: Draw one Adventure Card.
5: Draw two Adventure Cards.
6: Draw three Adventure Cards.
If you defeat an Alien here, gain 1 point
of the attribute used in the combat -
either Strength or Craft.

Roll one die:
1: Mutate - gain 2 Craft
2: Mutate - lose 1 Craft
3-4: Radiation Poisoning
- lose 2 Lives
5: Mutate - lose 1
Strength
6: Mutate - gain 2

1: Poison atmosphere - lose one Life.
2: Fight an Alien - Craft 9.
3: Fight an Alien - Strength 9.
4: Draw one Adventure Card.
5: Draw two Adventure Cards.
6: Draw three Adventure Cards.
If you defeat an Alien here, gain 1 point
of the attribute used in the combat -

(WAREIDEMON
You must fight this horrific
creature. He has Strength 12 and
Craft 12. You may choose which
type of combat to fight. If you lose,
lose 1 Life. If you win, gain 2 points
of the attribute used in the combat
Strength - either Craft or Strength.

}’f'l/m | LJ\

DATA SHEET

Copyright © 1988 Games Workshop Ltd. All rights reserved.

6: Mutate - gain 2
Strength

Copyright © 1988 Games Workshop Ltd. All rights reserved.




SAAVI TMVHA

y3noua Ajuo meap ‘adeds sty) u Apeasje spre)) Aue 3

“aoeds sty ut

7 | auo Speauje s aauy jr pae) € weap jou o | *SPIR) T 03 [EI0) ) xe) 0}

£
I

NMIAVL | SO Qa1 MVI ST

5] 350] pue djquied nox
108 pue dsdy 123 nox
‘yunap putjq 23 no

*(¢ Buaug) Jouuiey € i Jyay € ul
I | SSIPA *Jau10) € ul asdefjod pue

A1A 1 TI0¥ LSAN NOA

~»~ WITH THE FOLLOWING RESU
~ " 4= You gamble and win 1G.

LTS:

A\

4

(peaipe auo 51 39y J1

ATdWAL | SAOOM @YI1MVIa_SAOOM [SINNY AV | MVY

AVIdAVA NOA

PPN =¢

TAVERN

A 5 = A wizard offers to Teleport you to an Outer Region space of your choice as your next Move.
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DICE WITH DEATH

_ IF YOUR SCORE IS LOWER: You lose 1 Life and must Dice
with Death again next Turn.
IF YOUR SCORE IS HIGHER: You may r

ve on next Turn.
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WEREWOLFDEN you MmUS
Roll 2 dice for the Werewolf’s  Stren
lose 1 Life and you must fight the  same
You may not move on until you  have|

i

Mo

BY ROLLING 2 DICE: TEMPLE | DESERT
6= Gain 1 Strength 7= Gain 1 Craft

8/9 = Gain 1 Spell 10 = Gain a Talisman

11=Gain 1 Life 12 = Gain 2 Lives

™ @ A
PLAINS DRAW 1 CARD PL.

Do not draw a Card if there is already one in this space.

WOODS
Do not draw a Card if there is already one in this space.

: DRAW 1CARD

DRAW2  CAR
Ifthere arealready any Cardsin  thiss

takethetotal  to2(

N e

WOODS

PLAINS  DRa

Donot draw a Card if the
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You must stop here before moving
on in the Inner Region where you

only Move 1 space per Turn.

Portal of Power;

Tavern.

6=

[from thetotal for where you come out:

Plain  of Peril; 2/3
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DRAW 1 CARD

“HIDDENVALLEY | BLACK KNIGHT

this space, draw only enough to

BLACK KNIGHT | PORTAL OF POWER

YOU MUST

CARDS

AW3

YOU MAY VISIT ONE ONLY OF

: The Healer will Heal Lives at the price of 1G each, back up to your starting quota.
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Armour — 4G

Shield — 3G

Axe — 3G

Sword — 2G

BLACKSMITH: The Blacksmith sells the following objects (if available):

Helmet — 2G

J

DRAW 1 CARD

Do not draw a Card if there is one already here. If you are trying to pass
to the Plain of Peril, you draw no Card but you must either use Craft to
pick the lock or Strength to force it. Decide which ability you are using:

Do not draw a Card if there is already one in this space.

NEUTRAL: No effect

i‘RA’\'E\";\RI) IFYOU ARE: GRAVEYARD |F

GOOD: Lose 1 Life

Either give up 1 Gold (discarding it to the stock) or else lose 1 Life.

WOODS

irds in

Gain 1 Spell

506 =

= Heal 1 Life

EVIL: You may invoke the spirits by rolling 1 die:
24

1 = Miss 1 Turn

‘eady one in this space.
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Do not draw a Card if there is already one in this space.

IF YOU ARE: |
Gain 1 Spell

GOOD: You may either be Healed free of charge back up to your starting quota,

6=

Gain 1 Life

§=

rolling I die:

14=

in this space.

Do not draw a Card if there is already one | or you may Pray by

FIELDS DRAW1CARD FIELDS | CHAPEL

y ENEMIES that you fight on this

Do not draw a Card if there is one already
space get +3 on their combat die roll.

€

45=

Barbarian leads you out. Gain 1 Strength.

ROLL 1 DIE:

Attacked by a Spirit of Crat &

3

Lost for 1 Turn;

23=

1
6

2 CHASM | RUNES DRAW1CARD RUNES | CURSED GLADE

L

or 2 means that | here. An

discard pile).

ou lose 1 Life.

DRAW]CRD- PlAl.\ CRA(
a Card if there is already one

- in this space.

f
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B You must complete your Quest. Upon completion, the Warlock Do not draw a Card if there is one already | YOURSELF: A 1 or 2me:
immediately Teleports you back here (move directly without rolling | ~here. Any ENEMIES that you fight on this | EACH FOLI&\:ER: A
Follower is killed (place
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space get +2 on their combat die roll.
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the die) and gives you a Talisman, if available, as your reward.
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DRAW 1 CARD FIELDS

e o oSy ] S .. |
FIELDS WOODS prawi1carD WOODS | PLAINS
Do not draw a Card if there is already one | Do not draw a Card if there is already one Donotdm]

CITY
ALCHEMIST: He will turn any of your Objects into Gold. Discard the
\J objects you choose and take 1G for each. L

DOCTOR: He wil Heal up to 2 Lives at the cost of 1G each. |

o,

£

in this space. in this space.
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YASURE CHAMBER

st stop here. In your next move
fie to see where you come out:

= Castle

= Temple

= Warlock’s Cave
= Portal of Power
= Plain of Peril

= Crown of Command

CAVERN | CORRIDOR DRAW 1 CARD CORRIDOR

You must leave one of your Followers in the cell. If there

DRAW 1 CARD

Do not draw a card if there is

already one in this space.

Do not draw a card if there is already one

CORRIDOR

one in this space.

Do not draw a card if there is already

.\\.' -~ . s
TWI‘URE‘%‘ CHAMBER |CAVERN DRaw 1 CARD CAVERN |TUNNEL  DRAW 1cARD TUNNEL| CELL

A;t\

N

Do not draw a card if there is already one in this space.

CORRIDOR | ENTRANCE
Do not draw a card if there is already one in this space.
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The Guard remains here if defeated.

in this space.

Do not draw a card if there is already one | The Guard has Strength 5. If you bribe him with 2G he

CORRIDOR pRAW 1 cARD CORRIDOR | GUARD ROOM

LIBRARY [CORRIDOR praw 1 cARD CORRIDOR

1-2 = You have a good read. 56 = You gain a spell. | Do not draw a card if there is already one

3-4 = You discover a secret passage. Take an extra move.

CHAMBER OF DARKNESS

Do not draw a card if there is already oue | On your next move, instead of moving normally, roll 1 die:

»
S

e A | — Jq\_y

CORRIDOR | CORRIDOR DRAW 1 cARD CORR'DOR

ROLL 1 DIE

TUNNEL | LIBRARY

TUNNEL DRAW 1 CARD

in this space, draw only enough Do not draw a card if there is already one in this space.

he total to 2 cards.




Follow the coloured warp line corresponding

MOVEMEN T
: with the dice roll shown below
B> a8 s>

Movement is One Way Only (except from Time Loop)

Draw one

Your Turn
ends here.

Data Sheet.

4.
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/ See Timescape

NJ Return to
L ;\.\m&./. ey & the space you

" s B have just
4 s el moved from.

Draw one
Timescape Card.
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OBJECT 5
BAG OF GOLD

OBJECT

——
Exchange immediately for Bag of Gold
token and then place on discard pile.

PLACE 6 PLACE

DUNGEON DOORWAY

PLACE 6 PLACE
DUNGEON DOORWAY

OBJECT 5 OBJECT
HORSE AND CART

1 SR

RN SN s

LA f’mﬁ.ﬁﬂ&-@& J
While you have a Horse and Cart you may

any number of Objects, and add one

to your die roll for movement if you wish
after you have rolled the die. Should you
lose the Horse and Cart you must im-
mediately leave any surplus objects in the
space you are in at the time.

Sheet 02 - Print 2 Copies - Attach to back of sheet 01

OBJECT 5
BAG OF GOLD

OBJECT

token and then place on discard pile.

OBJECT 5
BAG OF GOLD

OBJECT

s
Exchange immediately for Bag of Gold
token and then place on discard pile.

OBJECT 5 OBJECT

While you have a Sword, you may:
1: Add 1 to your Strength for the dura-
tion of any Combat in which you use it.

ENEMY - Monster 2 Monster - ENEMY
HOBGOBLIN

STRENGTH 3

A brutal Hobgoblin is stalking this area.
It will remain here until it is killed.

OBJECT 5
BAG OF GOLD

OBJECT

e —_————

xchange immediately for Bag of Gold
token and then place on discard pile.

OBJECT 5
BAG OF GOLD

OBJECT

Exchange immediately for Bag of Gold
token and then place on discard pile.

FOLLOWER

OBJECT 5
BAG OF GOLD

OBJECT

Exchange immediately for Bag of Gold
token and then place on discard pile.

OBJECT 5
BAG OF GOLD

OBJECT

Exchange immediately for Bag of Gold
token and then place on discard pile.

ENEMY -Monster 2 Monster - ENEMY

The Porter will carry four Objects for you
for the duration of the game provided you
pay him one Gold. He has a Strength and
Craft of zero. If you do not pay him he
goes off to the discard pile. If you lose him
you also lose any Objects he was carry-
ing for you.

FOLLOWER 5  FOLLOWER

Follower:
1: You need not roll the die when in the
Chasm, Crags or Forest; you are always
Safe.

STRENGTH 4

An Ogre has decided this area is easy
pickings. It will remain here until it is
killed.

MAGICOBJECT § MAGIC OBJECT
TALISMAN

Only if you have a Talisman may you
enter the Valley of Fire.

OBJECT 5
BAG OF GOLD

OBJECT

xchange immediately for Bag of Gold
token and then place on discard pile.

OBJECT 5
BAG OF GOLD

OBJECT

Exchange immediately for Bag of Gold
token and then place on discard pile.

OBJECT 5
HORSE

OBJECT

The Horse allows you to add up to three
to your die roll for movement after you
have rolled the die. Followers are
restricted to the normal movement in-
dicated by the die roll. If you leave them
behind by using this extra move, on your
next turn you can ride back to them
without rolling the die, instead of your
normal turn.

MAGICOBJECT § MAGIC OBJECT
TALISMAN

Only if you have a Talisman may you
enter the Valley of Fire.



OBJECT 5 OBJECT

2 BAGS OF GOLD

SSSaSSuse -
Exchange immediately for 2 Bag of Gold
tokens and then place on discard pile.

ENEMY -Animal 2 Animal - ENEMY
D

STRENGTH 3

An Ape is terrorising this area. It will
remain here until it is killed.

ENEMY - Animal 2 Animal -ENEMY
BOAR

STRENGTH 1

There is a wild Boar roaming this area.
It will remain here until it is killed.

ENEMY -Monster 2 Monster - ENEMY

Sheet 03 - Print 1 Copy - Attach to back of sheet 01

OBJECT 5 OBJECT

2BAGS OF GOLD

Exchange immediately for 2 Bag of Gold
tokens and then place on discard pile.

EVENT 1

EVENT

If you are of Good Alignment, you gain
one Life. If you are Evil, you lose one
Life. There is no effect if you are Neutral.
The Angel then departs, place it on the
discard pile.

ENEMY - Animal 2 Animal -ENEMY
BOAR

STRENGTH 1

There is a wild Boar roaming this area.
It will remain here until it is killed.

ENEMY -Monster 2 Monster - ENEMY

OBJECT 5 OBJECT

2BAGS OF GOLD

tokens and then place on discard pile.

MAGIC OBJECT 5 MAGIC OBJECT
ANCIENT ARTIFACT

If you use it in Combat, roll a die:
1: It explodes, you lose a Life, the artifact
is lost to the discard pile
2: Tt explodes and is lost to the discard
ile
3/4: It fails to work; you attack as normal
5: Add 1 to your die roll for this combat

only
6: Add 4 to your die roll for this combat
only.

ENEMY -Monster 2 Monster - ENEMY

OBJECT 5
BAG OF GOLD

Exchange immediately for Bag of Gold
token and then place on discard pile.

While the Amulet is in your possession:
1: You may not cast or use any Spells;
2: These Spells do not affect you even if
you wish them to: Healing, Preservation,
Immobility, Acquisition, Paralysis, Hex,
Random, Psionic Blast or Destruction,
nor can you be Evaded by Invisibility.

ENEMY -Monster 2 Monster - ENEMY

OBJECT

After you have moved the Archer is aBle
to shoot an arrow against any face-up
Enemy or Character card in the same
region up to three spaces away instead of
having a normal encounter. The shot is
treated like normal combat except that if
he loses no lives are lost. He has a
Strength of three when firing his bow. He
does not affect normal Combat at all.

FOLLOWER 5  FOLLOWER

ALCHEMIST

While the Alchemist is your Follower:

1: He can turn any Object in your
possession into Gold, as and when you
direct. When he changes an Object into
Gold, place it on the discard pile and take
a Gold token. He cannot reverse the
procedure.

ENEMY -Monster 2 Monster - ENEMY

STRENGTH 4

A Bandit is marauding in this area. He
will not attack youif you give him I Gold.
He will remain here until he is killed.

ENEMY -Dragon 2 Dragon- ENEMY
DRAGON

STRENGTH 4

A Bandit is marauding in this area. He
will not attack youif you give him I Gold.
He will remain here until he is killed.

ENEMY -Dragon 2 Dragon-ENEMY
DRAGON

GOBLIN

STRENGTH 2

A Goblin is laying waste to this area. It
will remain here until it s killed.

ENEMY -Dragon 2 Dragon- ENEMY
DRAGON

STRENGTH 2

A Goblin is laying waste to this area. It
will remain here until it is killed.

GOBLIN

STRENGTH 2

A Goblin is laying waste to this area. It
will remain here until it is killed.

STRENGTH 7

A Dragon is terrorising this area. It will
remain here until it is killed.

STRENGTH 7

A Dragon is terrorising this area. It will
remain here until it is killed.

STRENGTH 7

A Dragon is terrorising this area. It will
remain here until it is killed.



OBJECT 5 OBJECT
CONCEALED POUCH

You may store one Object in the conceal-
ed pouch. If you lose a combat the victor
may not take either the pouch or any ob-
ject you may have in it, similarly neither
'may be stolen by the Thief, etc. The pouch
may be taken if the spell Acquisition is us-
ed and the object within is also taken.

STRANGER 4

STRANGER

A friendly Centaur offers to give you a
ride. If you accept, roll I die and move as
though it were your movement. Whether
or not you accept the ride, the Centaur
then gallops off to the discard pile.

EVENT 1
BLIZZARD

EVENT

Winter has come with a vengeance and a
Blizzard envelops the land. For two
Rounds, all players, no matter what Reg-
ion they are in, may only move one space
per turn. The Blizzard then abates, place
it on the discard pile.

MAGIC OBJECT 5 MAGIC OBJECT
BAG OF CARRYING

This magic bag allows you to carry up to
five extra Objects, although it does not
count as one Object itself. If you lose the
bag you also lose any Objects carried in it.

Sheet 04 - Print 1 Copy - Attach to back of sheet 01

EVENT I

EVENT

Business is bad. All face up ‘Stranger’
Adventure Cards decide to move on to
the discard pile.

PLACE

PLACE 6

F S ;
O ACTER.. S G
The Cave will remain here for the rest of
the game. You may roll one die with the
following results:

1: Attacked by Dragon (Strength 7)

2: Attacked by Goblin (Strength 2)
3:Lostfor 1Turn  4:Gain1Gold
5: Gain 2 Gold 6: Gain 3 Gold

ENEMY - Monster 2 Monster - ENEMY
BERSERKER

A Berserker goes berserk and will
remain here until beaten. When beaten
he is not killed; instead roll 1 die and
move him that number of spaces clockwise.

OBJECT 5 OBJECT

While you have an Axe, you may:
1: Add 1 to your Strength for the dura-
tion of any Combat in which you use it:
2: Build a Raft when you are in Woods
or the Forest.

ENEMY-Monster 2 Monster-ENEMY
CHINESE DRAGON

The Chinese

Dragon is very wise and
quite hostile. He will attack you using
either Strength or Craft, depending on
which of your attributes is the weakest. If
you lose the combat you lose a life and one
Magic Object (if you have any) and the
Dragon stays on this space.

ENEMY-Monster 2 Monster-ENEMY
CAVE TROLL

Combat as normal, except that if the Cave
Troll is defeated roll one die, if a six is
rolled the foul thing regenerates and stays
on this space. It will remain here until
killed.

The Troll character need not fight the
Cave Troll.

ENEMY - Animal 2 Animal - ENEMY

“ / :
STRENGTH (‘{ (

A Bear is running amok in this area. It
will remain here until it is killed.

EVENT 1 EVENT
ASTRAL CONJUNCTION

The stars are aligned so that all Spirits
have their Craft doubled for one Round.
The Astral Conjunction then passes to
the discard pile.

FOLLOWER 5  FOLLOWER
CHAMPION

STRENGTH 3 CRAFT3
The Champion will fight in your place in
any Combat or Psychic Combat, but he
may not use any of your Objects or
Spells.

OBJECT 5 OBJECT

CASKET

- i# >
You may take the Casket and open it
whenever you want. When you do, roll
one die to see what it contains and then
place the Casket on the discard pile:
1/2: Poison - Lose 1 Life
3: Gas - Miss one Turn

4:2Gold  5:1Spell  6: Talisman
ENEMY -Spirit 3 Spirit- ENEMY
BANSHEE

CRAFT3

A Banshee is stalking this area. It will
remain here until killed.

OBJECT 5 OBJECT

EVENT 1 EVENT

CHAMPION OF CHAOS

The stench of corruption is heavy here. If
you give up (discard) all your Gold and
Followers, you may seek the Mark of
Chaos. Roll a dice; if the result plus your
combined Strength and Craft is greater
than 8, you may take the Champion of
Chaos Character Card.

EVENT I EVENT
BOOK OF SPELLS

Spells. You immediately gain your full
complement of Spells according to your
current Craft. The Book then vanishes,
place this card on the discard pile.

ENEMY-Monster 2 Monster-ENEMY
BAND OF ZOMBIES

_ There are four rotting Zombies wander-

ing this space. You must fight each one in
turn to defeat them. If you kill all of the
Zombies you get to keep all the bodies to
count towards extra strength. If you lose
a combat you lose a life and the fetid band
stay in this space.

