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.
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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.
y 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 [oses 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!
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1.3 HENCHMEN

The inclusion of Henchmen in your game is #ptional. 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.
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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

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 vanquish
the foe to become lord of Firetop Mountain. For 2
to 6 players
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