B GaP d Kgl es C aP d G The Administrator like you: qain | Science Card

Bog - Koll 1 die with the Following results:

Oﬂep e %@ ]: Fiqht a Boq Creature oF Strenqth 5
é 2-3 Get stuck in the muck; lose 1 turn.
4-5 Safe
Dr. Bzfzqff’gz Clinic - Uou may do | of the following: 6 Find a safe path: gain 1 Craf:.

1 If you have no qold Dr. Jeky" will heal 1life for free.

2. IF you have qold Dr, Jeky“ will heal 1 life per qold up to your startim] quota. (,Iﬁﬁufrfﬁg Slm - g/UI,l may bo one Uf I'I]E fUl[UlUiIIg:

3. Roll1die with the FOHO‘"i"‘] results: 1 Eat: Pay 1G to heal 1life (only once per visit).
I S’5°P to I1"“lP the ‘]°°d Dr; Lose T twrn and heal 1 life. 2. Sleep: Miss 1 turn and pay 1G to heal up to your starting quota.
2-4 Nothing
5 Dr. dekyll s impressed with you: gain 1 Science Card I’Uﬁtﬁf - A massive stonc doorwau blocks the entrance to the $Didbdle
e Find a secret passage to Mr. Hyde’s Pub; you may move there as your next move. f\tgitm. gfﬂll must do onc of fI]E fu[[umiug:

1 Youcan try to force the door open:
Dtﬁﬁ (I]SKK - RDH L bic IHH'I] tht fu[[uun’ng BCSUltm ° Add 1 die roll to your Strenl]th if your total is 10 or more you succeed.
I Fight a Ghost of Crak 5 2. Youcan try to fiqure out how to unlock the door:
2-3 Held by unknown forces; lose one turn. . Add 1 die roll to your Crakt, if your total is 9 or more you succeed.
4-5 Safe 3. Draw1Card (Only if there are no other cards already in this space.)
G: Break free of unknown force; gain 1 Strength
, Road to Outer thiun - You may do onc of the following:
%u]%g - g/DLl may do I of thf [:U[[UIUngI 1. Wove to a Plains space in the Outer Keqion of the main Talisman Board.
1 Purchase the Fo“owinq: 2. Draw 1 Card (Only if there are no other cards already in this space.)

a. Wooden Stake, Torch 1G
b Lantern, Pistol 2G

2. Seethe Burqomaster = Roll 1 Die with the Foﬂowin(] results : M.% ddle e %@
1 Jailed. Pay 2@ bail, otherwise you miss two turns.
2-4 Nothing
5 Granted a reward; gain 2G ITx. fygde's I’HB - Uou must do onc of the Followring:
G: Kppointecl Deputy Burqomaster; take the Master Character Card 1 Roll 1 Die:

I: Thrown out by Mr. Hyda lose 1life and 1 turn
Ardin Stﬁﬁml - Ride the train as Uour ncEt MOove: 9.3 Have a drink lose 1 qold
Pay 1@ to ric[e to any space up to G spaces away. 4 - 5: Win a bet‘ (]ain ] (]old
Pay 2G to ride to any space up to 12 spaces away. G Double or nothing; qain 2 gold

) 2. BuYaMystic Brew 2G
ﬁs’gfum - Jou may do onc of the following:

1. See the Doctors to heal 1life per qold.

2. See the Administrator = Roll 1 Die with the following resuits : @511]33’11 d:ﬁnlp - Jou may do onc of the f ollowing:
I: Attacked by an Inmate with Strenqth 4 1 Purchase the Foﬂowim];
2-3 Mistaken for an inmate; lose 1 turn ®  Garlic, Torch, Wooden Stake (]G each)

4-5 The Rdministrator is busY; nothinq.