PLACE

PLACE 6

If, as a result of Combat, you have just
lost a Life, roll 1 die. If you roll a 4,5 or
6, the Armour protected you and you did
not lose that Life, though you still lost the
Combat.

You may summon any one player in the
Outer or Middle Region to do battle with
you. Move them here immediately and
attack as though you had encountered
them (by Combat or Psychic Combat if you
are permitted to). Once the Arena has
been used, it crumbles to the discard pile.



ENEMY - Monster 2 Monster - ENEMY
GARGOYLE

5y
'STRENGTH 5

A Gargoyle is scaring and preying on
everyone in this area. It will remain here
until it is killed.

EVENT 1 EVENT

EVIL DARKNESS

An Evil Darkness from the Nether
Worlds sweeps the land. All players
except those of Evil Alignment must miss
one Turn. The Darkness then vanishes,
place the card on the discard pile.

ENEMY -Spirit 3 Spirit- ENEMY

CRAFT 10

A Demon has appeared from the under-
world to cause chaos in this area. It will
remain until killed.

MAGICOBJECT 5§ MAGIC OBJECT

1: If you are Evil, you do not lose a Life
in the Chapel; if you are Good, you do
not lose a Life in the Graveyard:

2: You automatically defeat Demons,
Wraiths, Ghosts and Spectres without
resorting to Combat.

Sheet 05 - Print 1 Copy - Attach to back of sheet 01

FOLLOWER 5
GENIE

FOLLOWER

=

The Genie has one Spell (take one from
the Spell pack and place it with the Genie
- you may look at it). The Genie will cast
the Spell when you pay him one Gold, he
will then spirit off to the discard pile with
his Gold. Treat the Spell as though you
had cast it.

STRANGER 4 STRANGER

( { \
s J»)/ 2
A Fairy seeks a champion. To the first
Good player landing here she will grant
one of the following wishes of their choice
and then vanish to the discard pile: Gain
one Spell, Gold, Strength, Craft, or Life;
or Teleport to any other space in this

Region.

EVENT 1 EVENT

You are visited by a Devil. If you are of
Evil Alignment, you gain one Life. If you
are Good, you lose one Life. There is no
effect if you are Neutral. The Devil then
departs, place it on the discard pile.

EVENT 1 EVENT

The military impose a curfew. All ‘Place’
Adventure Cards are closed for three
Turns and cannot be visited by anyone
landing on them or drawing one during
that period. They still count as one of the
Adventure cards for the space.

ENEMYSpirit 3
GHAST

CRAFT 5
This vile undead creature saps strength.
You must fight a round of Psychic Com-
bat against it and, if you are defeated, lose

one Strength. The Ghast will stay in this
space until it is defeated.

This creature will become your Follower
if you forfeit one Life. As your Follower
he will add two to your Craft. The
Familiar allows you to look at the top three
Spell cards and choose which of the three
you will take.

ENEMY -Monster 2 Monster - ENEMY
DOPPELGANGER

STRENGTH ???
(The Doppelganger fights with the same
total Strength as whoever it is fighting)

A Doppelganger is stalking this area. It
will remain until killed.

EVENT 1 EVENT
CURSED BY HAG

You are Cursed by a Hag, take her as a
Follower. Your other Followers, except
the Poltergeist, immediately abandon
you, discard them. You may have no Fol-
lowers until you rid yourself of the Hag
by visiting the Village Mystic (even if he
ignores you). You may then discard her.

ENEMY -Spirit 3 Spirit- ENEMY

GHOST

CRAFT4

A Ghost materialises in (roll 1 die):

1 = City; 2 = Village; 3 = Graveyard;
4 = Chapel; 5 = Castle; 6 = Temple.
Place it there. It will remain until killed.

EVENT 1  EVENT
FOOL’S GOLD
= oo
. #

All the gold you are carrying is Fool’s
Gold and is completely worthless; discard
all your gold immediately.

EVENT 1
EARTHQUAKE
T

EVENT

ake shocks this Region, roll 1
die for each face up Adventure Card in
it. On a roll of 1 or 2, it tumbles down a
chasm to the discard pile.

STRANGER 4 STRANGER
CYCLOPS

R

A Cyclops comes plodding along. Roll 1

die to see what he does:

1/2: Eats 1 Follower (taken at random)
/4: Takes | (Magic)/Object (at random)

5/6: Ignores you.

The Cyclops then plods off to the discard

pile.

ENEMY -Spirit 3 Spirit- ENEMY

GHOST

CRAFT4

A Ghost now haunts this area. It will
remain here until it is killed.

PLACE 6 PLACE
FOUNTAIN OF WISDGM

revealed. You may drink of the Fountain
once per visit and take one Craft from
the Fountain to add to your own Craft.
When all four have been taken, the
Fountain of Life vanishes - place it on the
discard pile.

STRANGER 4 STRANGER
ENCHANTER

To the first player landing here with a
Craft of four or more he will grant one of
the following wishes of their choice and
then vanish to the discard pile: Gain one
Spell, Gold, Strength, Craft or Life; or
Teleport to any space in this Region.

STRANGER 4
DEMIGOD

.1

STRANGER

A Demigod grants you the Spell of your
choice. Look through the remaining
cards in the Spell pack and take the one
you want. The shuffle and replace the
pack. The Demigod then vanishes to the
discard pile.
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The Instructor is happy to teach you for
aprice. For every three Gold you give him
you miss a turn and gain either one Craft
or one Strength. At the end of your in-
struction he returns to the discard pile.

STRANGER 4
HERMIT

STRANGER

You must immediately roll one dice and
place the Hermit on the indicated space:
1:Crypt  2:PlainofPeril  3: Oasis
4:Cursed Glade  5:Crags  6: Forest

He will give the first player to visit him
there a Talisman, if available, and then
vanish to the discard pile.

ENEMY-Monster 2 Monster-ENEMY
GRIFFON

A terrible Griffon is terrorising this
space and it will attack any who enter. It
will remain here until killed.

ENEMY - Animal 2 Animal - ENEMY
GIANT LIZARD

(7% Z 2 =R

A Giant Lizard is skulking in this area. It
will continue skulking until it is killed.

Sheet 06 - Print 1 Copy - Attach to back of sheet 01

EVENT 1 EVENT

The Jester becomes your follower. He is
an annoying fellow who is an utter coward
and will hamper you in combat by
screaming loudly. This deducts 1 from
your die roll for combat

The Jester will leave you if you visit the
Tavern when he will disappear to the
discard pile, unless there is another player
there in which case you may force them
to take the Jester as a follower.

MAGICOBJECT 5 MAGICOBJECT
HOLY GRAIL

No Evil player may take the Holy Grail.
While it is in your possession:

1: You gain 1 Craft;

2: You do not lose a Life when in the
Desert.

EVENT I
HALLOWEEN

EVENT

It is Halloween. All Evil players may

invoke the spirits by rolling 1 die with the

following results:

1: Miss I Turn 2-4: Heal 1 Life
5/6: Gain 1 Spell

Halloween then passes to the discard

pile.

ENEMY -Monster 2 Monster - ENEMY
GIANT

STRENGTH 6

A brutal Giant has set up residence in
this area. He will remain here until he is
killed.

STRANGER 4

STRANGER

STRANGER 4 _

Judgement is passed on you. If at some
stage in the game you have attacked
another player (or used your ability on
them instead of attacking) you must pay
a fine of 1 Gold or miss one Turn. The
Judge then continues his itinerary to the
discard pile.

MAGICOBJECT 5 MAGICOBJECT

A Leper has his hovel here. Any character
landing here will have to roll a die for each
of his followers and himself. On a roll of
one or two he must lose either a follower
or a life, respectively. The Leper will re-
main here for the rest of the game.

PLACE 6 PLACE

IDOL

HOLY LANCE

N

No Evil player may take the Holy Lance.
While it is in your possession:
1: Add 1 to your Strength for the dura-
tion of any Combat in which you use it:
2: Add 3 to your Strength for the dura-
tion of any Combat against Dragons in
which you use it.

Fight a Psychic Combat against the Har-
py. If you lose the Harpy snatches you up
and flies to the Crags, where you are drop-
ped. Roll one die on the Crag Encounter
Table. Your Followers and any Objects
carried by Porters, Mules and Carts are
left behind. The Harpy is placed on the
discard pile.

FOLLOWER

. s ) 2
While the Gnome is your Follower:
1: You need only roll 1 die when open-
ing the Portal of Power by Craft and 2
dice in the Mines;
2: You need not roll the die when in the
Crags, you are always Safe.
3: You may Evade Enemies in Hills.

You may pray here with the same results
as at the Temple. If you are enslaved, you
remain on this space until you free your-
self. Once the idol has been prayed to, it
animates and strolls off to the discard
pile.

STRANGER 4
HEALER

STRANGER

A Healer has made his home here for the
rest of the game. He will Heal up to two
Lives per visit for any player landing
here free of charge.

OBJECT 5 OBJECT

GOLDEN STATUE

This valuable relic may be traded at the
Castle for five Gold. If you lose a com-
bat against another character they must
take the Statue, they cannot take a Life.

ENEMY - Spirit 3
LICH

Spirit - ENEMY

CRAFT4
If the Lich beats a player, it drains I Life
and keeps it for itself (place on the Lich)

The Lich will remain here until it s killed
(loses all its Lives!)

B\ e i "
You meet a grumpy Imp. Roll one die to
determine where he teleports you to:

1: Crags 2: Forest
3: Tavern 4: Ruins
5:Hidden Valley  6: Cursed Glade

The Imp then teleports himself off to the
discard pile.

OBJECT 5 OBJECT

(¥ ==

you hvejus!

lost a Life, roll 1 die. If you roll a 6, the
Helmet protected you and you did not
lose that Life, though you still lost the
Combat.

ENEMY -Monster 2 Monster - ENEMY
GOLEM

STRENGTH §
(No Spells, Weapons or Magic Objects
can be used against the Golem)

A monstrous Golem is demolishing this
area. It will remain here until it is killed.



STRANGER -

STRANGER

\ ou are bushwhacked by an Outlaw who
steals from the rich and gives to the poor.
If you have any Gold, he takes one Gold.
If you have no Gold, he gives you one
Gold. With a laugh and a wave, he then
makes good his escape to the discard pile.

EVENT 1 EVENT

MEPHISTOPHELES

\ou have jusl been encountered by
Mephistopheles on a mission to this land.
If you are Evil, he increases your Craft
by one point. If you are Good or Neutral,
he converts you to Evil. He then returns
to his own dark kingdom, place him on
the discard pile.

OBJECT 5

OBJECT

While you have the Map, you may:
1: Subtract 2 from the total of your die
roll in the Mines.

PLACE 6 PLACE

MAGIC STREAM

Place a loul of four Strenglh here when
revealed. You may drink at the Stream
once per visit and increase your Strength
by taking one Strength from the Stream.
When all four have been taken, the
Stream vanishes — place it on the dis-
card pile.
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MAGICOBJECT § MAGIC OBJECT
ORB OF KNOWLEDGE

The Orb of Knowledge has one charge.
Once used, place it on the discard pile.
You must use it when you are about to
draw Adventure Cards. It allows you to:

1: Draw 1 more Adventure Card than
required. You then discard the one you

do not wish to encounter.
PLACE 6 PLACE
MAZE

o

X

*‘ g 5 -
The Mm will remain here for the rest of
the game. Whenever you land here, you
must miss one Turn if your Craft is less
than 5.

FOLLOWER 5 FOLLOWER

l’r[AN-AT—ARMS

The Man-at-Arms will join you in your
quest. He is a skilled fighter and will add
two to your Strength in Combat so long
as he is your Follower. Whenever you lose

a Life roll one die. If you roll.a one the
Man-at-Arms has been killed instead, and
is put on the discard pile.

PLACE 6
MAGIC PORT

The Maglc Poml will remain ‘here for
the rest of the game. You may pass
through if you wish. Roll one die to deter-

mine where you are teleported to:
1: Crags 2: Village
3: City 4: Warlock's Cave

5: Temple 6: Plain of Peril

EVENT 1 EVENT

A Noble is seeking a Herald to sing of his
glory about the land. You may take the job
if you can roll under your Craft on one dice.
If successful, take the Herald Character
Card. Whatever the outcome, the Noble
goes off to hunt in the discard pile.

PLACE 6 PLACE

The Marsh will remain here for the rest
of the game. Whenever you land here,
you must miss one Turn if your Strength
is less than 5.

POLL()VH‘ R

FOLLOWER  §
|

While the Maiden is your Follow
1: You gain two C raft.

You lose them when you lose the Maiden

as a Follower.

MAGIC OBJECT 5 MAGIC OBJECT
MAGIC BELT

Whlle you have the Magic Belt:
1: Your Strength is increased by 1.

OBJECT

OBJECT 5
_MULE

\Mule you have a Mule, you may carry
any number of Objects. Should you lose
the Mule, you must immediately leave
any surplus Objects in the space you are

A \hrke( has set upbereandmllremm
for the rest of the game. On each visit you
may buy available Objects at these

prices:

Sword ......... 1G Helmet ........ 1G

Water Bottle . 1G  Shield ......... 2G

Mule .iiviiions 2G Raft

STRANGER 4 STRANGER
MAGICIAN

If you wish, the Magician will change any
or all Strength points you have (except
your starting quota and those derived
from Objects or Followers) into Craft
points, or vice versa. Whether or not you
make use of his powers, he then vanishes
to the discard pile in a puff of smoke.

STRANGER 4 STRANGER

MAGE

A Iundl\ \Iage has made his home here
for the rest of the game. He will give one
Spell per visit to each Good player land-
ing here, only if their Craft is sufficient
to allow them a Spell

FOLLOWER 5  FOLLOWER
MERCENARY _,

>~ [

B

]
2 4

You must pay 1 Gold for the Mercenary
to become your Follower. If not, he waits
here for a player willing to pay him.
While he is your Follower:

1: He will add 3 to your Strength for 1
Turn only each time you give him 1 Gold.
You may only pay 1 Gold in any Turn.

EVENT

1 EVENT
MARKET DAY

% A 3

It is Market Day. All players may trade

Gold, Objects, bpdlsandFolloumle\

cept the Hag and Poltergeist) in their
When everybody has

finished trading, the Market closes,

place it on the discard pile.

EVENT

A Maglcal \ortex whlrls lhrough (he
land. It absorbs all Spells from all
players. The Spells and the Magical Vor-
tex must be placed immediately on their
appropriate discard piles.

ENEMY - Animal 2 Animal - ENEMY

STRENGTH 3

A Lion is preying on all and sundry in
this area. It will remain here until it is
killed.



ENEMY -Spirit 3 Spirit- ENEMY
SHADE

fi 4
CRAFT2
A Shade is lurking in the dark corners of
this area. It will remain here until killed.

MAGICOBJECT 5 MAGIC OBJECT

= -
= o

While you have the Ring:
1: Add 1 to your Craft;
2: Add 1 to your Strength.

FOLLOWER 5  FOLLOWER

While the Prince is your Follower:

1: You may have up to two Lives per
visit Healed free at the Castle.

2: You may exchange the Prince for 3
Gold at the Castle. If you do this, you
must place him on the discard pile.

STRANGER 4 STRANGER
PHANTOM

A Phantom will haunt this space until it
has granted the first Evil player to visit it
one of the following wishes of their choice
whereupon it will vanish to the discard
pile: Gain one Spell, Gold, Strength,
Craft, or Life; or Teleport to any other
space in this Region.
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ENEMY -Monster 2 Monster - ENEMY
SERPENT _

STRENGTH 4

A Serpent has made its home in this area.
It will remain here until it s killed.

STRANGER 4 STRANGER
RECRUITER

A Recruiter has set up here. You may go
from here to the Chapel, and take the
Templar Character Card if you are of Good
Alignment, and your Strength is 5 or more.
The Recruiter will stay here until the
Templar Character is in play.

MAGIC OBJECT 5 MAGIC OBJECT
POTION OF STRENGTH

i}‘t‘bi \
e

There is enough of the Potion of Strength
for just one use. Once you have drunk it,
place it immediately on the discard pile.
When you decide to drink it:

1: It will increase your Strength by 2
for one Turn only.

EVENT 1
PESTILENCE

EVENT

~ =

LR T $
A Pestilence has befouled this Region
(either Outer or Middle). All players in
it must lose 1 Life. The Pestilence then
vanishes, place the card on the discard
pile.

PLACE

PLACE 6

You may go through the Secret Door. If
you do, discard it and draw 3 new
Adventure Cards. If you decide not to go
through, it will remain here until some-
one decides to enter.

EVENT 1 EVENT

A band of Raiders attacks you and steals
all your Gold and Objects. They
immediately stash them at the Oasis
(place the cards and tokens there) and
retreat to their hide-out. Place the Raid-
ers on the discard pile.

PLACE 6 PLACE

POOL OF LIFE

W

P F

Place a total of four Lives here when
revealed. You may bathe in the Pool once
per visit and take one Life from the Pool
to add to your own Lives. When all four
have been taken, the Pool of Life drains
away to the discard pile.

BIRANGER

Pegasus, the winged horse, will
immediately give you a ride to any space
of your choice in the same Region.
Whether or not you accept the ride,
Pegasus will then fly off to the discard
pile.

MAGICOBJECT § MAGIC OBJECT
RUNESWORD

No Good player may take the Rune-
sword. While it is in your possession:
1: Add 1 to your Strength for the dura-
tion of any Combat in which you use it;
2: When you use it in Combat to defeat
a Monster or another player and then
cause them to lose a Life, you gain | Life.

OBJECT 5 OBJECT

On your next Turn, instead of your nor-
mal Move, you may cross the River to a
space directly opposite the one you are
in. You must do so immediately if you
wish to. Whether you cross or not, place
the Raft on the discard pile as it cannot
be carried and rots when left behind.

EVENT 1 EVENT
POLTERGEIST

AP ist has attached itself to you.
You must take it as a Follower. Its only
effect is to slow your movement to one
space per Turn. You can only rid your-
self of it by crossing water (the river),
cither by bridge, raft or ferry. You can
then discard it.

STRANGER 4

A travelling Pedlar has set up shop here.
On each visit you may buy available Ob-
jects at these prices.

l:Sword“.tii.Z Gold 2:Axe...... 3 Gold

bo
moves off around the board clockwise.
Roll one die for the number of spaces he
moves.

MAGICOBJECT § MAGIC OBJECT
ROD OF RUIN

The Rod has one use. Once used, you
must place it on the discard pile. It will:
1: Cause any player of your choice to
lose 2 points of Strength or Craft, or 1 of
each (but not those from their starting
quota or those gained from Objects or
Followers). The points are discarded.

FOLLOWER 5  FOLLOWER
PRINCESS

While the Princess is your Follower:
1: You may have up to two Lives per
visit Healed free at the Castle.
2: You may exchange the Princess for
3 Gold at the Castle. If you do this, you
must place her on the discard pile.

FOLLOWER 5

PIXIE
7 -
Vs

FOLLOWER

=

wer:
1: You need not roll the die when in the
Forest; you are always Safe.
2: Youmay Evade Enemies in Woods.

A Patrol of soldiers is trying to maintain
law and order. They immediately send
you back to your starting space and then
march off to the discard pile.



