TALISMAN : ARCHIPELAGO

1.1. Generaltc "I.
General"
1.2. The following rules assume you are playing the Archipelago as a “regular” expansion.  If you are using it in conjunction with Atlantis as an alternate ending, refer to the Atlantis rules (which take precedence over the Archipelago rules).

1.3. The Archipelago is a series of small tropical islands off the coast of the land of Talisman.  The journey there is perilous, and the lands are filled with danger, but the rewards make it well worth the risk.

1.4. Any character may journey to the Archipelago.  It is entered from the Wharf  Space in the City.

1.5. There are four card decks used with this expansion.  The Land and Sea Encounter decks are used when you end your turn in a Land or Sea hex, respectively.  The Treasure Deck contains powerful Objects, but you only draw from it when directed.  The Hireling deck includes the Ships and Followers available for hire at the Wharf.

1.6. The map is divided into Land hexes and Sea hexes.  Treat the half hexes on the top and bottom of the board as full hexes for all purposes.  

1.7. You begin your journey from the Wharf space at the bottom of the board (which is the same as the Wharf space in the City).

1.8. Characters in the Archipelago are affected normally by Events on the main board, as well as by Spells cast from another region.  Exceptions are:

1.8.1. The Blizzard, Electrical Storm, Magical Vortex, and Pestilence do not affect characters in the Archipelago.

1.8.2. The Earthquake does not affect cards in the Archipelago.

1.9. There are several ways in which a character may be sent to the Warp Gate.  If the Timescape Expansion is not available, the character goes to the Temple instead.

1.10. Before you set out on your journey, roll 1d6 for each of your Followers (not  

including Hirelings; see below).  On a roll of 1, they decide the journey is too                                                   risky and leave you.  Discard any that leave.

1.11. Any time you are directed to lose a Life, you MAY discard any Follower instead.

1.12. 2nd edition - You may repay the loan to the Bank after you return from your journey.  (You must still repay before you leave the City).

1.13. 3rd edition - You may take a loan of 3 Gold from the Pawnbrokers.  You must pay the loan back with interest (4 Gold total) before you leave the City.  Failure to do so will result in you being declared an Outlaw.

1.14. If you are not playing with the City expansion, refer to section 9.3 for rules regarding other locations you can visit on the City space on the main board.

2. Preparation

2.1. Before you start your journey, you should obtain adequate supplies.  You may purchase both ships and Hirelings at the Wharf Space in the City.

2.2. Ships

T
" \l 2
he stats for each ship are listed on the individual ship cards. 

2.2.1. Strength – added to your Strength to resolve battles at sea (see rules for Combat at Sea).

2.2.2. Crew – max number of passengers (you + Followers) the ship can carry.  Horses and Mules count as 2 passengers.

2.2.3. Speed – number of sea hexes the ship can move each turn.

2.2.4. Cost – cost in Gold or Objects to purchase the ship.  (Trader – 3 Gold, Galley – 4 Gold, Man O War – 5 Gold, Balloon – 6 Gold.)

2.3.  Hirelings

Hirelings are special Followers.  They are considered Followers for all purposes, except you may obtain their services by paying them Gold or Objects (1 Object = 1 Gold).

2.3.1. The rules and costs for Hirelings are detailed on their cards.

2.3.2. You may only hire 1 each of the Navigator, Explorer, and Fortune Hunter.

2.3.3. Hirelings will not go to any other region with you.  They will leave once you return to the Wharf, or as soon as you go to another region if you do not stop at the Wharf.

2.4.  The Balloon

The Balloon offers a fast and (usually) safe method of transportation.  However, if you encounter the wrong thing, it could be quite deadly!

2.4.1. When you enter a Land hex, you may continue flying or land in the hex.  If you continue flying, do not draw a Land Encounter card.  If you land the balloon (which you must do if you want to explore), draw a card as normal.  You must resolve its effect before you can get back into the Balloon.

2.4.2. You must draw a Sea Encounter card any time you move over Sea hexes, even if you end you move over Land.

2.4.3. You ignore all Sea Encounters (even beneficial ones), except as follow:

2.4.3.1.  The Hurricane, Chaos Storm, Great Roc and Fire!.  These spell disaster for the Balloon.  The Balloon is destroyed, and you suffer the same effects as if you were Lost at Sea (except you roll 1 die and lose that many Lives).
2.4.3.2.  Lost and Fair Winds have the normal effect.

2.4.4.  When you leave the Archipelago, instead of returning to the City, you may fly to any space in the Outer Region instead.  When you land, ditch the Balloon along with any Hirelings you still have.

3. Movementtc "III.
Movement"
3.1. 
At Sea, you may move a number of hexes each turn based on your ship type.  You may move less than this number.

3.2. 
On land, you may only move 1 hex per turn.  

3.3. 
You must move at the beginning of your turn, unless you are in one of the Special Locations (see below).

3.4. 
Except for the Balloon, you may not move on both land and sea in one turn.  If you have any Sea movement left over, you lose it.

3.5. 
At the end of your Movement, draw an Encounter card from the appropriate deck (i.e., Land or Sea), unless you end your turn in a Special Location.