2. Heal 1life per qold, max. 2 per turn.
3. See the Fortuneteller Roll 1 Die with the Followim] results:

I: Cursed; take a Curse Card
2-3 Nothing

4-5 Gain 1 Spell

6:

T[]ﬁugfuftum - Jou must do onc of the followring:

1. Rttempt to reach the inner reqion usinq your Strenqth:

[ ] Kdd Your Strenqth to 2 die rolls; You succeed iF Your total is more than ]4

2. Kttempt to reach the inner r'eqion usin(] your Crat:

o Add your Cralt to 2 die rolls; you succeed if your total is more than 12.
3. Draw 1 Card (Only if there are no other cards already in this space) - Enemies are + 2

FAbbey
]

If you are Good you may do one of the Foﬂowim]:
a. Pray Roll 1 Die with the Followim] results :
1-3: |(]nored‘ 4—5: Heal 1 Life‘ ©: Gain 1 Craft.
b. Heal for free up to your startinq quota.
c. Purchase one of the Foﬂowim] per visit:
Holy Water, Cross (] Gold each). Blessing (2 Gold)
2 you are Neutral you may do one of the Fo“owinq:
a Heal by donating 1G per healed life up to your starting quota.
b. Purchase one of the Fo“owim] per visit:
Holy Water, Cross (] Gold each)
3 F you are Evil, lose 1 life.

IMystic Spring - KRoll 2 dice with the following results:

2 Freezmq - Lose 2 lives

3 Bone Chilling - bose 1 Strength

4-5: Cold - Lose 1ife

6-8: Nothing

9-10.  Cool and Refreshing - Heal 1 life

11: Invigorating - Gain 1 Strength

12: Life Changing - Heal 11ife and qain | Craft

®Opera i}mm’t Roll 1 diec with the following results:
Attacked by the Phantom whose Cralt is 7

3: de 1 Gold to see the show.

-5 Nothin(]

P hr

Moving experience; take another turn

Be revealed as the GYPSY Champion. take the Master Character Card

Inner Keq‘i@n
Dummy's %mﬁ Roll 1 Die

]. ru]ht the Mummy (Strem]th ]2) lf You win, advance next turn.

If you lose, lose 1life and roll aqam next turn.
If you tie, Fiqht the Mummy again next turn.
2-3  lose your way; roll again next turn.
4-5 Fiqht a Cultist (Cra& 9). IF you win, advance next turn.
If you lose, lose 1life and roll again next turn.
If you tie, Fiqht the Cultist aqain next turn.

G: Get throuqh unharmed, advance next turn.

Dr. frankensteins fab - Roll 1 Dic

I: quht the Doctor (Cr*aft ") I you win, advance next turn.
If you lose, lose 1life and roll again next turn.
If you tie, Fit]ht the Doctor aqain next turn.

2-3: Stunned bY an electrical charqe, roll again next turn

4-5: Fiqht Iqor (Str’enqth ]0) If you win, advance next turn.
If you lose, lose 1life and roll again next turn.
If you tie, fiqht lqor aqain next turn.

G: Get thr‘ouqh unharmed, advance next turn.

10evewolfs Den - Roll 1 Die

1 quht the Werewolf (Strem]th ]4) If you win, advance next turn.
IF you lose, lose 1life and roll again next turn.
IF you tie, ﬁqht the Werewolf again next turn.

2 = 3: Entmnced bY the WerewolFs stare; I’O“ aqain next turn.

4-5: Fiqht a Wolf Spiriz (Craft ]O) If you win, advance next turn.
IF you lose, lose 1life and roll again next turn.
If you tie, ﬁqht the Wolf Spirit agdin next turn.

e Get throuqh unharmed, advance next turn.

@“nnlt mxﬂ&mg'g @ﬂm&: Fight to the death against Count Dracula, you may choose
to Fi(]ht him in Psychic combat if you have that ability, The Count’s Strenqth is ]5 and his Cralt is 13 . The Count has
4 lives. You must ﬁqht him once per turn until one of you has lost all of their lives. If more than 1 character is in the
castle, the Count will use his mind powers to make them ﬁqht each other until only one remains. He will then Fi(]ht the
remaining character. If combat is interrupted by another character, or if a character retreats, the Count regenerates
all of his lives. If you defeat the Gount you become the Count Master Character, take the Count Master Character Card,

and move to the 'Road to the Outer Ret]ion' space as Your next turn.