OBJECT 5 OBJECT

WATER BOTTLE

While you have a Water Bottle in your
possession, you do not lose a Life in the
Desert.

ENEMY¥Spirit 3 SpiritENEMY
VAMPIRE BATS

A swarm of Vampire Bats swoops down
on you. If you win the combat you have
dodged the swarm and it moves away; roll
one die and the swarm moves that number
of spaces around the board clockwise.
The bats will attack any character in the
space they land on. They remain on a
space until defeated.

MAGIC OBJECT § MAGIC OBJECT
STAFF OF MASTERY
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OBJECT

OBJECT 5

The Warhorse allows you to Charge into
combat. Add your Craft to your Strength
for one round of combat only. If you are
defeated and would normally lose a Life
the Warhorse is lost instead.

FOLLOWER ~ §  FOLLOWER
UNICORN

While the Unicorn is your Follower, the
following applies:

1: You gain 1 Strength;

2: You gain 1 Craft.
You lose them when you lose the Unicorn
as a Follower.

STRANGER' 4 STRANGE
&SPHINX /

MAGICOBJECT 5 MAGICOBJECT

S S
While the Wand is in your possession:
1: You will always have at least 1 Spell
(take one immediately each time you use
up vour last Spell).

PLACE 6 PLACE

The Tomb will remain here for the rest of
the game. You may roll one die with the
following results:

1. Attacked by Demon Craft 10

2. Attacked by Wraith Craft 5

3. Attacked by Zombie Strength 2

4. The Tomb is safe and empty

5. Gain 1 Gold 6. Gain 3 Gold

ENEMY -Spirit 3 Spirit-ENEMY
__SPECTRE _

P

This staff gives you the power to enslave
any one Enemy you land on. The enslav-
ed enemy will become your follower, add
the Enemy’s Strength or Craft to yours in
your next combat, after which it goes to
the discard pile. Only one Enemy may be
enslaved at a time. Characters or
Strangers may not be enslaved.

STRANGER 4 STRANGER

SIREN
\\(imrre
e

7
e
—

the land charming all humans. All
players, except the Dwarf, EIf, Ghoul
and Troll must miss one Turn. The
Siren's song then fades, place her on the
discard pile.

The Sphinx sets you a riddle: Pick a
number from 1 to 6 and then roll the die.
If you roll the number you picked, take 1
Spell. The Sphinx will remain here until
someone successfully solves the riddle,
then she bounds off to the discard pile.

PLACE 6 PLACE

The Shrine will remain here for the rest
of the game. You may roll one die to Pray
with the following results:
1: Ignored 2: Ignored
3: Gain 1 Gold 4: Gain 1 Spell

5: Gain 1 Life
6: Teleport to any space in this Region.

CRAFT 3

A Spectre has appeared in this area. It
will remain here until it is killed.

OBJECT 5
SHOVE

7 7.

OBJECT

L

While you have the Shovel, you may:
1: Subtract 2 from the total of your die
roll in the Crypt.

EVENT

EVENT 1.

der. All Strangers in this Region are
engulfed and swept off to the discard
pile.

EVENT 1
TAXATION

EVENT

Roll one die to see who a Tax of 1 Gold
has been levied on: All...

1: Good 2:Evil
3: Neutral 4: with Gold
5:inOuter Region  6:in Middle Region

Those with no Gold are exempted. The
Tax is then lifted to the discard pile.

STRANGER 4 STRANGER

set up shop here and will
remain for the rest of the game. He sells
Spells at the price of one Gold per Spell,
but only to those whose Craft is sufficient
to permit them to have Spells. You may
only buy one Spell per visit.

OBJECT 5
SHIELD

OBJECT

If, as a result of Combat, you have just
lost a Life, roll 1 die. If you roll a 5 or 6,
the Shield protected you and you did not
lose that Life, though you still lost the
Combat.

CRAFT 6
This monster drains the life
force of its victims and adds it to its own.
If you are defeated you lose one Life and
one Craft. The Life is placed on the Vam-
pire which will now stay on this spaceun-
til all of its’ Lives have been lost.

EVENT 1 EVENT

A Storm sweeps through this Region
(either Outer or Middle). All players in
it must miss one Turn. The Storm then
abates, place it on the discard pile.

MAGICOBJECT 5 MAGIC OBJECT
SOLOMON'S CROWN

While you have Solomon's Crown:
1: Add 2 to your Craft.

CRAFT 2

This mysterious wraith-like being at-
tacks and you must fight a Psychic Com-
bat against it. If you are defeated the
horrid thing makes you lose one Craft (no
Lives are lost). The Shadow will stay in.
this space until defeated.
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ENEMY-Spirit 3 Spirit- ENEMY

_ WRAITH
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ENEMY - Animal 2 Animal- ENEMY
WOLF

OBJECT § OBJECT
GYRO-COMPASS

g

OBJECT 5
CHAINSWORD

OBJECT

OBJECT

OBJECT )

This Object allows youto add 2 to your Craft : - _
CRAFT 5 STRENGTH 2 when rolling the dice in the Mines to Youmay add 2 to your Strength when using Youmay add 2 to your Strength when using
determine where you come out. This bonus this weapon in Combat. this weapon in Combat.
A Wraith is wreaking havoc in this area. A vicious Wolf now dwells in this area. It is not cumulative with another Gyro-
It will remain until it is Killed. will remain here until it is killed. Compass or a Map.
OBJECT 5 OBECT ' opmcTr 5 OBJECT
r _ S PSI-HELMET

WINGED BOOTS

A Witch lurks in this space for the rest of This Object allows you to add 2 o your Craft vk { — —
the game. If you land here, you must roll 1 Wheaever:vou roll .6 for. Move- when rolling the dice in the Mines to g:]r':nol:f(;:el:):ﬁ;:: tion'::: zc:: !y :):r Youmay add 2to your Craft when using this
1die on the following table: slfommapiterbvbeplpie -4 determine where youcomeout, Thisbomus g B0 EH 10 8 BIC CRP weapon in Psychic Combat. No Character
1: Become a Toad for three Turns. second time and add the result o the 6 is not cumulative with another Gyro- i ok Gcialive wikh g may use 2 Psychic Helmets at the same time.
2: Lose 1 Life 3:Lose 1 Object for vour Movement. If you do so, you Compass or a Map. o 2 Siovel smolher Mining
4: Gain I Strength  5: Gain one Craft must move this total. -
6: Gain 1 Spell
0B, 5 B
EVENT 1 EVENT EVENT 1  EVENT  OBECT 5 OBJECT e PERET OBJECT 5 OBJECT
MININ
WEREWOLF A LASER PSI-HELMET

COMBAT ENVIRO-SUIT

Ry i gy i o Pl e g e You do not need to roll the die in the Rad | This object allows you to add 2 to your Youmay add2 o your Craft when using this
1: Object blows to a space one die roll the highest score is the beast) who im- Zone, and you are safe in the Desert. You Strength when rolling in the Crypt to weapon in Psychic Combat. No Character
clockwise around the board. mediately attacks you with a Strength of are safe on Death World on a dieroll of 1, | determine where you come out. This bonus use 2 Psychic Helmets at the same time
2: Object blows to a space one die roll six. If you do not any Followers ig- is not cumulative with another Mining Laser i~y '
anticlockwise around the board. nore this card. If you defeat the Werewolf 2

3/4: Object is blown to the discard pile he goes to the discard pile. If he defeats or a Shovel.
and lost. you, lose a life and the Follower remains

5/6: You hold onto this object. on this space. Next turn he reverts to

no;
HAND OFFATE I HANDOFFATE  oprwer s opjpcr  OBJECT 5 OBJECT  OBJECT  §  OBECT  OBJECT 5  OBJECT
VABY S1RM WARP-BELT JET PACK

COMBAT ENVIRO-SUIT

L

When using this object you may add 1 o the When using this object you may add I to the

Instead of rolling the die for Movement, you You do not need to roll the die in the Rad

may use this Object to Move one Space. In Zone, and you are safe in the Desert, You die when rolling for Movement. You may die when rolling for Movement. You may
the Timescape you must move along the Red are safe on Death World on a die roll of 1. decide to use the Jet Pack after you have decide to use the Jet Pack after you have

rolled the die. rolled the die.

Warp Line.
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EVENT 1
GREEN MIST

EVENT

A green mist envelops you and
corrodes your equipment. Discard
any Helmet, Shield or Armour you
are carrying.

ENEMY-Animal 2 ENEMY-Animal
GIANT RAT

Strength 3

A verminous Giant Rat lurks in this
area, It will remain here until it is
killed.

OBJECT 5 OBJECT
DECREE OF BANISHMENT

You may use this on any Stranger
whose space you land on and send
him to the discard pile. Once used the
Decree is discarded.

ENEMY-Dragon 2 ENEMY-Dragon
BRONZE DRAGON
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PLACE

If you strike the gong, it will teleport
any character in the dungeon to this
space, If there is more than one other
character in the dungeon, you choose
who is teleported. After it has been
used, the Gong melts away into the
discard pile.

ENEMY-Monster 2 ENEMY-Monster
GIANT BEETLE

Strength 6

If you lose Combat, the Beetle will
eat one of your Followers. If you have
no Followers, you lose a Life.

MAGIC OBJECT 5 MAGIC OBJECT
CRYSTAL OF POWER

While you carry the Crystal you may
add 1 to your score in Psychic
Combat.

PLACE

| — il

Strength 8

A mighty Bronze Dragon lairs in this
mltwﬂlmmainhereunlilitis

If you wish to pray at the altar, roll
one die for the result.

1. Miss 1 turn

2. Nothing

3, Heal 1 Life

4. Draw another dungeon card

5. Take an extra move

6. Gain 1 Spell

ENEMY-Monster 2 ENEMY-Monster
GOBLIN

A foul Goblin is stalking this area.
It will remain here until it is killed.

MAGIC OBJECT 5 MAGIC OBJECT
GAUNTLET OF MIGHT

‘While you have the Gauntlet of Might
you may add 1 to your score in
Combat.

ENEMY-Monster 2 ENEMY-Monster
CRAWLING SLIME

Strength 6

Any weapon (Sword, Axe,
Runesword or Holy Lance) which
you use against the slime is destroyed
and must be discarded, whether you
win or lose the combat,

ENEMY-Animal 2 ENEMY-Animal
GIANT RAT

Strength 3 *

A verminous Giant Rat lurks in this
area, It will remain here until it is
killed.

ENEMY-Monster 2 ENEMY-Monster
GIANT WORM

A Giant Worm lairs here. It will
remain here until killed.

A fire rages through the dungeon,

destroying all face-up cards of a
certain type between this space and
the Entrance. Roll 1 die to see which
cards are discarded:

1-2 - Places

34 - Strangers

5-6 - Monsters
PLACE 6 PLACE

If you try to open the chest you must
roll a number lower than your Craft
on one die. If you fail, you are jabbed
by a poison needle and lose a Life.
If you succeed you find 3 Gold and
discard the chest.

ENEMY-Monster 2 ENEMY-Monster
GIANT SPIDER

Before fighting the Spider you must
roll a number less than your Craft
on one die to avoid being tangled in
its web. If you fail you must subtract
2 from your combat score against the
Spider.

ENEMY-Monster 2 ENEMY-Monster
GIANT SPIDER

Before fighting the Spider you must
roll a number less than your Craft
on one die to avoid being tangled in
its web. If you fail you must subtract
2 from your combat score against the
Spider.

FOLLOWER 5 FOLLOWER
DOG

Strength 2
Craft 1

The dog will fight in your place in
combat but will not add his score to
yours if you fight.

Each player in the dungeon must roll
to see what happens:

1-2 - Lose 1 Life

34 - Miss 1 Turn

5-6 - Safe

ENEMY-Monster 2 ENEMY-Monster
GOBLIN

A foul Goblin is stalking this area.
It will remain here until it is killed.
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SPELL SPELL

COUNTERSPELL

This Spell may be cast as required. It
negates the effects of any Spell just cast,
including the Command Spell.

SPELL SPELL
COUNTERSPELL

This Spell may be cast as required. It
negates the effects of any Spell just cast,
including the Command Spell.
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OBJECT

OBJECT 5

While you carry the Torch in the
Dungeon you may roll twice for
movement and take either number
as your movement roll.

PLACE 6 PLACE
SECRET PASSAGE

If you choose to go down the Secret
Passage, roll one die now to see where
you come out.

2. Guard Room
4. Vault

1. Entrance
3. Library

EVENT 1 EVENT
MAGIC MIRROR

You look into the mirror and it
shatters, but you gain 1 Spell.

OBJECT 5
BAG OF GOLD

xchange immediately for Bag of Gold
token and then place on discard pile.

OBJECT

EVENT 1 EVENT

You fall down a trapdoor and find
yourself back at the Entrance.

A Slaver captures all your followers.
You may buy them back at 1 Gold
each. Any not paid for are discarded

along with the Slaver.
EVENT 1 EVENT
MAGIC MIRROR

You look into the mirror and it
shatters, but you gain 1 Spell.

OBJECT 5
BAG OF GOLD

OBJECT

Exchange immediately for Bag of Gold
token and then place on discard pile.

PLACE 6

You may use the Tunnel to leave the
Dungeon if you wish. To leave the
Dungeon, roll one die on your next
move to see where you come out.
1. G 2. Forest

.5 'Ihr:eg:n 4. Castle

5. Warlock’s Lair

6. Temple

PLACE 6 PLACE

SNAKE PIT

To cross the snake pit safely you must
roll a number less than your Strength
on one die. If you fail you must lose
a Life or a Follower.

ENEMY-Spirit 3 ENEMY-Spirit
NIGHTMARE

FOLLOWER 5 FOLLOWER
WISE MAN

While he is with you the Wise Man
adds 1 to your Craft, but he will join
any other player who lands on the
same space as you.

OBJECT 5
TORCH

OBJECT

While you carry the Torch in the
Dungeon you may roll twice for
movement and take either number
as your movement roll.

ENEMY-Spirit 3 ENEMY-Spirit
PHANTOM HOUND

Craft 6

A terrible Nightmare haunts this
area, It will remain here until it is
killed.

ENEMY-Monster 2 ENEMY-Monster
LIVING STATUE

Strength §

Unless defeated by a character using
the Runesword or Holy Lance the
statue is not destroyed and remains
here.

Craft 4

A Phantom Hound haunts this area,
It will remain here until it is killed.

STRANGER 4  STRANGER
. LONE DWARF

If you choose to approach the Dwarf roll a
die to see how he reacts:

1. Attacks with Strength 4 "

2. Misdirects you - go back

3, Takes 1 Golyc'lm-‘.gGives youmd

5. Directs you - go forward 2 spaces

6. Joins you as Follower.

While he is your Follower you may add 1 to
your roll at the Treasure Chamber.
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OBJECT 5 OBJECT

While you have a Sword, you may:
1: Add 1 to your Strength for the dura-
tion of any Combat in which you use it.

OBJECT 5 OBJECT

Sheet 17 - Print 1 Copy - Attach to back of sheet 16

OBJECT

OBJECT 5

While you have a Sword, you may:
1: Add 1 to your Strength for the dura-
tion of any Combat in which you use it.

OBJECT 5
SHIELD

OBJECT

OBJECT

OBJECT 5

While you have a Sword, you may:
1: Add 1 to your Strength for the dura-
tion of any Combat in which you use it.

OBJECT 5 OBJECT

RAFT

If,as a of Combat, you have just
lost a Life, roll 1 die. If you roll a 5 or 6,
the Shield protected you and you did not
lose that Life, though you still lost the
Combat.

OBJECT 5 OBJECT

- 0

L,50 ¢

If, as a result of Combat,

lost a Life, roll 1 die. If you roll a 6, the
Helmet protected you and you did not
lose that Life, though you still lost the
Combat.

OBJECT 5 OBJECT

While you have an Axe, you may:
1: Add 1 to your Strength for the dura-
tion of any Combat in which you use it:
2: Build a Raft when you are in Woods
or the Forest.

. e

If, as a result of Combat, you have just
lost a Life, roll 1 die. If you roll a 5 or 6,
the Shield protected you and you did not
lose that Life, though you still lost the
Combat.

OBJECT 5 OBJECT

TSR, )\ /il
f, as a result of Combat, you have just
lost a Life, roll 1 die. If you roll a 6, the
Helmet protected you and you did not
lose that Life, though you still lost the
Combat.

OBJECT 5 OBJECT

On your next Turn, instead of your nor-
mal Move, you may cross the River to a
space directly opposite the one you are
in. You must do so immediately if you
wish to. Whether you cross or not, place
the Raft on the discard pile as it cannot
be carried and rots when left behind.

OBJECT 5 OBJECT

While you have an Axe, you may:
1: Add 1 to your Strength for the dura-
tion of any Combat in which you use it:
2: Build a Raft when you are in Woods
or the Forest.

OBJECT 5 OBJECT

OBJECT

OBJECT

OBJECT 5 OBJECT

SHIELD

If, as a result of Combat, you have just
lost a Life, roll 1 die. If you roll a 5 or 6,
the Shield protected you and you did not
lose that Life, though you still lost the
Combat.

OBJECT 5 OBJECT

LD 00 . )| /¥ 4 =
f, as a result of Combat, you have just
lost a Life, roll 1 die. If you roll a 6, the
Helmet protected you and you did not
lose that Life, though you still lost the
Combat.

OBJECT 5 OBJECT

While you have an Axe, ) )
1: Add 1 to your Strength for the dura-
tion of any Combat in which you use it:
2: Build a Raft when you are in Woods
or the Forest.

OBJECT 5 OBJECT

If, as a result of Combat, you have just
lost a Life, roll 1 die. If you roll a 5 or 6,
the Shield protected you and you did not
lose that Life, though you still lost the
Combat.

OBJECT 5 OBJECT

f, as a result of Combat, you have just
lost a Life, roll 1 die. If you roll a 6, the
Helmet protected you and you did not
lose that Life, though you still lost the
Combat.

OBJECT 5 OBJECT

While you have an Axe, ) )
1: Add 1 to your Strength for the dura-
tion of any Combat in which you use it:
2: Build a Raft when you are in Woods
or the Forest.

OBJECT 5 OBJECT

If, as a result of Combat, you have just
lost a Life, roll 1 die. If you roll a 4,5 or
6, the Armour protected you and you did
not lose that Life, though you still lost the
Combat.

If, as a result of Combat, you have just
lost a Life, roll 1 die. If you roll a 4,5 or
6, the Armour protected you and you did
not lose that Life, though you still lost the
Combat.

If, as a result of Combat, you have just
lost a Life, roll 1 die. If you roll a 4,5 or
6, the Armour protected you and you did
not lose that Life, though you still lost the
Combat.

If, as a result of Combat, you have just
lost a Life, roll 1 die. If you roll a 4,5 or
6, the Armour protected you and you did
not lose that Life, though you still lost the
Combat.
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ALIGNMENT ALIGNMENT
YOU ARENOW

EVIL

ALIGNMENT ALIGNMENT
YOU ARE NOW

EVIL

ALIGNMENT ALIGNMENT
YOU ARE NOW

EVIL

ALIGNMENT ALIGNMENT
YOU ARE NOW

EVIL




OBJECT 5 OBJECT

WATER BOTTLE

P e oY .. »
While you have a Water Bottle in your
possession, you do not lose a Life in the
Desert.