3.6. 
You may move around the Archipelago without a ship (e.g., using the Teleport Spell).  However, it is easy to become stranded this way.

4. Combat at Seatc "IV.
Combat at Sea"
4.1. 
When fighting a battle at sea, you add your ship’s Strength to your own Strength.  You may also add any Spells or Objects as normal, but the only Followers you may use are the Marines.

4.2. 
You may attempt to Evade Enemy ships at sea (but not other Enemies).  Roll 1d6 for each ship and add the ship’s speed.  The high roll may decide whether or not to fight the battle.

4.3. 
NOTE:  Enemies defeated at Sea may be traded in for Strength points, but you only receive half of the value (rounded down).

5. Enemies that cast Spellstc "V.
Enemies that cast Spells"
5.1. The Archipelago has several Enemies and Strangers that are capable of casting Spells on Characters.  To determine what Spell is cast, roll 1 die:

Die Roll
Spell

1
Finger of Death – lose a Life.

2
Immobility – lose your next turn.

3
Syphon – lose one point of Craft or Strength (your choice).

4
Brainwave (psychic combat) or Lightning Bolt (combat) – add 3 points to the Enemy’s Strength or Craft as appropriate.

5
Destroy Magic – no player may cast Spells or use Magic Objects until the start of your next turn.

6
Random – roll 1 die and see the Spell card for the effect.

5.2. If an Enemy casts a Spell, he may use it to add to his Strength or Craft, as appropriate.

6. Lost at Sea tc "VI.
Lost at Sea "
6.1. 
You may become lost at sea as the result of several occurrences. 

6.2. 
If you become lost, you must discard your ship, all of your Followers, and half of your Gold and Objects.  Also, you lose 1 Life.

6.3. 
You may drift one hex per turn, or move onto a Land hex.

6.4. 
Do not draw Sea Encounter cards.  Instead, roll 1d6 each turn.  If you roll a 1, you have drowned and are dead.


tc "D.
"
7. Shipwreckedtc "VII.
Shipwrecked"
7.1. 
You become shipwrecked if you ship is forced to move in a Land hex (e.g., because of a Whirlpool, Hurricane, etc.).

7.2. 
Discard your ship and half of your Gold and Objects, and lose 1 Life.  

7.3. 
Roll 1 die for each Follower.  On a roll of 1 or 2, they are discarded.

7.4. 
There are several ways for you to return to the City.  

Cast a Teleport Spell.

7.4.1. Wait for one of your opponents with extra room to pick you up (not likely).

7.4.2. Swim for it.  You are essentially Lost at Sea (q.v.).

7.4.3. Retire and live the rest of your days on the sandy beaches.

8. Special Locationstc "VIII.
Special Locations"
8.1. 
The following areas are considered Special Locations:  Atlantis, the Ancient City, the Standing Stones, City of Gold, and the Hidden Shrine.

8.2. 
Unlike in other spaces, you do not have to move from a Special Location if you don’t want to.  You may remain here for two or more consecutive turns, exploring each turn until you decide to or are forced to leave.

8.3.  Atlantis

8.3.1.  You may enter Atlantis only if you are given the password to opne the gates of the city.  Thus, if you find Atlantis during a Sea Encounter, you place the tile on the map, but you cannot enter it.

8.3.2.  The following cards may provide the password:  King Neptune, the Sun-compass, and the Ancient City.

8.3.3. If you are given the password via one of these cards and Atlandits has not yet been placed (i.e., its Sea Encounter card has not been drawn), you may place the tile in any unoccupied Sea hex.

9.  This and That

9.1.  If you take out a Loan and do not return to the City when you leave the Archipelago (e.g., using the Balloon or a Teleport spell) to repay the Loan, you suffer the following consequences:

9.1.1.  2nd edition – A Warrant is issued for your arrest.

9.1.2.  3rd edition – You become an Outlaw.  Take an Outlaw card.  If any player draws the City Watch or County Patrol cards, these cards are instead given to any Outlaw(s) who encounter them immediately.

9.2.  Royal Ambassador

9.2.1.  You may apply for the post of Royal Ambassador at the Wharf.  

9.2.2.  Roll 1 die.  Add 1 for every Follower (not including Hirelings) youhave; add 2 for every Title you currently have (except Master Thief).  If you get a 7 or more, you are appointed as the Ambassador.  Take the Ambassador special card. 

9.2.3.  There can only be one Ambassador at a time.  When a character returns from the Archipelago, he gives up his title and another character may then apply.

9.3. City Space

9.3.1. NOTE:  The following rules apply only if you are not using the City expansion.

9.3.2. In addition to the locations listed on the City space on the main board, you may also visit several other locations.

9.3.3. You may only visit one location in the City each turn.  However, you MAY remain in the City for more than one turn.

9.3.4. Pawn Shop – you may sell any Objects you have for 1 Gold each.

9.3.5. Wharf – you may hire a Ship (or the Balloon).

9.3.6. Ghost Ship Tavern – you may recruit any number of Hirelings.

9.4. Moving in a random direction

9.4.1. If you are instructed to move to a random hex, roll 1 die and refer to the following diagram:


STARTING


HEX





1





2





3





4





5





6








PAGE  
5