OBJECT 5 OBJECT
WATER BOTTLE

,'O."\D'A/—\L. S L
While you have a Water Bottle in your
possession, you do not lose a Life in the
Desert.

OBJECT 5 OBJECT
WATER BOTTLE

. - = ‘/\L - .
While you have a Water Bottle in your
possession, you do not lose a Life in the
Desert.

OBJECT 5 OBJECT
WATER BOTTLE

.o

While

you have a
possession, you do not lose a Life in the
Desert.
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OBJECT 5
_MULE

OBJECT

any number of Objects. Should you lose
the Mule, you must immediately leave
any surplus Objects in the space you are
in.

OBJECT 5
_MULE

OBJECT

any number of Objects. Should you lose
the Mule, you must immediately leave
any surplus Objects in the space you are
in.

OBJECT 5 OBJECT

_MULE

any number of Objects. Should you lose
the Mule, you must immediately leave
any surplus Objects in the space you are
in.

OBJECT 5 OBJECT

any number of Objects. Should you lose
the Mule, you must immediately leave
any surplus Objects in the space you are
in.

ALIGNMENT ALIGNMENT
YOU ARENOW

GOOD

ALIGNMENT ALIGNMENT
YOU ARE NOW

GOOD

ALIGNMENT ALIGNMENT
YOU ARE NOW

GOOD

ALIGNMENT ALIGNMENT
YOU ARENOW

GOOD

MAGICOBJECT § MAGIC OBJECT
TALISMAN

Only if you have a Talisman may you
enter the Valley of Fire.

MAGICOBJECT § MAGIC OBJECT
TALISMAN

Only if you have a Talisman may you
enter the Valley of Fire.

MAGICOBJECT § MAGIC OBJECT
TALISMAN

Only if you have a Talisman may you
enter the Valley of Fire.

MAGICOBJECT § MAGIC OBJECT
TALISMAN

Only if you have a Talisman may you
enter the Valley of Fire.

YOU ARE NOW A SLIMY, LITTLE
TOAD

For 3 Turns.

Leave all your Objects (Magic or other-
wise), Gold, and Followers on the space
where you were zapped into a Toad.
While you are a Toad, you have:

STRENGTH: 1 CRAFT1
MOVE: 1 Space per Turn (no die roll).
LIVES: Retain your character’s Lives.

You may not add the additional Craft
and Strength points of your character.

You may neither cast nor gain Spells,
though you keep the ones you had.

When you return to normal, your
character will be as before, minus
Objects, Gold and Followers and any
Lives lost while a Toad.

YOU ARENOW A SLIMY, LITTLE
TOAD

For 3 Turns.

Leave all your Objects (Magic or other-
wise), Gold, and Followers on the space
where you were zapped into a Toad.
While you are a Toad, you have:

STRENGTH: 1 CRAFT1
MOVE: 1 Space per Turn (no die roll).
LIVES: Retain your character’s Lives.

You may not add the additional Craft
and Strength points of your character.

You may neither cast nor gain Spells,
though you keep the ones you had.

When you return to normal, your
character will be as before, minus
Objects, Gold and Followers and any
Lives lost while a Toad.

YOU ARE NOW A SLIMY, LITTLE
TOAD

For 3 Turns.

Leave all your Objects (Magic or other-
wise), Gold, and Followers on the space
where you were zapped into a Toad.
While you are a Toad, you have:

STRENGTH: 1 CRAFT1
MOVE: 1 Space per Turn (no die roll).
LIVES: Retain your character’s Lives.

You may not add the additional Craft
and Strength points of your character.

You may neither cast nor gain Spells,
though you keep the ones you had.

When you return to normal, your
character will be as before, minus
Objects, Gold and Followers and any
Lives lost while a Toad.

YOU ARE NOW A SLIMY, LITTLE
TOAD

For 3 Turns.

Leave all your Objects (Magic or other-
wise), Gold, and Followers on the space
where you were zapped into a Toad.
While you are a Toad, you have:

STRENGTH: 1 CRAFT1
MOVE: 1 Space per Turn (no die roll).
LIVES: Retain your character’s Lives.

You may not add the additional Craft
and Strength points of your character.

You may neither cast nor gain Spells,
though you keep the ones you had.

When you return to normal, your
character will be as before, minus
Objects, Gold and Followers and any
Lives lost while a Toad.
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SPELL

SPELL
ACQUISITION

This Spell may be cast as required. When
cast, it enables you to take one Object of
you choice or one Gold from any one
player to add to your own.

SPELL
BRAINWAVE

SPELL

You may cast this Spell on yourself or on
another player at any time, It will
increase the recipient’s Craft by their
starting Craft for the remainder of that
Turn only.

SPELL
DIVINATION

ps

SPELL

D)

SN A\ SN
You may cast this Spell on your Turn,
before you roll the die for your Move.
When cast it allows you to take one secret
look at the top five Adventure Cards in
the stock pile.

‘You may cast this spell before you mave.
You may shoot the Fireball against any
face-up Enemy card or character in the
same Region «v yourself. Should the at-
tack be defeated nothing happens. If the
Fireball attack wins your opponent is kill-
ed (if an Enemy) or loses a Life (if another
character).
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SPELL SPELL
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SPELL

SPELL

o

This Spell must be cast at the start of
your Turn, before you Move. When you
cast the Spell it will convert any number
of Objects in your possession into Gold.
Discard the chosen Objects and take 1
Gold for each.

SPELL
DESTROY MAGIC

SPELL

N
You must casf this Spell at the start of
your Turn before rolling the die for
Movement. When you cast it, no player,
including yourself, may cast a Spell or
use, or gain any benefit from, any Magic
Object until the start of your next Turn.

SPELL SPELL

ENRICH

Cast this Spell as required. When you
cast it, roll 1 die and take that number of
bags of Gold from the stockpile.

A

2

You may cast this spell as required. It may
be cast at any one other player in the same
region as yourself. Roll for each object
carried by the victim; on a six it is blown
away. to . the discard pile.

You may cast this Spell at the start of
your Turn, or when you have just com-
pleted your Move. When cast, place this
card on any space not occupied by
another player in the Region you are in.
No-one except you may move onto or
through that space. The Spell lasts until
the start of your next Turn.

SPELL SPELL

DESTRUCTION

. .
You may cast this Spell at the start of
your Turn, or when you have just com-
pleted your Move. When cast, it empow-
ers you to remove any upturned Adven-
ture Card from the board and place it on
the discard pile.

SPELL SPELL

‘ FINGER OF DEATH

This spell may only be cast during an en-
counter. The spell will kill any enemy ex-
cept Spirits and will take two Lives from
any character. You do not need to fight a
«ombat to use the spell but you may be
Evaded if it is your opponent’s turn.

SPELL

']

This Spell must be cast at the start of
your Turn, before you Move. When you
cast it, place it on any space in the Outer
or Middle Regions not already occupied
by a player. It remains for 3 complete
Rounds after which it is placed on the
discard pile. Any player landing on it in
that time immediately loses a Life.

SPELL SPELL
BLADESHARP

Cast this Spell on any Weapon as Com-
bat is about to start. For the duration of
that one Combat only, the Weapon will
give an additional 2 to Strength.

SPELL . SPELL
DESTRUCTION

s - =
You may cast this Spell at the start of
your Turn, or when you have just com-
pleted your Move. When cast, it empow-
ers you to remove any upturned Adven-
ture Card from the board and place it on
the discard pile.

SPELL SPELL

FIREBALL

‘You may cast this spell before you move.
You may shoot the Fireball against any
face-up Enemy card or character in the
same Region «x yourself. Should the at-
tack be defeated nothing happens. If the
Fireball attack wins your opponent is kill-
ed (if an Enemy) or loses a Life (if another
character).

SPELL SPELL

INVISIBILITY

Y
OE

-
P

This Spell may be cast as required. It is
cast on yourself, turning you Invisible
for that Turn. You may then Evade any
player or Enemy.

\ SPELL SPELL

BOLSTER

place. It may be cast on yourself, another
player or an Enemy, When cast it
increases the target’s Strength by the roll
of one die for the duration of that Com-
bat only,

SPELL SPELL
DISPLACEMENT

You may cast this Spell at the start of
your Turn, or when you have just com-
pleted your Move. When cast, it empow-
ers you to remove any upturned Adven-
ture Card from the board and place it on
any space in the same Region not
occupied by a player.

SPELL SPELL
FIREBALL

STRENGTH 5

You may cast this spell before you mave.
You may shoot the Fireball against any
face-up Enemy card or character in the
same Region ax yourself. Should the at-
tack be defeated nothing happens. If the
Fireball attack wins your opponent is kill-
ed (if an Enemy) or loses a Life (if another
character).

SPELL SPELL

LIGHTNING BOLT

This Spell may be cast as required.”you
may cast it at any space in the same region
as your character. Any creatures in the
space, including other characters, are
tunned. Stunned creatures cannot be At-
tacked but can be Evaded, other players
who are Stunned miss their next turn.
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SPELL
MESMERISM

SPELL

This Spell may be cast as required. When
cast, it enables you to take one Follower
of your choice from any one player to add
to your own.

SPELL SPELL
'PRESERVATION

Cast this Spell as required, on yourself,

another player, Follower or Enemy. It
prevents a player from losing a Life when
they would have done so, or a Follower
from being killed. When cast on an
Enemy just Destroyed or defeated in
Combat, it prevents its death, resulting
ina Stand-off.

SPELL SPELL
SUMMON STORM

‘When cast a storm blows up in one space
of your choice in the same Region as your
character. The storm will panic a\lllfy
animals in that Enemy animals suf-
ferring from Pam be Evaded. Animal
Followers will run away on a roll of five
or six; roll for each such Follower. Those
that run away are lost to the discard pile
along with any objects they may be
carrying.
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SPELL
METAMORPH

SPELL

You may cast this Spell when you have
just drawn an Adventure Card. It allows
you to discard any one Adventure Card
that you have just drawn and draw
another one instead.

SPELL SPELL
REFLECTION

This spell may be cast as required. It turns ‘
any spell back onto the player who cast it.
including the Command spell.

SPELL SPELL
TEMPORAL WARP

You may cast this Spell on your Turn,
before you roll the die for your Move.
When cast, it permits you to take 3 suc-
cessive Turns instead of one before play
passes to the next player.

SPELL SPELL

MIND-STEAL

You may cast this Spell as requlred
When cast, it permits you to take one
Spell from any other player. You must
nominate the player first, then you may
look at their Spells and take the one of
your choice.

SPELL SPELL

RESURRECTION

Cast this Spell as required. When cast, it
permits you to take a defeated Enemy
card held by another player towards
gaining Strength. The resurrected
Enemy will add its Strength to yours for
one Combat after which you must dis-
card it,

SPELL SPELL
THE WAY OF THE LOTUS

You may cast this Spell and commence
Ethereal adventuring. Take the Mystic
Character Card.

SPELL SPELL

MISDIRECTION

This spell may be cast as required. You
may only cast it on another player. When
they next have a turn they roll for move-
ment as normal but you move their
character.

SPELL
SLOW MOTION

SPELL

| You may cast this Spell on yourself or on

another player at the start of the target’s
Turn. It will reduce their Movement to
one space a Turn for their next two
Turns, (including the one in which the
Spell was cast).

SPELL SPELL
Transmute

Cast this spell as required on another
player. It transmutes all his
non-magical Swords, Axes, Armour,
Shields, Helmets and Gold into
wood, rendering them useless. They
must dump all these items.

You may cas( this Spell at any time on
any pla_wr When you cast it, you force
the player of your choice to discard all
their unused Spells.

You may cast this spell as required. When
cast on yourself or another player the reci-
pient is empowered to move twice the nor-
mal distance. When rolling for movement
you may double the number rolled.

SPELL SPELL
WATER WALKING

‘You may cast this spell instead of making
adie roll for movement, either on yourself
or on another player. The recipient is able
to cross the Storm River from any space
in the Outer Region to any space in the In-
ner Region, or any space on the Inner
Region to any space on the Outer Region,
without the need of a Raft.
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OBJECT 5 OBJECT
ALIEN ARTIFACT
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OBJECT 5 OBJECT
ALIEN ARTIFACT

OBJECT 5 OBJECT
ALIEN ARTIFACT

OBJECT 5 OBJECT
ALIEN ARTIFACT

HAND OF FATE 1 HAND OF FATE

DIMENSIONAL RIFT

You find a valuable Alien Artifact that you
are able to trade. Gain 2 Gold as payment.

HAND OF FATE 1 HAND OF FATE
DIMENSIONAL RIFT

Draw 1 card from the Adventure cards deck.

ENEMY-Alien 2 ENEMY-Alien

STAR PREDATOR

Fight one Combat against this foe.

HAND OF FATE 1 HAND OF FATE
SUPERNOVA

Roll 1 die:
1-3: Move back to the space you just moved
from.

4-6: Move forward 1 Space, along the
Red Warp line.

You find a valuable Alien Artifact that you
are able to trade. Gain 2 Gold as payment.

HAND OF FATE 1 HAND OF FATE
DIMENSIONAL RIFT

Draw 1 card from the Adventure cards deck.

ENEMYAlien 2 ENEMYAlien
STAR PREDATOR

Strength 5
Fight one Combat against this foe.

FOLLOWER 5  FOLLOWER

SYMBIOTE

While the Symbiote is your Follower, subtract
1 from your Strength (even if you are at your
starting quota) and add 3 to your Craft.

You find a valuable Alien Artifact that you
are able to trade. Gain 2 Gold as payment.

HAND OF FATE 1 HAND OF FATE

You find a valuable Alien Artifact that you
are able to trade. Gain 2 Gold as payment.

Draw 1 card from the Adventure cards deck.

Draw 1 card from the Adventure cards deck.

HAND OF FATE 1 HAND OF FATE
SUPERNOVA

Roll 1 die:
1-3: Move back to the space you just moved
from.

4-6: Move forward 1 Space, along the
Red Warp line.

STRANGER 4  STRANGER

The Time Travellers offer you a ride to the
Space Fortress immediately.

This Object will Heal up to 2 Lives. Discard
after one use.

HAND OF FATE 1 HAND OF FATE
SUPERNOVA

Roll 1 die:
1-3: Move back to the space you just moved
from.

4-6: Move forward 1 Space, along the
Red Warp line.

ENEMY-Alien 3 ENEMY-Alien
WILL O’ THE WISP

This Object will Heal up to 2 Lives. Discard
after one use.

HAND OF FATE 1 HAND OF FATE

Roll 1 die:

1-3: Move back to the space you just moved
from.

4-6: Move forward 1 Space, along the
Red Warp line.

ENEMY-Alien 3 ENEMY-Alien
WILL O’ THE WISP

Craft §
Fight one Psychic Combat against this foe.

Craft §
Fight one Psychic Combat against this foe.



ENEMY-Alien 2 ENEMY-Alien

ALIEN SPORES

Strength 4

Fight one Combat against this Enemy. Do not add
anything for Objects you are carrying, If you lose,
you have been infected! At the start of your next
Turn and each Turn thereafter, lose 1 Life. You
can be cured by the Robo-Doc at a cost of 1 Gold,
in addition to normal healing. If you return to
the main board, the Spores die and you do not
lose any more Lives.

ENEMY-Alien 2 Enemy-Alien

Strength 12
You are attacked by the Behemoth.

OBJECT

OBJECT 5
JET PACK

When using this object you may add 1 to the
die when rolling for Movement. You may
decide to use the Jet Pack after you have
rolled the die.

OBJECT 5 OBJECT

PSI-HELMET

@LE#

You may add 2 to your Craft when using this
weapon in Psychic Combat. No Character
may use 2 Psychic Helmets at the same time.
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OBJECT 5 OBJECT
ANTI-GRAV PLATFORM

With this Object, you may carry any number
of Objects.

OBJECT 5§  OBJECT
CHAMELEON SUIT
ik

ST

With this object you have a 50% chance of
becoming invisible. Before any Combat you
may roll a die. On a 4-6 you evade the Enemy,
on a 1-3 you must fight the Combat as
normal. This Object only works against
creatures encountered in the Quter and
Middle Regions, or on the Dungeon or
Timescape boards, but never against
Hercules or the Dragon King.

OBJECT 5 OBJECT
MINING LASER

This object allows you to add 2 to your
Strength when rolling in the Crypt to
determine where you come out. This bonus
is not cumulative with another Mining Laser
or a Shovel.

ENEMYAlien 3 ENEMY-Alien
PSYCHIC PARASITE

T

Craft 6

Fight one Psychic Combat against this
Enemy. If you lose, lose 1 Life and 1 Craft.

ENEMY-Alien 2
ASTR/

ENEMY-Alien

Strength 6

Fight one Combat against this Enemy. If you
lose, lose 1 Life and 1 Strength.

OBJECT 5 OBJECT
COMBAT ENVIRO-SUIT

You do not need to roll the die in the Rad
Zone, and you are safe in the Desert, You
are safe on Death World on a die roll of 1.

STRANGER 4  STRANGER
OMNIPOTENT BEING

i

This powerful entity grants you a boon. Roll
1 die:

e

1. Gain 1 Craft; 2; Gain 1 Strength; 3, Gain
2 Lives; 4. Gain 2 Craft; 5. Gain 2 Strength;
6. Teleport to any Space in any Region or
on any board (including the Crown of
Command, unless the Demon Lord has
erected a barrier).

ENEMY-Alien 3 ENEMY-Alien

SPACE VAMPIR

Craft 12

Fight one Psychic Combat against this
awesome foe.

OBJECT 5 OBJECT
BATTLE ARMOUR

Add 2 to your Strength while wearing the
Battle Armour. If you lose a life in Combat,
roll 1 die. If you roll a 4, 5 or 6, you do not
lose the Life, but have still lost the Combat.

If, as a result of Combat, you have just lost
a Life, roll one die. If you roll a4, 5 or 6,
the Force Shield protected you and you do
not lose that Life, though you still lose the
Combat.

HAND OF FATE 1 HAND OF FATE

You are attacked by a band of Space
Orks.

Fight four Combats vs Strength 4

FOLLOWER 5  FOLLOWER
STAR SPRITES

FOLLOWER 5  FOLLOWER

BATTLE DROID

Strength 6 Craft 6
The Battle Droid will fight in your place in
Combat, but may not use Objects or Spells. If
it loses, it is damaged. It will no longer operate,
and becomes an Object. It may be repaired at
the Space Fortress for 2 Gold. It is immune to
Mesmerism, the Leper, Cyclops, Hag, Werewolf,
Vampire and Sorceress.

OBJECT 5 OBJECT
GYRO-COMPASS

- <

This Object allows you to add 2 to your Craft
when rolling the dice in the Mines to
determine where you come out. This bonus
is not cumulative with another Gyro-
Compass or a Map.

OBJECT 5 OBJECT
POWER GLOVE

You may add 2 to your Strength when using
this weapon in Combat.

ENEMYAlic . 2 ENEMY-Alien

When the Sprites are your followers, you may
add 1 to the die roll when Praying and you
may Evade the Warp Demon.

Craft 9 Strength 9

You must fight this Enemy using either
Strength or Craft, whichever of your
attributes is the weaker.
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SPELL

SPELL
WARP GATE

You may cast this spell at the start of your Turn.
When cast, it opens a Warp Gate which will
remain in the space until the start of your next
Turn or until a Character passes throughit. You
may pass through the gate when you cast the Spell.
If you do not, any Character who lands on the
space must pass through the gate. Any Character
who passes through the gate s moved immediately
tothe Warp Gate space on the Timescape board.

SPELL SPELL

TELEPORT

rolling the die for your Movement. It
enables you to Teleport to any other
space in the same Region. The spell may
not be used in the Inner Region.

Cast on any one player at any time. They

roll 1 die to determine the effect on them:
1: Become Toad for 3 Turns

2: Lose Strength*  3: Lose Craft*

(* All but starting quota and those gained

from Followers and Objects owned.)

4: Lose all Gold 5: Gain 1 Strength

6: Gain 1 Life

SPELL
IMMOBILITY

SPELL

o . A

This Spell may be cast as required. When
cast on a player, that player is
immobilised (may perform no actions
apart from negating the Spell with Coun-
terspell) for the duration of that Turn. It
has the same effect when cast on an
Enemy. In both instances, the victim
may not be attacked but may be Evaded.

SPELL

SPELL

PSIONIC BLAS

4 »

T

You cast this spell on yourself when you
are about to engage in Combat. For that
one Combat (not Psychic) only, the Spell
allows you to add your Craft to your
Strength for your total Strength.

SPELL SPELL

HEALING

This Spell may be cast as required. By
casting it on yourself or any other player,
the recipient is restored to their original
quota of 4 Lives.
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TALISMAN is.a game plam}ma mythical worlg of dragons and sorcery‘As amarrior, wizard, prlest,
- or-one of eleven other characters with special powers, each player mist sgt off on a quest to fmdjhe magic™
" talisman. Fhe journéy will bé filled with danger - fonsters, traps and évil beings are waiting to defeat *
your player-chardcter. th_h skill- and luck your will survwe‘to find the greatest,{reasure of themall, On'ly
then w1ll victory be yours. : . | o

e ®;

¥

WHAT YOU GET: GAME DATA: Made in
@ | full-colour Playiiig Board depicting the magic kingdom. GREAT

8 © 14 full-colour Character Cards detailing Special Abilities with 14 small, matching [l COMPLEXITY: Low B RITAIN
full-colour Cards and 6 plastic bases to represent the characters on the board. e ! B gy e o
© 104 full-colour Adventure Cards detailing monsters, treasures and other items. NUMBER OF PLAYERS: Two to Six
® 24 full-colour Speli Cards detailing the spells which may be cast. AGE: Nine to Adult
© 28 full-colour Purchase cards detailing the items that may be bought. 4
® 4 full-colour Talisman Cards, 4 Toads, and 4 alignment Change Cards. PLAYING TIME: Ore Hour plus

§ ©® 1six-sided Die for movement and combat. 3

2

_(© 1985, GAMES WORKSHOP LID. 01 0262\\




Talisman The Magical Quest Game

2nd Edition

Scanned by Number 6.

This is a pdf version of the Games Workshop game.
All the game components in this pdf are in CMYK colour mode @ 300 DPI.

Included Components
Talisman The Magical Quest Game
The Expansion Sets:

Talisman Expansion Set [Expansion Set 1]
Talisman The Adventure [Expansion Set 2]
The Talisman Dungeon [Expansion Set 4]
Talisman Timescape [Expansion Set 5]

And extra cards from

White Dwarf No. 72, 1985

White Dwarf No. 115, 1989

This pdf does not include (due to non-availability):
Talisman City [Expansion Set 3]
Talisman Dragons [Expansion Set 6]

The Dice & Playing Piece Bases:

The components that could not be scanned were the six-sided die and the six bases for the playing piece
cards. The scan of the back of the box shows roughly what these are like. You’ll need 2 six-sided dice. If
you don’t have any suitable bases similar to the original bases you can use the 7 (1 Extra!) cutout bases
on Page 72 of the pdf. Just glue the two sections of the playing piece cards to cardboard and glue the
bottoms to the larger cutout and the tops to the smaller cutout. Or if you have any miniatures you could
use these instead.

How Many Printouts

Print 1 copy of page 1 (The top of the box — optional)

Print 1 copy of pages 2 to 30

Print 6 Copies of page 31

Pages 32 to 72 have instructions as to how many copies to print of each
Print 1 copy of page 73 (The back of the box — optional)

Putting the parts together

Recommended printing media (thin/thick card, paper) for each page is listed under bookmarks.

For pages 32 to 72 (The cards and counters), separate the sheets into pairs for front and back (as indicated
on top of the sheets). Glue one side to card, allow to dry, cut out around the edges, glue the other
matching sheet to the other side of the card, allow to dry, cut out the individual cards and counters along
the grey guides. Cut each copy of pages 51 to 53 into vertical strips and glue the matching cards to card as
for the other cards and cut out. Page 61 contains the counters which are one sided only and six spell
cards. Print two copies of this page, cut out the spell cards on each copy and glue the backs to the fronts
as above, to make 12 spell cards. Cut out the paper bases on page 72, if needed, before gluing to the back
of page 71

Separating The Expansion Set Components

See the list at the end of this pdf if you want to separate all the components to play the basic set or the
basic set with selected expansions. There is also an excel file (Talisman Components & Cards List.xls)
that lists the cards complete with filters. You can search for this file on Kazaa.
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1 - Talisman The Magical Quest Game
1 - Talisman The Magical Quest Game
1 - Talisman The Magical Quest Game
1 - Talisman The Magical Quest Game
1 - Talisman The Magical Quest Game
1 - Talisman The Magical Quest Game
1 - Talisman The Magical Quest Game
1 - Talisman The Magical Quest Game
1 - Talisman The Magical Quest Game
1 - Talisman The Magical Quest Game
1 - Talisman The Magical Quest Game
1 - Talisman The Magical Quest Game
1 - Talisman The Magical Quest Game
1 - Talisman The Magical Quest Game
1 - Talisman The Magical Quest Game
1 - Talisman The Magical Quest Game
1 - Talisman The Magical Quest Game
1 - Talisman The Magical Quest Game
1 - Talisman The Magical Quest Game
1 - Talisman The Magical Quest Game
1 - Talisman The Magical Quest Game
1 - Talisman The Magical Quest Game
1 - Talisman The Magical Quest Game
1 - Talisman The Magical Quest Game
1 - Talisman The Magical Quest Game
1 - Talisman The Magical Quest Game
1 - Talisman The Magical Quest Game
1 - Talisman The Magical Quest Game
1 - Talisman The Magical Quest Game
1 - Talisman The Magical Quest Game
1 - Talisman The Magical Quest Game
1 - Talisman The Magical Quest Game
1 - Talisman The Magical Quest Game
1 - Talisman The Magical Quest Game
1 - Talisman The Magical Quest Game
1 - Talisman The Magical Quest Game
1 - Talisman The Magical Quest Game
1 - Talisman The Magical Quest Game
1 - Talisman The Magical Quest Game
1 - Talisman The Magical Quest Game
1 - Talisman The Magical Quest Game
1 - Talisman The Magical Quest Game
1 - Talisman The Magical Quest Game
1 - Talisman The Magical Quest Game
1 - Talisman The Magical Quest Game
1 - Talisman The Magical Quest Game
1 - Talisman The Magical Quest Game
1 - Talisman The Magical Quest Game
1 - Talisman The Magical Quest Game
1 - Talisman The Magical Quest Game

Type

Plastic Base
Plastic Base
Plastic Base
Plastic Base
Plastic Base
Playing Piece Card
Playing Piece Card
Playing Piece Card
Playing Piece Card
Playing Piece Card
Playing Piece Card
Playing Piece Card
Playing Piece Card
Playing Piece Card
Playing Piece Card
Playing Piece Card
Playing Piece Card
Playing Piece Card
Playing Piece Card
Purchase
Purchase
Purchase
Purchase
Purchase
Purchase
Purchase
Purchase
Purchase
Purchase
Purchase
Purchase
Purchase
Purchase
Purchase
Purchase
Purchase
Purchase
Purchase
Purchase
Purchase
Purchase
Purchase
Purchase
Purchase
Purchase
Purchase
Purchase

Rules

Spell

Spell

Spell

Spell

Spell

Spell

Spell

Spell

Spell

Spell

Spell

Spell

Spell

Spell

Spell

Spell

Spell

Spell

Spell

Name
Plastic Base
Plastic Base
Plastic Base
Plastic Base
Plastic Base
Assassin
Druid

Dwarf

EIf

Ghoul
Minstrel
Monk

Priest
Prophetess
Sorceress
Thief

Troll
Warrior
Wizard
Armour
Armour
Armour
Armour

Axe

Axe

Axe

Axe

Helmet
Helmet
Helmet
Helmet
Mule

Mule

Mule

Mule

Raft

Shield
Shield
Shield
Shield
Sword
Sword
Sword
Water Bottle
Water Bottle
Water Bottle
Water Bottle
Rules
Acquisition
Alchemy
Counterspell
Counterspell
Destroy Magic
Destruction
Destruction
Divination
Healing
Healing

Hex
Immobility
Immobility
Invisibility
Mesmerism
Nullify
Preservation
Psionic Blast
Psionic Blast



Set

1 - Talisman The Magical Quest Game

1 - Talisman The Magical Quest Game

1 - Talisman The Magical Quest Game

1 - Talisman The Magical Quest Game

1 - Talisman The Magical Quest Game

1 - Talisman The Magical Quest Game

1 - Talisman The Magical Quest Game

1 - Talisman The Magical Quest Game

1 - Talisman The Magical Quest Game

1 - Talisman The Magical Quest Game

1 - Talisman The Magical Quest Game

1 - Talisman The Magical Quest Game

1 - Talisman The Magical Quest Game

2 - Expansion 1 - Talisman Expansion Set
2 - Expansion 1 - Talisman Expansion Set
2 - Expansion 1 - Talisman Expansion Set
2 - Expansion 1 - Talisman Expansion Set
2 - Expansion 1 - Talisman Expansion Set
2 - Expansion 1 - Talisman Expansion Set
2 - Expansion 1 - Talisman Expansion Set
2 - Expansion 1 - Talisman Expansion Set
2 - Expansion 1 - Talisman Expansion Set
2 - Expansion 1 - Talisman Expansion Set
2 - Expansion 1 - Talisman Expansion Set
2 - Expansion 1 - Talisman Expansion Set
2 - Expansion 1 - Talisman Expansion Set
2 - Expansion 1 - Talisman Expansion Set
2 - Expansion 1 - Talisman Expansion Set
2 - Expansion 1 - Talisman Expansion Set
2 - Expansion 1 - Talisman Expansion Set
2 - Expansion 1 - Talisman Expansion Set
2 - Expansion 1 - Talisman Expansion Set
2 - Expansion 1 - Talisman Expansion Set
2 - Expansion 1 - Talisman Expansion Set
2 - Expansion 1 - Talisman Expansion Set
2 - Expansion 1 - Talisman Expansion Set
2 - Expansion 1 - Talisman Expansion Set
2 - Expansion 1 - Talisman Expansion Set
2 - Expansion 1 - Talisman Expansion Set
2 - Expansion 1 - Talisman Expansion Set
2 - Expansion 1 - Talisman Expansion Set
2 - Expansion 1 - Talisman Expansion Set
2 - Expansion 1 - Talisman Expansion Set
2 - Expansion 1 - Talisman Expansion Set
2 - Expansion 1 - Talisman Expansion Set
2 - Expansion 1 - Talisman Expansion Set
2 - Expansion 1 - Talisman Expansion Set
2 - Expansion 1 - Talisman Expansion Set
2 - Expansion 1 - Talisman Expansion Set
2 - Expansion 1 - Talisman Expansion Set
2 - Expansion 1 - Talisman Expansion Set
2 - Expansion 1 - Talisman Expansion Set
2 - Expansion 1 - Talisman Expansion Set
2 - Expansion 1 - Talisman Expansion Set
2 - Expansion 1 - Talisman Expansion Set
2 - Expansion 1 - Talisman Expansion Set
2 - Expansion 1 - Talisman Expansion Set
2 - Expansion 1 - Talisman Expansion Set
2 - Expansion 1 - Talisman Expansion Set
2 - Expansion 1 - Talisman Expansion Set
2 - Expansion 1 - Talisman Expansion Set
2 - Expansion 1 - Talisman Expansion Set
2 - Expansion 1 - Talisman Expansion Set
2 - Expansion 1 - Talisman Expansion Set
2 - Expansion 1 - Talisman Expansion Set
2 - Expansion 1 - Talisman Expansion Set
2 - Expansion 1 - Talisman Expansion Set

Type
Spell
Spell
Spell
Spell
Spell
Talisman
Talisman
Talisman
Talisman
Toad
Toad
Toad
Toad
Adventure
Adventure
Adventure
Adventure
Adventure
Adventure
Adventure
Adventure
Adventure
Adventure
Adventure
Adventure
Adventure
Adventure
Adventure
Adventure
Adventure
Adventure
Adventure
Adventure
Adventure
Adventure
Adventure
Adventure
Adventure
Adventure
Adventure
Adventure
Adventure
Adventure
Adventure
Adventure
Adventure
Adventure
Adventure
Adventure
Character
Character
Character
Character
Character
Character
Character
Character
Character
Character
Character
Character
Character
Character
Playing Piece Card
Playing Piece Card
Playing Piece Card
Playing Piece Card

Name
Random
Random
Teleport
Teleport
Temporal Warp
Talisman
Talisman
Talisman
Talisman
Toad
Toad
Toad
Toad
Arena

Astral Conjunction

Bag Of Gold
Bag Of Gold
Bag Of Gold
Banshee
Berserker
Casket
Centaur
Champion
Cyclops
Demigod
Doppelganger
Earthquake
Gargoyle
Genie

Giant Lizard
Goblin
Golem
Halloween
Idol

Judge

Lich
Magician
Map

Outlaw
Patrol
Pegasus
Rod Of Ruin
Secret Door
Shade
Shovel
Sphinx
Taxation
Volcano
Winged Boots
Amazon
Barbarian
Gladiator
Halfling
Hobgoblin
Knight
Leprechaun
Merchant
Necromancer
Philosopher
Pilgrim
Ranger
Rogue
Satyr
Amazon
Barbarian
Gladiator
Halfling



Set

2 - Expansion 1 - Talisman Expansion Set
2 - Expansion 1 - Talisman Expansion Set
2 - Expansion 1 - Talisman Expansion Set
2 - Expansion 1 - Talisman Expansion Set
2 - Expansion 1 - Talisman Expansion Set
2 - Expansion 1 - Talisman Expansion Set
2 - Expansion 1 - Talisman Expansion Set
2 - Expansion 1 - Talisman Expansion Set
2 - Expansion 1 - Talisman Expansion Set
2 - Expansion 1 - Talisman Expansion Set
2 - Expansion 1 - Talisman Expansion Set
2 - Expansion 1 - Talisman Expansion Set
2 - Expansion 1 - Talisman Expansion Set
2 - Expansion 1 - Talisman Expansion Set
2 - Expansion 1 - Talisman Expansion Set
2 - Expansion 1 - Talisman Expansion Set
3 - Expansion 2 - Talisman The Adventure
3 - Expansion 2 - Talisman The Adventure
3 - Expansion 2 - Talisman The Adventure
3 - Expansion 2 - Talisman The Adventure
3 - Expansion 2 - Talisman The Adventure
3 - Expansion 2 - Talisman The Adventure
3 - Expansion 2 - Talisman The Adventure
3 - Expansion 2 - Talisman The Adventure
3 - Expansion 2 - Talisman The Adventure
3 - Expansion 2 - Talisman The Adventure
3 - Expansion 2 - Talisman The Adventure
3 - Expansion 2 - Talisman The Adventure
3 - Expansion 2 - Talisman The Adventure
3 - Expansion 2 - Talisman The Adventure
3 - Expansion 2 - Talisman The Adventure
3 - Expansion 2 - Talisman The Adventure
3 - Expansion 2 - Talisman The Adventure
3 - Expansion 2 - Talisman The Adventure
3 - Expansion 2 - Talisman The Adventure
3 - Expansion 2 - Talisman The Adventure
3 - Expansion 2 - Talisman The Adventure
3 - Expansion 2 - Talisman The Adventure
3 - Expansion 2 - Talisman The Adventure
3 - Expansion 2 - Talisman The Adventure
3 - Expansion 2 - Talisman The Adventure
3 - Expansion 2 - Talisman The Adventure
3 - Expansion 2 - Talisman The Adventure
3 - Expansion 2 - Talisman The Adventure
3 - Expansion 2 - Talisman The Adventure
3 - Expansion 2 - Talisman The Adventure
3 - Expansion 2 - Talisman The Adventure
3 - Expansion 2 - Talisman The Adventure
3 - Expansion 2 - Talisman The Adventure
3 - Expansion 2 - Talisman The Adventure
3 - Expansion 2 - Talisman The Adventure
3 - Expansion 2 - Talisman The Adventure
3 - Expansion 2 - Talisman The Adventure
3 - Expansion 2 - Talisman The Adventure
3 - Expansion 2 - Talisman The Adventure
3 - Expansion 2 - Talisman The Adventure
3 - Expansion 2 - Talisman The Adventure
3 - Expansion 2 - Talisman The Adventure
3 - Expansion 2 - Talisman The Adventure
3 - Expansion 2 - Talisman The Adventure
3 - Expansion 2 - Talisman The Adventure
3 - Expansion 2 - Talisman The Adventure
3 - Expansion 2 - Talisman The Adventure
3 - Expansion 2 - Talisman The Adventure
3 - Expansion 2 - Talisman The Adventure
3 - Expansion 2 - Talisman The Adventure
3 - Expansion 2 - Talisman The Adventure

Type

Playing Piece Card
Playing Piece Card
Playing Piece Card
Playing Piece Card
Playing Piece Card
Playing Piece Card
Playing Piece Card
Playing Piece Card
Playing Piece Card
Playing Piece Card
Spell

Spell

Spell

Spell

Spell

Spell

Adventure
Adventure
Adventure
Adventure
Adventure
Adventure
Adventure
Adventure
Adventure
Adventure
Adventure
Adventure
Adventure
Adventure
Adventure
Adventure
Adventure
Adventure
Adventure
Adventure
Adventure
Adventure
Adventure
Adventure
Adventure
Adventure
Adventure
Adventure
Adventure
Adventure
Adventure
Adventure
Adventure
Adventure
Adventure
Adventure
Adventure
Alternative Ending
Alternative Ending
Alternative Ending
Alternative Ending
Alternative Ending
Alternative Ending
Character
Character
Character
Character
Character
Character
Character
Character

Name
Hobgoblin
Knight
Leprechaun
Merchant
Necromancer
Philosopher
Pilgrim

Ranger

Rogue

Satyr

Barrier
Brainwave
Displacement
Metamorph
Mind-Steal
Slow Motion
Ancient Artifact
Archer

Bag Of Carrying
Bag Of Gold
Bag Of Gold
Bag Of Gold
Band Of Zombies
Cave Troll
Chinese Dragon
Concealed Pouch
Familiar

Fool's Gold
Ghast

Golden Statue
Griffon

Harpy

Horse

Horse

Horse And Cart
Horse And Cart
Instructor
Jester

Leper
Man-At-Arms
Pedlar

Porter

Porter

Shadow

Staff Of Mastery
Talisman
Talisman

Tomb

Vampire
Vampire Bats
Warhorse
Werewolf
Whirlwind

Belt Of Hercules
Crown Of Command
Demon Lord
Dragon King
Horrible Black Void
Pandora's Box
Centaur

Ninja

Orc

Samurai

Soldier

Warrior Of Chaos
Witch Doctor
Woodsman



Set

3 - Expansion 2 - Talisman The Adventure
3 - Expansion 2 - Talisman The Adventure
3 - Expansion 2 - Talisman The Adventure
3 - Expansion 2 - Talisman The Adventure
3 - Expansion 2 - Talisman The Adventure
3 - Expansion 2 - Talisman The Adventure
3 - Expansion 2 - Talisman The Adventure
3 - Expansion 2 - Talisman The Adventure
3 - Expansion 2 - Talisman The Adventure
3 - Expansion 2 - Talisman The Adventure
3 - Expansion 2 - Talisman The Adventure
3 - Expansion 2 - Talisman The Adventure
3 - Expansion 2 - Talisman The Adventure
3 - Expansion 2 - Talisman The Adventure
3 - Expansion 2 - Talisman The Adventure
3 - Expansion 2 - Talisman The Adventure
3 - Expansion 2 - Talisman The Adventure
3 - Expansion 2 - Talisman The Adventure
3 - Expansion 2 - Talisman The Adventure
3 - Expansion 2 - Talisman The Adventure
3 - Expansion 2 - Talisman The Adventure
3 - Expansion 2 - Talisman The Adventure
3 - Expansion 2 - Talisman The Adventure
3 - Expansion 2 - Talisman The Adventure
3 - Expansion 2 - Talisman The Adventure
3 - Expansion 2 - Talisman The Adventure
3 - Expansion 2 - Talisman The Adventure
4 - Expansion 4 - The Talisman Dungeon
4 - Expansion 4 - The Talisman Dungeon
4 - Expansion 4 - The Talisman Dungeon
4 - Expansion 4 - The Talisman Dungeon
4 - Expansion 4 - The Talisman Dungeon
4 - Expansion 4 - The Talisman Dungeon
4 - Expansion 4 - The Talisman Dungeon
4 - Expansion 4 - The Talisman Dungeon
4 - Expansion 4 - The Talisman Dungeon
4 - Expansion 4 - The Talisman Dungeon
4 - Expansion 4 - The Talisman Dungeon
4 - Expansion 4 - The Talisman Dungeon
4 - Expansion 4 - The Talisman Dungeon
4 - Expansion 4 - The Talisman Dungeon
4 - Expansion 4 - The Talisman Dungeon
4 - Expansion 4 - The Talisman Dungeon
4 - Expansion 4 - The Talisman Dungeon
4 - Expansion 4 - The Talisman Dungeon
4 - Expansion 4 - The Talisman Dungeon
4 - Expansion 4 - The Talisman Dungeon
4 - Expansion 4 - The Talisman Dungeon
4 - Expansion 4 - The Talisman Dungeon
4 - Expansion 4 - The Talisman Dungeon
4 - Expansion 4 - The Talisman Dungeon
4 - Expansion 4 - The Talisman Dungeon
4 - Expansion 4 - The Talisman Dungeon
4 - Expansion 4 - The Talisman Dungeon
4 - Expansion 4 - The Talisman Dungeon
4 - Expansion 4 - The Talisman Dungeon
4 - Expansion 4 - The Talisman Dungeon
4 - Expansion 4 - The Talisman Dungeon
4 - Expansion 4 - The Talisman Dungeon
4 - Expansion 4 - The Talisman Dungeon
4 - Expansion 4 - The Talisman Dungeon
4 - Expansion 4 - The Talisman Dungeon
4 - Expansion 4 - The Talisman Dungeon
4 - Expansion 4 - The Talisman Dungeon
4 - Expansion 4 - The Talisman Dungeon
4 - Expansion 4 - The Talisman Dungeon
4 - Expansion 4 - The Talisman Dungeon

Type

Character Sheet
Character Sheet
Character Sheet
Character Sheet
Character Sheet
Character Sheet
Playing Piece Card
Playing Piece Card
Playing Piece Card
Playing Piece Card
Playing Piece Card
Playing Piece Card
Playing Piece Card
Playing Piece Card
Questions & Answers
Rules

Spell

Spell

Spell

Spell

Spell

Spell

Spell

Spell

Spell

Spell

Spell

Adventure
Adventure
Adventure
Adventure

Board

Character
Character
Character
Character
Character
Character
Character
Character
Character
Character
Character
Character
Character
Character
Dungeon

Dungeon

Dungeon

Dungeon

Dungeon

Dungeon

Dungeon

Dungeon

Dungeon

Dungeon

Dungeon

Dungeon

Dungeon

Dungeon

Dungeon

Dungeon

Dungeon

Dungeon

Dungeon

Dungeon

Dungeon

Name

Character Sheet
Character Sheet
Character Sheet
Character Sheet
Character Sheet
Character Sheet
Centaur

Ninja

Orc

Samurai

Soldier

Warrior Of Chaos
Witch Doctor
Woodsman
Questions & Answers
Rules

Finger Of Death
Fireball

Fireball

Fireball

Gust Of Wind
Lightning Bolt
Misdirection
Reflection

Speed

Summon Storm
Water Walking
Dungeon Doorway
Dungeon Doorway
Dungeon Doorway
Dungeon Doorway
The Talisman Dungeon
Conjurer

Dark EIf

Gipsy

Highlander
Inquisitor

Martial Artist
Pirate

Saracen

Scout

Sprite

Spy
Swashbuckler
Swordsman

Zulu

Altar

Bag Of Gold

Bag Of Gold
Bronze Dragon
Cave-In

Chest

Crawling Slime
Crystal Of Power
Decree Of Banishment
Dog

Fire

Gauntlet Of Might
Giant Beetle

Giant Rat

Giant Rat

Giant Spider

Giant Spider
Giant Worm
Goblin

Goblin

Gong



Set

4 - Expansion 4 - The Talisman Dungeon
4 - Expansion 4 - The Talisman Dungeon
4 - Expansion 4 - The Talisman Dungeon
4 - Expansion 4 - The Talisman Dungeon
4 - Expansion 4 - The Talisman Dungeon
4 - Expansion 4 - The Talisman Dungeon
4 - Expansion 4 - The Talisman Dungeon
4 - Expansion 4 - The Talisman Dungeon
4 - Expansion 4 - The Talisman Dungeon
4 - Expansion 4 - The Talisman Dungeon
4 - Expansion 4 - The Talisman Dungeon
4 - Expansion 4 - The Talisman Dungeon
4 - Expansion 4 - The Talisman Dungeon
4 - Expansion 4 - The Talisman Dungeon
4 - Expansion 4 - The Talisman Dungeon
4 - Expansion 4 - The Talisman Dungeon
4 - Expansion 4 - The Talisman Dungeon
4 - Expansion 4 - The Talisman Dungeon
4 - Expansion 4 - The Talisman Dungeon
4 - Expansion 4 - The Talisman Dungeon
4 - Expansion 4 - The Talisman Dungeon
4 - Expansion 4 - The Talisman Dungeon
4 - Expansion 4 - The Talisman Dungeon
4 - Expansion 4 - The Talisman Dungeon
4 - Expansion 4 - The Talisman Dungeon
4 - Expansion 4 - The Talisman Dungeon
4 - Expansion 4 - The Talisman Dungeon
4 - Expansion 4 - The Talisman Dungeon
4 - Expansion 4 - The Talisman Dungeon
4 - Expansion 4 - The Talisman Dungeon
5 - Expansion 5 - Talisman Timescape

5 - Expansion 5 - Talisman Timescape

5 - Expansion 5 - Talisman Timescape

5 - Expansion 5 - Talisman Timescape

5 - Expansion 5 - Talisman Timescape

5 - Expansion 5 - Talisman Timescape

5 - Expansion 5 - Talisman Timescape

5 - Expansion 5 - Talisman Timescape

5 - Expansion 5 - Talisman Timescape

5 - Expansion 5 - Talisman Timescape

5 - Expansion 5 - Talisman Timescape

5 - Expansion 5 - Talisman Timescape

5 - Expansion 5 - Talisman Timescape

5 - Expansion 5 - Talisman Timescape

5 - Expansion 5 - Talisman Timescape

5 - Expansion 5 - Talisman Timescape

5 - Expansion 5 - Talisman Timescape

5 - Expansion 5 - Talisman Timescape

5 - Expansion 5 - Talisman Timescape

5 - Expansion 5 - Talisman Timescape

5 - Expansion 5 - Talisman Timescape

5 - Expansion 5 - Talisman Timescape

5 - Expansion 5 - Talisman Timescape

5 - Expansion 5 - Talisman Timescape

5 - Expansion 5 - Talisman Timescape

5 - Expansion 5 - Talisman Timescape

5 - Expansion 5 - Talisman Timescape

5 - Expansion 5 - Talisman Timescape

5 - Expansion 5 - Talisman Timescape

5 - Expansion 5 - Talisman Timescape

5 - Expansion 5 - Talisman Timescape

5 - Expansion 5 - Talisman Timescape

5 - Expansion 5 - Talisman Timescape

5 - Expansion 5 - Talisman Timescape

5 - Expansion 5 - Talisman Timescape

5 - Expansion 5 - Talisman Timescape

5 - Expansion 5 - Talisman Timescape

Type

Dungeon

Dungeon

Dungeon

Dungeon

Dungeon

Dungeon

Dungeon

Dungeon

Dungeon

Dungeon

Dungeon

Dungeon

Dungeon

Dungeon

Dungeon

Playing Piece Card
Playing Piece Card
Playing Piece Card
Playing Piece Card
Playing Piece Card
Playing Piece Card
Playing Piece Card
Playing Piece Card
Playing Piece Card
Playing Piece Card
Playing Piece Card
Playing Piece Card
Playing Piece Card
Playing Piece Card
Rules

Board

Character
Character
Character
Character
Character
Character
Character
Character

Playing Piece Card
Playing Piece Card
Playing Piece Card
Playing Piece Card
Playing Piece Card
Playing Piece Card
Playing Piece Card
Playing Piece Card
Rules

Spell

Spell

Timescape
Timescape
Timescape
Timescape
Timescape
Timescape
Timescape
Timescape
Timescape
Timescape
Timescape
Timescape
Timescape
Timescape
Timescape
Timescape
Timescape

Name

Green Mist
Living Statue
Lone Dwarf
Magic Mirror
Magic Mirror
Nightmare
Phantom Hound
Secret Passage
Slaver

Snake Pit

Torch

Torch

Trapdoor
Tunnel

Wise Man
Conjurer

Dark EIf

Gipsy
Highlander
Inquisitor
Martial Artist
Pirate

Saracen

Scout

Sprite

Spy
Swashbuckler
Swordsman
Zulu

Rules

Talisman Timescape
Archaelogist
Astronaut
Astropath
Chainsaw Warrior
Cyborg
Scientist

Space Marine
Space Pirate
Archaelogist
Astronaut
Astropath
Chainsaw Warrior
Cyborg
Scientist

Space Marine
Space Pirate
Rules

Warp Gate
Warp Gate
Alien Artifact
Alien Artifact
Alien Artifact
Alien Artifact
Alien Spores
Anti-Grav Platform
Astral Hound
Battle Armour
Battle Droid
Behemoth
Chameleon Suit
Combat Enviro-Suit
Dimensional Rift
Dimensional Rift
Dimensional Rift
Dimensional Rift
Force Shield



Set

5 - Expansion 5 - Talisman Timescape
5 - Expansion 5 - Talisman Timescape
5 - Expansion 5 - Talisman Timescape
5 - Expansion 5 - Talisman Timescape
5 - Expansion 5 - Talisman Timescape
5 - Expansion 5 - Talisman Timescape
5 - Expansion 5 - Talisman Timescape
5 - Expansion 5 - Talisman Timescape
5 - Expansion 5 - Talisman Timescape
5 - Expansion 5 - Talisman Timescape
5 - Expansion 5 - Talisman Timescape
5 - Expansion 5 - Talisman Timescape
5 - Expansion 5 - Talisman Timescape
5 - Expansion 5 - Talisman Timescape
5 - Expansion 5 - Talisman Timescape
5 - Expansion 5 - Talisman Timescape
5 - Expansion 5 - Talisman Timescape
5 - Expansion 5 - Talisman Timescape
5 - Expansion 5 - Talisman Timescape
5 - Expansion 5 - Talisman Timescape
5 - Expansion 5 - Talisman Timescape
5 - Expansion 5 - Talisman Timescape
5 - Expansion 5 - Talisman Timescape
5 - Expansion 5 - Talisman Timescape
5 - Expansion 5 - Talisman Timescape
5 - Expansion 5 - Talisman Timescape
5 - Expansion 5 - Talisman Timescape
5 - Expansion 5 - Talisman Timescape
5 - Expansion 5 - Talisman Timescape
5 - Expansion 5 - Talisman Timescape
5 - Expansion 5 - Talisman Timescape
5 - Expansion 5 - Talisman Timescape
5 - Expansion 5 - Talisman Timescape
5 - Expansion 5 - Talisman Timescape
5 - Expansion 5 - Talisman Timescape
5 - Expansion 5 - Talisman Timescape
5 - Expansion 5 - Talisman Timescape
5 - Expansion 5 - Talisman Timescape
5 - Expansion 5 - Talisman Timescape
5 - Expansion 5 - Talisman Timescape
5 - Expansion 5 - Talisman Timescape
6 - White Dwarf No. 72, 1985

6 - White Dwarf No. 72, 1985

6 - White Dwarf No. 72, 1985

6 - White Dwarf No. 72, 1985

6 - White Dwarf No. 72, 1985

6 - White Dwarf No. 72, 1985

6 - White Dwarf No. 72, 1985

7 - White Dwarf No. 115, 1989

7 - White Dwarf No. 115, 1989

7 - White Dwarf No. 115, 1989

7 - White Dwarf No. 115, 1989

7 - White Dwarf No. 115, 1989

7 - White Dwarf No. 115, 1989

7 - White Dwarf No. 115, 1989

7 - White Dwarf No. 115, 1989

7 - White Dwarf No. 115, 1989

7 - White Dwarf No. 115, 1989

7 - White Dwarf No. 115, 1989

7 - White Dwarf No. 115, 1989

Type

Timescape
Timescape
Timescape
Timescape
Timescape
Timescape
Timescape
Timescape
Timescape
Timescape
Timescape
Timescape
Timescape
Timescape
Timescape
Timescape
Timescape
Timescape
Timescape
Timescape
Timescape
Timescape
Timescape
Timescape
Timescape
Timescape Data Sheet
Timescape Data Sheet
Timescape Data Sheet
Timescape Data Sheet
Timescape Purchase
Timescape Purchase
Timescape Purchase
Timescape Purchase
Timescape Purchase
Timescape Purchase
Timescape Purchase
Timescape Purchase
Timescape Purchase
Timescape Purchase
Timescape Purchase
Timescape Purchase
Adventure
Adventure

Spell

Spell

Spell

Spell

Spell

Adventure
Adventure
Adventure

Character

Character

Character

Character

Playing Piece Card
Playing Piece Card
Playing Piece Card
Playing Piece Card
Spell

Name
Gyro-Compass

Jet Pack

Medi-Kit

Medi-Kit

Mining Laser
Omnipotent Being
Orks

Power Glove
Psi-Helmet

Pyschic Parasite
Space Vampire

Star Predator

Star Predator

Star Sprites

Sun Worm
Supernova
Supernova
Supernova
Supernova
Symbiote

Time Travellers
Warp Belt

Warp Storm

Will O' The Wisp
Will O' The Wisp
Timescape Data Sheet
Timescape Data Sheet
Timescape Data Sheet
Timescape Data Sheet
Chainsword
Combat Enviro-Suit
Combat Enviro-Suit
Gyro-Compass
Gyro-Compass

Jet Pack

Jet Pack

Mining Laser

Mining Laser
Poweraxe
Psi-Helmet
Psi-Helmet

Closed Shop
Curfew

Bladesharp

Bolster

Enrich

Ressurection
Transmute
Champion Of Chaos
Noble

Recruiter

Champion Of Chaos
Herald

Mystic

Templar

Champion Of Chaos
Herald

Mystic

Templar

The Way Of The Lotus
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MASTER-LEVEL CHARACTERS

SETTING-UP

Before starting the game, all of the cards should be printed and mounted onto thin card, perhaps including
photocopies of normal card-backsides. The Adventure Cards should be shuffled into the appropriate decks, while
the Character-Cards and the Playing Piece Cards should be put on one side until they are needed. | advise that
you always have at least one Master-Level Character for each player (including the Master-Level Characters from
Talisman-City). Although not all of the Master-Level Characters will come into play, it will be a lot fairer is everyone
has a chance to take one.

USING THE CHARACTERS

During a game, if you draw a card which specifically offers you to take a Master-Level Character you may do so.
Obviously, only one player can take any one Master-Level Character.

Take the appropriate Playing Piece Card and swap it with your old Playing Piece Card (with the exception of the
Mystic, who is given his own stand); put the new Playing Piece Card in the starting location indicated on the
Master-Level Character Card.

Take the Master-Level Character Card, and place it next to your original Character Card; he continues to keep the
Starting Quotas and Special Abilities he already has, adding whatever new bonuses and Abilities the new
Character gives him. It's probably easiest to take counters for any increases in Strength, Craft, and Lives and store
them next to the old Character Card. The only thing about the old Character you may have to change is his
Alignment; the Master-Level Character’s Alignment takes precedence. If this causes a change, check through the
Character’s Followers, Objects etc to make sure that they can cope with this new Alignment - if not, they must be
discarded (left in the space the Character occupies).

Resigning as a Master-Level Character

Most of the Master-Level Characters allow you to resign and go back to your original Character at any time;
exceptions to this rule for the Talisman City Master-Level Characters are given in that Talisman City Rulebook. Of
the Characters provided here, you may not resign as the Champion of Chaos; nor may the Mystic be resigned as
such - however, the Spell that allows a player to call the Mystic into play will have been discarded, so rejoining the
Mystic and the original Character will effectively end the Mystic’s use.

When a Character resigns, all extra Strength, Craft and Lives gained by becoming a Master-Level Character are
lost. If, by resigning a Master-Level Character, another Alignment Shift is caused, check through all the other cards
the Character holds to make sure they are still compatible.

Finally, all of the other rules concerning Characters are unchanged - unless specifically contradicted by any of the
rules given on the Master-Level Character Cards.

A COUPLE OF TALISMAN WEBSITES

http://talisman.clift.org/talismanisland/
http://talisman.clift.org/sam/



Talisman 2nd Edition House Rules

"House Rules" means none of these are official - use the ones you like, drop the ones you don't.
Sometimes these are "interpretations" of the official rules in places where the official ones were
ambiguous (or at least non-obvious).

A rule marked "Heli N" is the N'th rule from Rick Heli's gaming group's FAQ
(Rick.Heli@Eng.Sun.COM), the April 6 1992 edition. One marked "Mill N" is the N'th rule from The
Mill Gaming Dudes' house rules (contributed by Ned Utzig <"strion::ned"@mast.enet.dec.com>). Several
contributions came from Howard Kim (hkim@cs.cornell.edu) in the summer of 1993, with the aid of Sten
Drescher (smd@floyd.brooks.af.mil), Doug Gibson (doug@abby.chem.ucla.edu), Kurt Grossman
(KurtG@yang.earlham.edu), Dave Katleman (katleman@corp.sun.com), Jay Lorch
(lorch@cs.berkeley.edu), and Petri.Maaninen (Petri.Maaninen@hut.fi).
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Principles for resolving issues ("meta" house rules)

From: dalamb@qucis.queensu.ca (David Lamb)
Date: 27 October 1993

Having been involved in a few Talisman rules arguments lately, | thought I'd propose some

guidelines for helping resolve such disputes.

1.

Be clear about whether the argument is about resolving an ambiguity in the "official" rules, or
about defining a new "house" rule.

1. If you're resolving an "official" rule, then the rules as written are definitive (including the
official answers in the previous section). Check the official rules! Arguing from memory,
or from your own group's house rules, is probably counterproductive.

2. Ifyou're defining a "house rule" it makes sense to point out that it contradicts an "official"
rule if the other party doesn't seem to know about the official rule, but once it's clear they
don't like the official rule and are trying to define a house rule, harping about the official
rules is pointless.

Combat vs Psychic Combat. A lot of people, including me, tend to think of "Combat" as being
generic for both "(Strength) Combat or Psychic Combat". Psychologists and sociologists will tell
you about "marked" versus "unmarked" terms and point out there'd be fewer misinterpretations if
the "unmarked" term "Combat" meant both kinds, and there were 2 marks, e.g. Strength/Craft, or
Normal/Psychic, for distinguishing the two forms of combat.

Unfortunately that does not appear to be what Games Workshop chose to do: Combat,
unmarked, means combat with Strength. "Combat or Psychic Combat" is what they say
when they mean the combat in the generic sense. So: if a rule or card says Combat,
unadorned, it means exactly "Combat based on strength". Thus for example we can

deduce:

1. Armour doesn't protect against losing a life in psychic combat.



2. A creature you "save" to use in the next "combat" can only be used in the next strength-
based combat.
3. The astropath can evade Combat, but not Psychic Combat.

Of course, you can always reject this "meta house rule" and substitute one that lets "combat"
include "psychic combat" whenever you feel like it - but bear in mind it's just that, a house rule.

3. Any rule change that increases the power of spell-cyclers (those who "always have K spells") is
probably "wrong" (meaning "makes the game less fun for most players").

Talisman "Dragon's Lair" expansion set

From: David.Katleman@Corp.Sun.COM (David Katleman)
Date: Thu 29 July 1993

While waiting for the official Dragons release, David Katleman developed a "Dragon's Lair"
expansion set; contact him directly at the above address if you want a copy. Basically, the
Dragon Adventure deck cards are now considered the entrance to the Dragon's lair and are

considered places. The expansion is still in a Alpha, maybe Beta test state.

Tournament Rules

From: bl375@cleveland.Freenet.Edu (Brian G. Greenberg)
Date: 27 October 1993

Since the game can be very unbalanced, my group runs a tournament. We have five in our
group and we deal out nine characters to each of us. We keep these characters hidden from
each other. (We write them down and have my mom initial the peice of paper). We do not allow
a character to have more that one spell caster. If this happens those without one may bid as to
how many characters to show the person with the extra spell caster and let that person choose
two of the shown. Then we play six games. Whoever wins the most is the Champ. If there is a
tie there is a tie breaker game. A player who uses all nine characters is then allowed to draw
two from those not chosen; the other players choose which one to play. The only time the High
Mage is in the game is if two or more spell casters are played in a game or if a six is rolled on
one die before the game (after characters are picked.) Because we think the Dragon King (from
Dragons expansion) is too easy to beat, we use the alternate endings. Once one is picked it
cannot be picked again until the fifth game, when we recycle them. Because the Great Portal
and the Cave of Dragon Bones can be very cheap wins (a character may not have enough

natural strength to get past the crypt), we only allow each player to use either of these once.

Cycling through spells



Date: 11 March 1993

Characters who "always have a spell" can really take over, since so many of the spells can be cast "when
needed" (that is, just about any time). So they can cast a lot of spells on their own turn, then cast a lot
more on the next person's, and so on. How can we fix this without being too unfair to the spell cyclers?

1. (GW in Talisman City): cast spells only on your own turn, except for defensive spells
(GW in Talisman City): cast only one spell "at a time" [DAL - it's unclear what they mean by this,
but presumably either "one spell per turn" such as one on your own turn, one on the next person's,
and so on]

3. [LondonTowne Gaming Gang]: Make "always have N spells" true only at the start and end of the
spell caster's own turn, at which time the caster can freely discard spells, then draw enough to
have N spells.

4. [Jeremy Gates | To cast a spell it must be able to take effect (eg. Heal - subject must be not fully
healed). Secondly the player can only get his new spells via the "always have a spell" at the start
of his turn.

Aside: in the "standard" rules the only way to get rid of a spell is to

1. castit
2. discard it if you acquire more spells than your limit.

So a spell-cycler can get "trapped" with an uncastable spell (e.g. counterspell, if no one ever casts a spell
on the cycler).

The Amazing Warp Belt Trick

From: KURTG@EARLHAM.BITNET
Date: 20 October 1994

If you have the Warp Belt, or if you are the Astropath, you can choose to follow the Red line
from the Negative Zone to the Time Loop, returning to "the space you came from" - where you

draw another Timescape card. This lets you get all the treasure fromthe Timescape Deck!

1. Do nothing. It's not necessarily so bad if you do this with the Warp Belt, since you also cycle
through all the Monsters in the Timescape deck, such as the Str 12 Behmoth or Cra 12 Space
Vampire. The Astropath, on the other hand, gets a 2/3 chance to Evade the Behemoth (though not
the Vampire), and doesn't even need to find the Belt, so he's even worse.

2. Limit people to a small number of loops, e.g once. Thereafter they roll normally for what path to
follow.

The Ninja's Secret Attack

Date: 11 March 1993
From: KURTG@EARLHAM.BITNET

Can the Ninja make a Secret Attack in an endgame where you have to fight, such as against

the Dragon King?

1. No. It says against an upturned Enemy card or player; several of GW's Q&A items show they
mean Enemy to refer to cards with the word Enemy on them, and not fixed monsters like the
Sentinel, the Spirit at the crags, the Brigand in the forest, the Warp Demon, and so on.



The Warhorse and charging into combat

Date: 11 March 1993
From: wrr3118@tamsun.tamu.edu (Rick Russell)

The Talisman Rules and Q&A state that the Warhorse allows you to add your Craft to your
Strength for *any* combat in which you would normally use Strength. Hence, the Warhorse is
exactly equivalent to the Monk's special ability and the spell Psionic Blast. For a measly price of
5G in the City, or for free if you pick it out of the Adventure Deck, the Warhorse seems like an
inordinately powerful object. The Warhorse will allow most Strength 2 and 3 characters to take
on Dragons and Giants with ease, given a sword and a spot of good luck. Later in the game,
characters fortunate enough to have a Warhorse become extremely powerful. In a 2 player

game, this is practically a ticket to the Crown of Command.

1. Note the rules and Q&A sheet for some standard limitations: If the owner of the Warhorse loses a
life in combat, the Warhorse is lost instead. The Warhorse may not be used more than once per
combat round; this is important when the character using the Warhorse is fighting the Pit Fiends,
Zombies or characters who have the ability to fight or re-fight a second round of combat.

2. The Warhorse *only* allows you to add your Craft to your Strength when you land on/encounter a
face-up Adventure Card or Character. When you are attacked, the Warhorse is useless (i.e. you
don't have the opportunity to charge). Comment: This rule is good on the face of it, but has some
problems. In the center of the board, the *second* character to enter the Crown of Command
space will get to charge, and on their attack they can steal their opponent's Warhorse. The first
character is dead meat. If the character at the center gets the Belt of Hercules, then they can do the
same thing by teleporting on top of another character.

3. The Warhorse works as originally specified, but you may *only* take Life away from your
opponent, not Gold or Objects. Comment: Makes a certain amount of sense, since it would be
difficult to use a Warhorse for subdual combat. It still allows low-strength high-craft characters to
kick the rear out of dragons and such, which doesn't seem sensible. Instant strength for weak
characters.

4. The Warhorse adds a random Charge Bonus (1d6) to your Strength in every standard Combat,
whether you attack or are attacked. Instead of rolling one die and adding to your Strength, you roll
two dice. Comment: Easy to implement, simple to understand. On average, the Warhorse will
provide a Strength bonus of 3 or 4 at a cost of 5G, slightly better than two-handed weapons at a
cost of 4G. About the same as the Mercenary. Provides no guarantee of easy success in a given
situation.

5. Same as (4), and in addition the Warhorse will not necessarily be killed by attacks which would
normally take a Life. The player has the option of allowing the Warhorse to be killed instead of
losing a Life in Combat. Comment: My personal favorite. Since the Warhorse no longer provides
a constant Strength bonus in combat, it seems unfair to kill it anytime the Character loses a
combat while using the Warhorse.

6. Same as (4) or (5), but the Warhorse only provides a bonus if the Character encounters/lands on a
face up Adventure Card or character. Comment: Another sensible variation of (3) and (4).

7. By itself, the Warhorse provides adds 1 to your Strength in Combat, and it may be combined with
any normal weapons (Axe, Sword, etc) and Armor. A new weapon is introduced into the game:
The Lance. The Lance may be purchased at the City Armoury for 3 gold. It is a one-handed
weapon which adds 1 to your Strength while in Combat. When the Lance is used with a Warhorse
in Combat, both items used together provide a net bonus of +4 to your Strength. When used
*against™ a Character with a Warhorse, the Lance provides a +2 bonus to your Strength in Combat



(then you might call it a Polearm). The Holy Lance works just like a normal lance, except that it is
adds 3 to your Strength in Combat with Enemy-Dragons and when combined with the Warhorse
provides a net bonus of +6 to your Strength in Combat against Enemy-Dragons. Comment: It
would require printing up some new Purchase cards, but otherwise it's a really neat idea. I haven't
playtested anything, so I don't know if it's a well-balanced solution.
8. [jjohnson@ccscola.Columbia. NCR.COM (Jeffrey H. Johnson)] Tone it down by:

1. It adds your craft or 6, whichever is less.

2. You may only use it against face-up cards and characters you land upon.

3. You may not use it against foes that you land upon via teleport, etc.

This addresses most of the problems save the Crown of Command. We play that you can only take
items which you can use, and since you can't use two warhorses, you can't charge someone
already on the center space AND take his warhorse. You only get the charge when you enter the
space.

Centaur

Date: 26 Oct 1993
What "plains" space does the Centaur start in?

Answer Player's choice. Can the centaur use his +2 movement in the dungeon?

Answer No

Can he "outrun" his followers, as does someone using the Horse?

Answer Yes, but he can return to them next move, as with the Horse

Can he ride a horse or warhorse?

Answer No (this being an extension of the Q&A that suggested reasonable limits on how big an

object the Mule might carry)

Warrior of Chaos

Date: 12 July 1993
If the Warrior of Chaos is turned Good, e.g. by the Mystic, can he still corrupt other characters

to Evil?

Answer Yes; whenever possible, it's simplest to assume 'change of alingment' has no effect on
special abilities.

The Chaos Gift ability is very powerful; to tone it down, make the Warrior first pass a roll of 2D6

>= the characteristic just used in combat.

Followers

Date: 27 October 1993
[Heli 1] The Minstrel may have an unlimited number of animal followers.



[Heli 12] Creatures turned into Followers via special abilities (e.g., the Minstrel's Animal, Ghoul's
undead, etc.) can be stolen like any other Followers (e.g., via Mesmerism or the Sorceress'
special ability), but these followers are left face up in the space where the former owner is.

[Heli 23] The Mercenary, Man-at-Arms and any other followers who add Strength do not count
when firing a bow at an Enemy or another character.

Followers cannot use objects (although the Porter can carry some).

Followers that "add to strength" (e.g. Unicorn) count when opening the Portal of Power and
Crypt. Those that "add to strength in Combat" don't count. (And similarly for "add to craft" and
the Mines).

Priest [Heli 2]

Date: 6 April 1992
The Priest, when he automatically destroys a Spirit in the space he lands in, does not count it as

an encounter; he encounters the space as normal. The Priest has a starting Craft of 6. When
the Priest is of Good alignment and is visited by the Angel, instead of the normal benefits of the
card, he may choose to receive either two Strength, two Craft or a teleport to any space in the

same region.

The Bandit [Heli 3]

Date: 6 April 1992
When gold is surrendered to the Bandit, it remains there until recovered by the character who

defeats the Bandit. If the Bandit card is destroyed with the Destruction spell, the gold is

destroyed also.

Spell casting restrictions

Date: 6 April 1992
[Heli 4]: The following spells cannot be played unless they are the first spell cast by the player in

a given turn: Acquisition, Barrier, Craft, Destruction, Fireball, Mesmerism, Misdirection,
Random, Teleport, Temporal Warp

[Heli 7]: The Counterspell, Reflection Spell and Spell Turning must be played immediately after
the spell is played and before any other activity occurs. A Counterspell, Reflection Spell and

Spell Turning may not be used to counter a spell cast by the same player.



[Heli 9]: The Immobility and Destroy Magic Spells may be used to prevent casting of the
Command Spell. In addition, a Character at the Crown of Command may not the cast the
Command Spell if currently a Toad.

You need to decide on a house rule for whether Destruction can remove an Event. Some
groups play yes, others no. Destruction can remove "any card on the board". So it can't destroy
possessions that are off the board, on the character's sheet. We don't know why the Amulet
says Destruction cannot be cast on the holder.

W.D. Bradford's group (wdb1000@cus.cam.ac.uk) allows Destruction to apply to any card in
play, including those in characters' possession. However, this strengthens spellcasters, whom

many believe to be too powerful already.

Amulet [Heli 5]

Date: 25 March 1993
The Amulet protects the owning player from the following spells:

1. those listed on the Amulet card.
2. the following from Talisman City: Craft, Feeble Mind, Magic Shell, Mini-Vortex, Restoration,
Spell Call, Spell Turning, Syphon, Temporary Change, Weakness

Order of encounters [Heli 6]

Date: 6 April 1992
When encountering Adventure Cards bearing the same number, the player decides the order in

which he will enounter them.

Witch Doctor's curse [Heli 8]

Date: 6 April 1992
When cursed by the Witch Doctor, the cursed player must move so as never to end his move

further from than his destination than he started. If he overshoots the target, he must overshoot
the minimum possible distance, i. e. may not use horse, boots or other means to increase

movement. The player remains cursed until he lands directly on the Chapel (or Ruins if evil).

Genie [Heli 10]

Date: 6 April 1992



The Genie is not a Player; hence its spell is not affected by the Magical Vortex. Likewise, the
Prophetess does not get to see the spell (unless she owns the Genie, of course), and it cannot

be stolen by Mindsteal or Nullify.

Ghoul [Heli 11]

Date: 6 April 1992
The Ghoul decides in which Combat to use any of his zombie Followers. That is, they do not

automatically fight in the next combat. Also, the Ghoul can NOT raise defeated Spirits (for

feeding to the Vampire, say).

Events left on the board [Heli 13]

Date: 6 April 1992
Note that some Events (Astral Conjunction, Blizzard, etc.) count, until they expire, toward the

total number of cards on a Draw Cards space. This does not apply to Spells such as Hex and

Barrier.

the Idol [Heli 14]

Date: 6 April 1992
If enslaved by the Idol, you re-encounter the space with whatever effects that implies.

"before rolling the die for movement" [Heli 15]

Date: 6 April 1992
Whenever an instruction says you may (or must) do something "before rolling the die for

movement", interpret it to mean that the action takes place just before the Movement phase of
the turn, regardless of whether you actually roll the die. Thus, for example, you can cast Destroy

Magic during the Blizzard.

Attacking strangers [Heli 16]

Date: 6 April 1992
Despite what the character or adventure cards may say, Strangers may not be killed by bow

and arrow. The GW Q&A sheet says no one can ever attack strangers.

Staff of Mastery



Date: 20 October 1994
[Heli 17]: When a player loses the Staff of Mastery, the Enemy under control reverts to normal

and is placed in the current space.

[Heli 18]: Neither the Demon Lord nor the Dragon King may be mastered with the Staff of
Mastery.

An enslaved Enemy gets used in the next combat in which it could participate; thus a Strength

monster doesn't get discarded after a Psychic Combat.

The Demon Lord

Date: 25 October 1993
The Demon Lord may not be automatically defeated with the Cross or with the Priest's Special

Ability, or anything else that automatically defeats other spirits. [Heli 19, Mill 4]

If the Demon Lord slays a character, what happens to their possessions?

1. [impliction of normal "fight first, pick up cards after" rule]: Discard all such possessions; there's
no way for anyone to pick them up until they've defeated the D.L and thus won the game.

2. Let the next character to reach the Crown of Command space pick up the items before fighting the
D.L.

Dragon King

Date: 17 June 1993
[Mill 4] Characters, Magical Items / followers, etc. that automatically defeat Dragons do not

defeat the Dragon King. Items that add plusses for Dragons still apply, however. Thus for
example [Heli 20] the Holy Lance does add 3 to the Strength of its user when fighting the
Dragon King.

[Mill 6] If the Dragon King decides to eat one of your followers and you have none, you lose a

life instead.

Magic Pouch [Heli 22]

Date: 6 April 1992
The Magic Pouch may only contain 1 object. It may not contain aggregate objects, e. g. the

Horse and Cart. Objects in the Pouch may not be used, they are in the Pouch. To put
something into the Pouch or take something out is a transfer. Only one transfer is allowed per
turn. When it is carrying another object, the Magic Pouch does not count against object carrying

limits.



Supernova [Heli 24]

Date: 6 April 1992
The Supernova causes the character to advance along the blue warp line, not the red as stated

on the card.

Loans

Date: 6 April 1992
[Heli 25]: Leaving the City (regardless of method) without repaying an outstanding loan causes

the character to be turned into a toad. The Loan card is removed from the game.
[Heli 34]: The Bank will loan out money only to the extent of its loan cards; when these are all

out, no further loans are available.

The Town Square [Heli 26]

Date: 6 April 1992
If simply landing in the Town Square, draw one City card unless there is one there already.

Entering the City

Date: 6 April 1992
[Heli 27] Do not count weapons in your strength total when wrestling with the guard to obtain

entry to the City. You may still count items such as the Potion and Magic Belt which confer
basic strength, however.

[Heli 39] When bribing the guard to enter the city, a roll of 6 means that entry is denied.

Leaving animals at the Stable [Heli 28]

Date: 6 April 1992
Other players may not pick up animals which you leave at the stable. If your character dies,

discard any cards left at the stable.

City offices

Date: 6 April 1992
[Heli 29]: A single character may only hold one of the City offices (High Mage, Sheriff,

Champion, Master Thief) at a time.



[Heli 31]: The Sheriff and the Champion may disregard any pre-existing Warrants upon taking
office, but may still not discard these Warrants in the event that they later lose the position.
[Heli 32] When your character holds a City office, this becomes the character's new alignment
for all purposes until something (Mephisto, Mystic, Anarchist's Guild, Temporary Change)
causes that alignment to change. Even if the character loses the office, he still retains the

current alignment.

Dungeon doors [Heli 33]

Date: 6 April 1992
The new dungeon door cards in the City card deck still count against the maximum two

dungeon door cards which may be visible at any one time.

The Watch

Date: 6 April 1992
[Heli 35] The Market Day card in the City deck allows trading of items between players just as

the Market Day card in the Adventure Deck does. Note however that Trading is deemed illegal
in the City (without a license); thus, characters currently in the City who trade must thereafter
draw a City card to check for the Watch.

If you have multiple offences in the same turn (e.g. fighting and being a Troll), you only draw

once for the Watch. If you fight the watch, you draw again for the new fight, though.

Anarchist's Guild [Heli 36]

Date: 6 April 1992
The Anarchist's Guild automatically changes the alignment of any character using its services to

Neutral.

Leaving the City [Heli 38]

Date: 6 April 1992
When you are taken to the City Gate as a result of Judgement, you are not allowed to retrieve

your animals from the stables.

Dancing Girl [Heli 40]

Date: 6 April 1992



The Dancing Girl can be used on human enemies only.

Ninja versus Knight [Heli 43]

Date: 6 April 1992
When the Ninja fights the Knight, whoever initiated the attack has his power take precedence.

Isn't it too easy to become the High Mage?

Date: 11 March 1993

1. [Heli 41] To become the High Mage, in addition to turning in a magic object, the player must roll
his Craft or less on two dice. If successful, he becomes the High Mage. If unsuccessful, he must
still discard the Magic Object.

2. [LondonTowne Gaming Gang] Donate N magic objects, then roll D6 less than or equal to the
number of object donated. You can donate several objects at once, but can only make one roll per
turn. If you fail you can come back later and donate more, counting both the old and the new
donations toward the number you must roll.

When you leave the Donjon, where do you go?

Date: 12 July 1993
When escaping from the Donjon, or when found not guilty:

1. [Heli 37] Roll a die for movement in the subsequent turn as normal, counting the Royal Castle as
the first space entered.

2. Start in Imperial Avenue, and assume your horses (if any) have been left there (if you didn't leave
them at the stable already).

3. When escaping (only), start in any square adjacent to the Donjon (you're escaping, after all).

Crown of Command

From: utzig@mast.enet.dec.com Date: 17 June 1993
[Mill 1] The Crown of Command spell affects ALL players when cast, not a single player. (text

on the C-of-C conflicts w/ the rulebook..)
[Mill 2] Loss of life from the Crown of Command Spell cannot be prevented by items such as

shields, armour, helmets, etc. Counter-spells may negate the C of C spell, however.

Multi-creature cards

Date: 25 October 1993



If you fight an Enemy that consists of several creatures that you must fight in sequence (e.g.
Band of Zombies), if you defeat a few before they kill you, the next time someone lands on that

card, the Band is back to full strength.

Doppelganger

Date: 25 October 1993
Fighting the Doppelganger seems always to be a straight roll-off of D6's, since the card says

you fight with the same TOTAL strength, including strength from weapons, followers, potions,
and so on. Things that "add craft to strength", e.g. Warhorse or Monk's ability, don't get around
this - they add to your strength, and thus the D. gets the same total strength as you. The one
exception *might* be the special ability that "subtracts your craft from your opponent's strength"
which is phrased not to change your own strength, but many people regard that the D's ability
overrides even that.

You can't save the D. for strength (see official answers from GW).

If the D. shows up on the same square as another tough creature, so that you get to fight
"yourself" at big minuses, the best hope is to attack the Doppelganger with a missile weapon or

Fireball from a different hex.

Losing lives to creatures with special attacks

Date: 27 October 1993
If a moster, such as the Air Elemental, does something special, such as taking you out of the

city, when it defeats you, does it *also* drains a life first?

1. In the case of the Air Elemental, there's an official answer: if it takes you out of the City, you then
fight a normal Psychic Combat (and similarly for the Earth Elemental).
2. For other cases, take your pick of interpretations:
1. Yes. The only exceptions are creatures whose descriptions say "instead of taking a life".
2. No. It only has the effect stated on the card.

Questing Knight

Date: 25 October 1993
Why should the QN start the game with Helmet, Shield, and Armour, since you can only use

one of the three, presumably Armour, in any one combat (question 5 in the Q&A).

1. Treat it as another special ability, letting him use each in turn.
2. Treat the Helmet and Shield as Alchemist fodder.
3. Treat the Helmet and Shield as spares, in case someone steals the Armour.



Characters adapted to the City board

Date: 26 October 1993
From: hkim@cs.cornell.edu (Howard Kim) and Kurt Grossman.

The Thief description dates from before the City expansion. How should he steal from shops in
the city?

1. Take an object at random [straightforward extension of Thief card]
2. [variant of Master Thief] Roll D6:

o 1-2: Successful, take an item of choice.

o 3-4: Successful, take a random item.

o 5-6: Failure, lose 1 life.

The Merchant can trade with shops in the city.
The Inquisitor's victim automatically goes to the Donjon; the Inquisitor's power supersedes the

"judgement" that normally happens at the Donjon.

The Horse

Date: 26 October 1993
From: hkim@cs.cornell.edu (Howard Kim)

The horse can "outrun" followers. Does this apply to the Hag, Jester, and Poltergeist?

1. No. These can never be outrun.

2. Yes.

3. Yes to the hag and jester, no to the Poltergeist. The Poltergeist prevents you from moving +3 with
a Horse, so prevents outrunning.

If the player uses the +3 movement, then he/she leaves his/her followers behind unless they have horses.
Certain followers like the unicorn do not seem to be logical candidates as horse riders. Should these
followers have to have a horse to follow a player w/ a horse?

1. Strict interpretation of the rules says they can't follow.
2. A house rule can say these followers need not have a horse: Unicorn, Familiar, Spirits, and
Animals.

Teleporting in/out of the City

Date: 26 October 1993
From: hkim@cs.cornell.edu (Howard Kim)

Since spellcasting is illegal in the city, is teleporting in/out illegal?

1. Draw to see if you get a Law card when you teleport in, but not out. [Kurt Grossman, Petri
Maaninen]

2. Neither is illegal. For "out" you're not in the city at the time you would draw, and for "in" you
weren't in the city when you cast the spell.



The Siren

Date: 27 October 1993
Non-human characters generally appear to be immune to the Siren. Non-human characters

added in expansions usually list "immune to Siren" as a special ability. If you're creating a
nonhuman character, think about whether they should be immune.
One exception appears to be the Sprite. Consistency might suggest making her immune - but

she's already quite powerful, and doesn't need to get any better!

Snake Pit

Date: 26 October 1993
From: hkim@cs.cornell.edu (Howard Kim)

The snake pit only stops those who land on it; it doesn't stop players passing it.

Great Portal

Date: 20 October 1994
May a character drink the Dragon Blood (lose one life, but double your strength for one turn)

and then attempt to open the Great Portal and defeat the Dragon King?
Answer: Yes; fighting the Dragon King is immediate after moving through the Great Portal, so is

still on the same term.

The Sentinel

Date: 20 October 1994
If a player attempts to pass the Sentinal and does not beat him it says that he remains on the

space. Does he encounter the space? i.e. Pick a card if there is not one already there or fight an
existing card?
1. No. You already made a choice as to which aspect of the space you were encountering, and
decided on the sentinel.

2. Yes. You would encounter the space at the end of your move if you won, so why not encounter
the sentinel space if you lose?

Strengthening monsters

Date: 20 October 1994
From: wdb1000@cus.cam.ac.uk (W.D. Bradford)



Monsters quickly cease to be a threat to strong characters. We've tried a number of ways to
reverse this such as Double Strength Talisman, +1d6 Talisman, and the following scheme:

When a monster/animal/dragon/spirit/alien is encountered, roll 1d6 and consul the table below:

Strength/craft halved (round up)

Strength/craft doubled

Strength/craft as normal

Strength/craft normal + 1d6

Strength/craft at least equal to yours (i.e doppelganger if weaker, normal if stronger)
Strength/craft at most equal to yours (i.e doppelganger if stronger, normal if weaker)

AN S i

In all cases the normal strength value applies when enemies are kept for strength. If 1 and 6 seem too
wimpy, then instead rolls of 1-3 can indicate normal strength, while 4,5,6 indicate +1d6, double, and "at
least" respectively. This type of system really makes the early stage of the game tense - boars and apes are
no longer "breakfast" and dragons can be truly terrifying! Even at the end of the game any enemy
potentially poses a serious threat, and you never get to the point where picking up Adventure cards
becomes a tedious (and pointless) chore.

Enemies that Move

Date: 20 October 1994
Enemies that move after combat, such as the Berserker and Vampire Bats, don't encounter the

character(s) they land on.

The Zulu

Date: 20 October 1994
If the Zulu routs a character, the character does not encounter the space to which s/he is routed

(by analogy with the Satyr's panic).

The Familiar and Extra Spells

Date: 20 October 1994
If the Philosopher has the Familiar as a follower, how many spell cards does he draw before

deciding which one he wants?

1. 4. His special ability gives +1 and the Familiar's gives +2, for a total of +3.
2. 3. This is the maximum of his own ability and the Familiar's.
What happens to the extra cards?

1. There's an official answer: the top of the spell draw pile.
2. Some people play that you discard them.



Unwanted followers

Date: 20 October 1994
Several mechanisms let you get rid of normal followers: you can outrun them with the horse, the

Dark EIf can drain their lives, the Saracen can enslave them. Do these apply to the "unwanted"

followers: hag, jester, poltergeist?

o The horse was handled above: you can choose whatever rule you like.
e No; these uses of special abilities would make those characters immune to the unwanted
followers.

Talisman 2nd Edition Official Answers

Date: 4 January 1993
From: 11366ns@hogpa.ho.att.com (Nick Sauer)

Nick Sauer (11366ns@hogpa.ho.att.com) send a list of questions to Games Workshop and got
back the following answers; they should be considered as official as anything gets until GW

publishes another Q&A sheet.

Talisman

Expansion Set

Adventure

Dungeon

Timescape

City

Combat vs Psychic Combat

Talisman

Characters

1. Can the Sorceress use her fourth special ability to take a follower that is an Enemy: Monster? (e.g.
Could she take a Goblin from the Hobgoblin?)
Answer: No

Spells:

2. Can Mesmerism be used to take a follower that is not normally a follower?
Answer: No



Adventures:

3. Ifa Character draws the Raiders while in the Oasis does he get to pick up all of his equipment
assuming he doesn't lose his turn and defeats all Enemies in the Space (the Raiders card says that
the Character's possessions are placed in the Oasis immediately)?

Answer: Yes

Expansion Set

Adventuers

1. Does the Astral Conjunction stay on the space it was drawn in until it is over (like the Blizzard
does)?
Answer: Yes
2. Doppleganger
1. When a Character defeats the Doppleganger, does he get to keep him to trade for
additional Strength later?
Answer: No
2. Ifyou use the Staff of Mastery on the Doppleganger what value is used for its strength in
the next Combat you fight? Is it equal to:
= a) Your Strength at the time you absorbed it with the Staff.
* b) Your opponent's Strength in the next Combat you use it in.

Answer: b
3. Does the Patrol return Characters to:
o a) Their Starting Space as listed on that Character's Card.
o b) The space that they started that Turn from.

Answer: a

4. May Taxation be Evaded (as it has a figure on the card)?
Answer: No!

Adventure

Characters

1. In the first Q&A sheet you specified that the Centaur DOES get to keep Enemies killed with his
bow for Strength gains. However, the Samurai, Archeologist, Space Marine, or any Character
using the Archer Follower DO NOT get to do this. Does the Centaur get to keep Enemies killed
with his bow?

Answer: The first Q&A sheet is wrong. The Centaur does not get to keep the enemies for Str.

Adventures

2. Familiar
o A) How does the Familiar work? Once you give him a life and gain two Craft do you:



* a) Immediately draw three spells and choose the one you want.
= b) Draw three spells and choose one whenever you gain a Spell?

Answer: b

o B) In either case, do the two unchosen Spells go to:
= a) The discard pile.
* b) The top of the Spell Draw Pile.

Answer: b

3. Ifyou defeat a Character who owns the Golden Statue do you:
o a) Have to take the statue.
o b) Take the statue only if you force the other Character to lose a Life.

Answer: a

Dungeon

Cards:

1. May a Character strike the Gong (and thus place it on the discard pile) even if there are no other
Characters on the Dungeon Board?
Answer: Yes

Rules:

2. When a Character enters the Dungeon he must discard any Horses, Horse and Carts, or Warhorses
that he has. Does he:
o a) Leave them on the Space that he entered the Dungeon from (as with entering the
Timescape).
o b)leave them on the Dungeon Entrance Space.
o c¢) Place them on their appropriate discard piles.

Answer: a

Timescape

Characters:

1. Under the Archeologist's second special ability it says he may add one to his die roll on the
Planetfall Space of the Timescape board. Is this supposed to read the Deathworld Space (as you
don't roll a die on the Planetfall Space)?

Answer: Yes

2. Can the Astronaut replace any of the Objects listed under his first Special Ability if there are none
left in the Timescape Purchase Deck?
Answer: No



3. Ifthe Scientist uses his second Special Ability to repair the Ancient Artifact does it add four to his
Strength in Combat?
Answer: Yes

Cards:

4. If a Character defeats all of the Orks, can he keep them for additional Strength (they are an
Event)?
Answer: No

5. If a Character with equal base Craft and Strength encounters the Sun Worm, does he roll randomly
to determine which the Worm attacks (as per the Chinese Dragon)?
Answer: Yes

6. A) If a Character encounters the Warp Storm, does the turn that he drew it count as his lost Turn
(as per the Talisman rules section 15:4)?
B) If not, and he is on Planetfall, does he still get to encounter both Timescape Cards drawn?
Answer: He encounters any other cards and misses his next turn.

City
Characters:

1. For the Valkyrie's fourth Special Ability, who are human Enemies?
Answer: '"Pure-strain' humans only (no orks, elves, etc.).

Special Characters:

2. If a Character becomes one of the Special Characters does he keep his original Character's Special
Abilities as well (it is not explicitly stated whether he does or not in the City rules)?
Answer: Yes
3. For the King's Champion's last Special Ability, should Outlaw and Raiders be replaced with
Bandits?
Answer: Yes
4. Can the Sheriff use his fifth Special Ability, to teleport to any Space in the City:
o a) From any other board (e.g. can he teleport from the main board, Dungeon, or Timescape
to any Space on the City board).
o b) Only while on the City board.

Answer: b

Adventure Cards:

5. After the Air Elemental has moved itself and the Character encountering it to one of the two fields
Spaces, must the Character then fight a Psychic Combat with it?
Answer: Yes

6.

o A) If a Character who draws Conscription opts to defeat another Character in Combat and
fails to do so (either due to lack of other nearby Characters or he loses the Combat) does
he get to choose one of the three remaining options to avoid Conscription?

Answer: No



11.

12.

13.

15.

16.

17.

o B) If a Character loses three turns, does the Turn that he drew Conscription on count as his
first lost Turn (again, as per rule 15:4)?
Answer: Yes
Will the Cutpurse become a follower of a Character who is the Master Thief?
Answer: Yes
If a Character uses the Dancing Girl to Evade an encounter does she:
o a) Stay on the Space that the Character used her in.
o b) Go to the discard pile?

Answer: b

Should the Dog be a follower rather than an object (like the Dog in the Dungeon Cards)?
Answer: Yes
10.
o A) If the Dragon Master captures a Dragon for you, does the Dragon increase your
carrying capacity to that of the Anti-Grav Platform or Horse and Cart (the Dragon Master's
Card seems to imply this)?
Answer: Yes
o B) Will the Dragon carry a Warhorse?
Answer: No!!
If a Character with the Druid enters the Timescape, City, or Dungeon does he:
o a) Leave the Druid in the Space that he entered from.
o b) Is the Druid discarded.

Answer: b

If the Earth Elemental moves a Character to the Dungeon, must the Character then fight a Psychic
Combat with it?
Answer: Yes
If a Character encounters Employment, does the Turn he drew it on count as his lost Turn (again,
as per rule 15:4)?
Answer: Yes
14.
o A)Ifa Character loses to the Fire Elemental does he lose any Objects on a Horse and
Cart?
Answer: Yes
o B)Ifso, does he lose the Horse and Cart, also?
Answer: Yes
o () If a Character loses to the Fire Elemental does he lose any Objects on an Anti-Grav
Platform?
Answer: Yes
o D) Ifso, does he lose the Platform, also?
Answer: Yes
If you defeat the Gambler, do any unclaimed objects:
o a) Stay on the board.
o b) Go to their respective discard piles.

Answer: b

If the Ghoul (Enemy: Monster), taken as a follower by the Ghoul Character, is used in Psychic
Combat, and loses, is it placed on the discard pile?

Answer: Yes

If a Character is Lost, does the Turn he drew it on count as his lost Turn (again, as per rule 15:4)?
Answer: Yes



18.

19.

21.

22.

23.

24.

25.

26.

If a Character with an Urchin leaves the City, does he:
o a) Leave the Urchin in the Space that he left the City from.
o b) Discard the Urchin.

Answer: b

Does War remain on the City Gate for the rest of the game?
Answer: Yes
20.
o A) Will the Watch arrest a Toad (for having no Gold)?
Answer: No
o B) Similarly, if a Character is turned into a Toad while in the City does he have to draw for
the Watch at the end of each of his Turns as a Toad (for having no Gold)?
Answer: No
If a Character loses to the Water Elemental, does he:
o a) Choose which follower to lose.
o b) Roll randomly.

Answer: b

Board:

When a Character uses the Enchantress Space to enter the Timescape, does he:
o a) Roll two dice under his starting quota of Craft and Strength (as per the Timescape
rules).
o b) Roll two dice under his current quota of Strength and Craft (as stated on the Space)?

Answer: b

Rules:

Can a Toad rob the Bank?
Answer: No!!!
As the rules are currently written, a Character with a Warrant does not have to draw for the Watch
at the end of his Turn while in the City (having a Warrant does not violate any of the statutes of
the City). Is this correct?
Answer: Yes it is. Breaking the law causes a 'hue & cry' which may bring the watch. Simply
carrying a warrant will not (though you may encounter them normally).
If a Character with a Warrant is defeated by another Character in Combat, that Character can opt
to move the defeated Character to the Donjon Space on the City board. Does this work:

o a) While Characters are on the City board, only.

o b) While Characters are on the Dungeon or main board, also.

Answer: a

If a Character rolls poorly for judgement, and is forced to make an escape, does he still retain his
Warrant even though he rolled for judgement?
Answer: Yes
27.
o A)Ifa Character draws a Horse, Warhorse, or Horse and Cart from the Adventure Deck,
does he replace it with the appropriate Purchase Card (as per rule 20:1)?
Answer: Yes



o B) If this is the case, does any Character who draws an Adventure Card of an item that is
not currently in the Purchase Deck get nothing?
Answer: Yes
28. Finally, when a Character enters a City location he must leave any Mules, Horses, Horse and
Carts, Warhorses, or Dragons on the Street Space outside of the location. On his next Turn may
the Character:
o a) Move back to that Space automatically and reclain his Objects (as a person with the
Horse may reclaim followers).
o b) Must he roll for movement normally.

Answer: a

Combat vs Psychic Combat

From: sh666@selway.umt.edu (Scott Hensley)
Date: 27 October 1993

During a debate on whether the term "Combat" (sometimes) included "Psychic Combat", Scott

reported:

I wrote GW about his very exact same question (the 'Combat', 'Psychic Combat' distinction). Their
reply was as follows...

'Combat always refers to Strength based combats... Psychic Combat always refers to fights using
Craft. They should never be mistaken.'
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